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~ Introduction 


17 Kaintime, 1492. 


Andrich stepped off the gangway and onto the dark, rich soil of the island. The lush walls of the rain forest surrounded 
him, a cacophony of colour and sound. Tu thu, his native tracker, uttered something in his unpronounceable Haesh 
tongue and pointed into the nearby green canopy. Several figures moved from left to right, masked by the vegetation. 
Andrich motioned to Sergeant Daltiss and six armsmen moved up into the forest, davin drawn. 


Andrich glanced at Tu thu. This simple dark-skinned fellow wore rough sleth-leathers and beads, and prayed 
to imaginary spirits. This same man was the best damned scout that he had ever seen. It was as if he and the 
forest were a part of each other. Remarkable, quite remarkable. 


The Ha ‘esh, always serious, always silent, looked at the Tall One. (Andrich always smiled when he heard 
that name of reverence which the Ha'esh of Treth had given him). Despite their simple ways, Andrich had 
soon realised that the honour of these people could never be questioned once it was given freely. Tu thu 
simply said, ‘I follow’ and moved swiftly after Daltiss’ men. 


Brother Della stepped ashore, clutching both Augury and his holy Hacha, and approached the explorer. 
‘So this is the cuari of Rol, home of the Godless. The great Tomahs Andrich has found his new Lathmir.’ 


Della’s sarcastic tongue had been grating Andrich since they had left Treth, but even this dour chiel could 
not dampen his spirits. 


‘This land may now belong to the Geographical Society, but the souls of it’s inhabitants are the Church's 
concern, Brother. I would have thought that you would have thanked Sandis for delivering us safely to this 
place.’ 


The ownership of the New World was a strongly contended point between Church and Society. The remark, 
was meant as a jibe, and Della knew it. He remained silent. Andrich ignored the priest and peered through 
vine and bush. Tu thu stood, communicating with Ha'esh dressed in simple robes. They used the Silent Way, 
an eerie talent which still unsettled the explorer. Sergeant Daltiss and his men stood nearby. Everyone 
looked nervous. 


Andrich climbed the wet bank and approached the Ha’esh natives. He never could read the expressions on 
their slant-cyed faces, and expected the worst, Tu thu suddenly turned, pointed to his master and wailed in 
his strange tongue. The other robed Ha’esh dropped to their knees, repeating the phrase ‘Mitani Mi (ao, 
Mitani Miao’. A thin smile spread over Andrich’s bearded face. 


‘The Tall One’. It looked like the local Ha'esh were to accept the Karro as readily as their cousins at the 
coast had done. Andrich approached the giant gei tree which loomed over the party. Drawing his davin, the 
explorer saluted his God. 


‘I name this colony Rol-Katel. May Sandis protect this colony and the New World. May we grow and 


prosper as this tree does 1’ 


Kissing the Geographical emblem embossed upon his sword, he thrust the davin deep into the thick bark of 
the ancient tree. Nightsky metal split wood and the invaders’ cheers rang out across the swarmtpland. 


Welcome to Gargentihr 


This fantasy role-playing game takes place in the imaginary world 
of Gargentihr, an alien land far removed from our own. The play- 
ers will take the role of adventuring individuals and will attempt 
to uncover the mysteries of this alien world. 


If you are familiar with the concepts of role-playing games, then 
‘Tales of Gargentihr’ should be relatively easy to pick up. If this 
type of game is new to you, then it is best to learn a bit about 
role-playing before you get swamped by rules. This section has 
been designed with you, the humble novice, in mind. 


Role-playing is a mixture of story telling, improvisation, acting 
and dice-rolling, best enjoyed in a group of between four and 
eight players. One player chooses to play as a referee and is 
known as the ‘Narrator’. The others all take the role of an ‘Ad- 
venturing Character’, or AC, and must work and interact with 
each other to solve problems and adventures prepared by the 
Narrator. As the story unfolds, the players’ actions, mixed with 
luck and the will of the Narrator, determine the outcome of events. 


This book has been designed for use by the Narrator of the game. 
This is the person who will run the adventures for the other play- 
ers, and therefore has access to rules and information that no 
other player should read. Only the Narrator is allowed to read 
every part of the book. If you are going to be a player, then ask 
the Narrator which parts you are allowed to read. 


The basic game of ‘Tales of Gargentihr’ concentrates on the 
continent of Agasha, which contains several of the dominant 
races of Gargentihr. Future supplements will deal with some of 
the other continents and their inhabitants. 


What Is Role-Playing ? 


Role-playing is really like acting, except it’s easier. The rules 
are just a framework to start you off on the right lines, but it’s 
your imagination that makes the game. The hardest things for 
new players to comprehend is that there is no board in a role- 
playing game, and that no-one really wins or loses. The only 
point to role-playing is to have fun. 


If you are new to the hobby, then you are probably totally con- 
fused already. What do you do? How do you start? How ex- 
actly do you role-play? Believe it or not, role-playing is easier 
to play than any boardgame, but it is also a thousand times 
more rewarding. It’s a social hobby of interaction, gambling, 
storytelling and imagination, with virtually no limits on what 
you can do. Every time that you play, the game changes. For as 
long as you have an imagination, role-playing offers something 
new. That's what makes Tales of Gargentihr' so special. 


Learning to play 

It takes a little time to prepare to play a role-playing game. One 
player must choose to become the Narrator and must read through 
the rules to learn the basics and get a feel for the game. You’re 
probably looking at the book and thinking, ‘I can’t learn all of 
this!’ Well, don’t worry because you don’t have to. The rule- 
book is like a dictionary; you keep it beside you during play for 
reference when you get stuck. Once you get used to playing the 
game you will find that you use the rulebook less and your im- 


ly 


| 


] 


: 


ul ee ie 


r\ 


rena 


' 
+ 


wae 


ee i ad 


co 
af 


MEE CRE eeRO REET Re 
7 


is 7 


? he 4 
-* . 


et Pa. 


~ 2 
pe ee 
x 


ec 


Rt a ots 
4 


TLL ee 


ng 


oy 
ta vis 
+) Tm a, 


aT 


2 i 
J 


fF. > 
a eR rr 
oes 


agination more. 


The other main reason for reading the book is to learn about the 
world of Gargentihr. As you read about the jagged black spires 
of Jevin, you begin to imagine what they look like. You are al- 
ready beginning to role-play as you create the image in your 
head. Now picture the gaunt figures of the Kyromancers as they 
walk through the black marble halls of Jevin. Smell the pungent 
aroma of electricity and hear the constant thrumming of the gi- 


ant steam engines deep within the shadowed laboratories of the 
Institute of Kyromancy. The Narrator will create scenes such as 
this and place the other players into them. 


The main parts to learn before you play a game are the skill 
rules and the combat rules. You can save Kyromancy until you 
have the hang of the basics. All of the other rules just add more 
detail to Gargentihr. If the Narrator doesn’t like any of them, 
then he should leave them out. Part of being a Narrator is know- 
ing what to use and what to ignore, but you can pick this up as 
you go along. 


Playing a Role 

The Narrator must take each other player aside before the game 
and have them create a character to play. Basically, this charac- 
ter is you; you assume the persona of your character whilst you 
play the game. You must think and act like your character, and 
make the decisions that you think that he would make. Your 
character has certain skills and abilities that are noted on his 
character sheet. It is these numbers which are referred to during 
play when your character attempts to use one of his skills. Skills 
allow you to fight other characters controlled by the Narrator, 
scale giant trees, move quickly through the busy streets of a 
Gevurian bazaar, and any number of other tasks. They represent 
the abilities that your character has in many different fields of 
expertise. 


Imagine that you were playing a gruff military sergeant. You 
would deal with a fellow soldier far differently than you would 
a deserter. It’s this type of thinking that is the basis of role-play- 
ing, with you making all the choices that your character has to 
make. It’s like being in a film, but with no concrete script to 
follow. You decide what the best course of action is and interact 
with the other players’ characters and any other characters con- 
trolled by the Narrator. You control your character’s destiny and 
lead him on to greater things. 


When you play regularly, the sessions join together more 
smoothly, forming a campaign. Think of a campaign as linked 
episodes of a long-running TV show. You get to know all of the 
main characters and settings, and you see the whole thing de- 
velop into an ongoing story. The campaign has a sense of conti- 
nuity which is developed through the use of recurring themes, 
characters and places. The players continue to use the same char- 
acters and see them develop, age and gain experience as the 
game continues. Trusted friends and old enemies can make sev- 
eral appearances, turning up to help the characters when they 
are in trouble or thwarting them just when victory is in sight. 


Time will pass during a campaign, and characters will grow older 
and wiser. Likewise, the people met and the places visited will 
change and develop. The characters will find that their previous 
actions will always alter other peoples perceptions. If the char- 
acters protected a Ha’esh village from ravenous monouth, then 
they may be welcomed back later in the campaign. If they have 
insulted a Khostran house Chee, then they may remain enemies 
of that House in the future. 


Role-playing games have a life of their own, growing and mutat- 
ing behind the players’ backs. The world which surrounds the 
characters is a living environment which, like the characters, will 
develop and alter during the course of the game. Large scale 
events, such as war and famine can change the campaign for 
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A Brief Note for the Narrator 

For ease of expression, all references to the players and the Nar- 
rator use the masculine pronoun. This should in no way be inter- 
preted as excluding either female players or characters; it was 
just easier to write this way. Some of the very best Clondis are 
female, battling against the draconian attitudes of the Karro on 
this subject. 


Whilst we’ re doing the disclaimers, it should be noted that ‘Tales 
of Gargentihr’ is just a game. We do not believe that any of the 
races, gods or monsters described within this game actually ex- 
ist, and neither should you. This is role-playing, and some sec- 
tions of the rules have been written from the point of view of a 
Gargentihrian native. This does not mean that we believe in the 
Church of Sandis, or any other religion or cult described within. 


good. The campaign game is like a good series of novels; it con- 
tinuously builds on what has gone before, whilst still adding new 
twists to the story. 


Playing The Game 

The Narrator gathers all of the players together to play a session 
of the game, which can last anywhere between two and six hours 
(sometimes longer if you’ re totally insane). This is a social hobby 
and you play around a table, with the Narrator seated at one end. 
He starts play by setting the scene and the rest of the players then 
decide what they are going to do. 


Sometimes the players’ choices are easy to make (If, for exam- 
ple, someone is shooting at you, you dive for cover) but role- 
playing is often more complex than that. What would you do if a 
dubious-looking fellow came up to you and offered you the chance 
to make a quick buck? Your character might be interested and 
would listen to his offer, he might be offended and walk away, 
he might even start shouting for the cops! The point is that in 
role-playing the decisions are all yours. 


What the Narrator does 


The Narrator is the referee, the film director, and the storyteller 
all rolled into one. He must set the scene, tell the story and act 
the parts of every other person met. He must also ensure that the 
players abide by the rules of the game, whilst remaining impar- 
tial at all times. Sounds like a lot of work doesn’t it ? Being the 
Narrator is the hardest job in role-playing, but it’s also the most 
rewarding. You get to know everything that goes on, you tell the 
story and you control the game. The players only have one role 
whilst you have as many as you want. 


The Narrator sets the scene. He describes the surroundings and 
puts a voice to all other characters met by the players. He is the 
wise old professor that they meet in the university, he is the young 
street urchin that steals from one of the players, and he is the 
gang of thugs that they fight at the docks. Only the Narrator knows 
what’s really going on. The players must figure it out, by listen- 
ing to the story and interacting with the characters played by the 
Narrator. 


The Narrator also provides the players with a task, or series of 
tasks, called a scenario. This is the plot of the adventure and the 
reason behind that session’s play. Why do the players lurk in the 


soot-blackened halls of the Institute of Kyromancy? Perhaps they 
are there to steal a valuable gem from a powerful K yromancer. 
Maybe they are to meet a fellow Clondis within the Institute. 
Once the Narrator has provided the players with the task it is up 
to them to complete it. He provides the setting, the mission and 
the details. They must now decide what they are to do next. 


We have tried to give you as many ideas for scenarios as we 
could throughout the rulebook, and a starting scenario has been 
included to help you to run your first game. We will be publish- 
ing further scenarios in the future which will add further back- 
ground and adventure to your campaign. 


What The Players Do 


The players listen to the Narrator’s tale, and must decide what 
they are going to do. This is where role-playing greatly differs 
from most games because there is no board to move around. 
The players can do what they please; it is up to the Narrator to 
keep them in line with his story. 


The players work as a team, but they are not in opposition with 
the Narrator (actors don’t generally compete with their director). 
The Narrator is there to guide the players and turn their deci- 
sions into part of the on-going story. 


The Continuing Story 

The game continues in this way. All of the scenes take place in 
the imaginations of the players and the Narrator. It’s like reading 
a book rather than watching a film. You imagine the drama and 
action in your head. The only real difference is that you decide 
everything that your character does. 


The Narrator can use maps, pictures and props to harness the 
player’s imaginations and to ensure that everyone is on the same 
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wavelength. He is like the playwright detailing the scenery in an 
act. If everyone pictures the-same scenery, then everyone can 
interact in each others imaginations. 


The game can last for as long as the players remain interested. At 
first you will play small scenarios which are like the half-hour 
episodes of your favourite TV series. The same characters are in 
it every week, but the story changes. Eventually the story be- 
comes more solid as you learn more of the world and more about 
the characters. You move on to adventures which are like films; 
more involving, more exciting, more epic. 


Eventually the game becomes more than this. Intricate sub-plots, 
cameo appearances, deep and subtle themes, dramatic flashbacks, 
love and death all become part of the ongoing campaign. Your 
once a week meetings really do transport you to a land more real 
than any found in book or film. Try getting that from a game of 
Monopoly! 


The Basics of Playing. 
One of the most difficult concepts to grasp is the idea that there 
are no winners or losers in role-playing. The purpose of the game 
is to enjoy yourself by interacting with the other players. As a 
Narrator, you are in charge of the game, and must teach the other 
players about Gargentihr. This is a social hobby rather than a 
competition, and every player must work together to complete 
the adventure that has been designed by you. 


The job of the Narrator is to provide the players with tasks and 

to play the parts of all other people met during the adventure 
(The Narrator’s Characters, or NCs). These people will include 
both friends and enemies of the players, and each must be re- 
garded as a separate entity. Role-playing is like acting out a film, 
with the players reacting to information provided by the Narra- 
tor. You have to set the scenes for the adventures, and must guide 
the players through your stories. 


The Basics of the Role 


Each player must generate an Adventuring Character (AC) to 
play in the game. This AC should be thought of as the incarna- 
tion of the player on Gargentihr and he will have a personality 
all of his own. Every time the player plays the game, he should 
assume the role of his AC and react to the other players in the 
guise of this individual. Obviously role-playing is not meant to 
be a course in method acting, but a lot of fun can be had trying to 
play a completely different personality to your own. The Narra- 
tor must act out the roles of all characters and individuals met by 
the players, from solitary figures to angry mobs. A later section 
of the rules has been designed to help you with this task. 


This rulebook contains all the rules you need to run a continuing 
campaign of adventures. Large sections of the rules have been 
devoted to background, as we feel that this type of information is 
much more useful than pages and pages of combat rules. Once 
you are familiar with the rules of combat and skill rolls, you 
should not need to refer to the game mechanics during play. This 
speeds up the game and should hopefully keep things moving. 


Role-playing Equipment 
As you will have gathered by now there is no board in role-play- 
ing games. All the action takes place in the imagination of the 
players, with the Narrator describing what is happening and where 
it is happening. There are, however, certain items that are still 
required to play ‘Tales of Gargentihr’ as well as items that might 
prove useful. You will need - 


op A copy of this game. This gives you all the rules and 
background needed to play. The book may seem daunt- 
ing to read at first, but bear in mind that its main use is as 
a reference guide during play 


$ Dice. Certain dice are used to play “Tales of Gargentihr’. 
If you have played a role-playing game before you will 
probably already be familiar with the types of dice used 
in this game. If you have not, then a small explanation is 
needed. 


D6 - Everyone is familiar with the standard six sided die 
used by most board games and these are used to a small 
extent in this game. 


D10 - These look very different to normal dice but they 
are read in the same way. When the die has been thrown, 
read the uppermost face and ignore all of the others. Un- 
like most games using D10, however, read 0 as a zero 
and not as a 10. This will give a number between 0 and 9. 


D20 - Reading the topmost face of these dice will give a 
number between | and 20. 


There is also a certain terminology used by role-playing 
games when talking about dice. To describe a die with a 
certain number of sides the letter ‘D’ is used, followed 
by the number of faces the die has. (E.G. D6 means a six 
sided die, and D20 means a twenty sided die.) If this is 


This is an example box. 


These will appear throughout the book 
to aid the readers understanding of 
the rules. 


The adventures of Palmer, Tymon, 
Karrath and Ganna appear within 
these boxes to illustrate how the rules 

work during game play. | 
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preceded by another number such as 2D20, then this 
number shows the number of dice to throw. (E.G. throw 
two twenty sided dice and add the two numbers together.) 


p Pencils and paper. These are handy to have for players 
to write notes to the Narrator if they don’t want the other 
players to know what they are doing. This saves the Nar- 
rator taking the player out the room and holding up the 
game. They will also prove useful for the players to keep 
maps and notes on, and for the Narrator to draw quick 
maps for the players. 


sf: Models and scale paper. Many players find that by us- 
ing lead models and scenery to depict the action it helps 
them to better picture what is happening. Although “Tales 
of Gargentihr’ models are not yet available, many suit- 
able models could easily be found in any good games 
shop. Models are completely optional but they can help 
show the scene to the players, and they can cut down on 
arguments. If a player places his model to show where he 
is in a room it will be difficult for him to argue about his 
position later. (‘No! I said Palmer was 2 yards LEFT of 
the door!”’) 


The Concepts of Gargentihr 


Gargentihr is a different land from the Earth, but it shares many 
similarities with our own planet. The size, climatic extremities, 
atmosphere, and gravitational fields of Gargentihr are all similar 
to those found on the Earth, and there are 24 hours in the day, but 
eight days in the week. There are, however, many major differ- 
ences between the two, and the main examples of these are de- 
scribed below. 


Sa and the Planet 


An energy force known as ‘Sa’ surrounds Gargentihr, and is drawn 
in and absorbed by the planet, which is constantly growing from 
this influx of energy. The outer shell of Gargentihr is a thick, 
ancient rock-like crust of Sa that is under terrible strain from the 
energy within. Much of the energy is released into the atmos- 
phere via the giant volcanoes and whirlpools that are common 
across the planet surface. The multi-coloured Sa-winds carry the 
energy across the planet surface, touching every part of Gargen- 
tihr. 


The Sa build-up in the atmosphere is released into one of Gar- 
gentihr’s two moons at half-year (16 week) intervals, when they 
are at their closest orbit to the planet. The resulting discharge is 
accompanied by powerful energy storms and violent multicol- 
oured flashes of Sa. These Sa-storms are described in more de- 
tail in the Kyromancy and Digest chapters. 


The race known as the Myrdall were created long ago to help 
protect and maintain this delicate balance of nature. The ancient 
Myr have constructed a series of energy lines to channel the Sa 
evenly across the planet’s continents, and prevent the powerful 
eruptions that can damage the world and it’s inhabitants. The 
Ha’ esh have learnt to read these lines of Sa, and call them Dream- 
paths. They are tied to every aspect of Ha’esh religion and leg- 
end, and are further discussed in the chapter on Belief. The 
Dreampaths are also the lines that act as the barrier between 
Gargentihr and it’s inverted twin world known as the Darklands. 


The Darklands are a mystical place that exists invisibly along- 
side the world of Gargentihr. It is a symbiotic world that both 
produces and receives all of the Sa-energy found on Gargentihr. 
When a mortal dies on Gargentihr the Sa stored within his body 
passes through to this other world, where it is absorbed into the 
River of Souls. These two lands occasionally meet in places where 
the Dreampaths are weak, and reality is warped. 


The Darklands are the source of many terrible legends and tales 
of powerful beings that exist on Gargentihr. This fantastic loca- 
tion is also known as the Non-place, or the Otherworld. It is 
described in more detail in the Belief chapter. 


The Seas of Gargentihr 


The oceans of Gargentihr are not the salt-water seas of the Earth. 
The entire world is covered in a floating ocean of silt; a thick, 
quicksand-like substance that holds many strange life-forms rarely 
seen by the inhabitants of the land. Travel by silt is possible, in 
strange ships and boats developed to glide over the water-mud. 
In the small area between two nearby continents, the silt becomes 
compressed, and may be walked upon temporarily. Such bridges 
between the landmasses are rare. The seas of silt are described in 
more detail in the Digest chapter. 


The Continents of Gargentihr 

The land masses of Gargentihr are giant floating islands which 
freely drift across this liquid bed of silt. Often, the continents are 
over a mile deep, with the strange caverns of the Myrdall pass- 
ing through the rock. These huge floating masses travel roughly 
5 miles every year, and occasionally pass near enough to one 
another to allow the various cultures of the world to interact. 
The silt between the continents acts as a buffer that slows the 
continents down and gently repels the two masses as they ap- 
proach each other. The continents never approach closer than 50 
miles at which point the silt is compressed to the point of solidi- 
fication. The inhabitants of both land masses can freely cross 
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this solid silt bridge for several seasons before the continents are 
once more pushed apart. 


The inland continental lakes and rivers are similar to those found 
on the Earth, and flow down to the seas of silt. The river estuar- 
ies are strange places where water flows into silt, causing unu- 
sual, gnarled crystalline structures. The mist-shrouded bays of 
Gevuria contain many clusters of this bizarre coral. The crystal- 
mine stations of the Karro have been built to collect this strange 
energy-mineral. 


Gargentihr has a remarkably adaptive and hostile environment. 
Most specimens of native flora and fauna are far hardier than 
their Earth equivalents, for they must learn to adapt to their ever- 
changing climate. The wilds of Gargentihr are filled with the 
colourful, the exotic and the deadly. Only the bravest and most 
fool-hardy dare to explore the unseen corners of Agasha, for death 
lurks around every corner. 


The two polar silt-icecaps are the only two stationary bodies on 
the seas. Lesser fragments of continental shelving, known as rock 
ships also drift silently across the oceans of silt, and are small 
enough to occasionally reach the shorelines of the larger conti- 
nents. Many rockships are still large enough to carry their own 
ecosystem, with the largest being over 100 miles in length. 


Only the Chinte’ F’har and the Windtraders have mastered the 
art of navigating across the silt oceans, thus long-term contact 
between continents is extremely limited. 


Agasha 


Agasha is one of the smallest floating continents found on the 
silt-oceans of Gargentihr. The High Navigators of the Chinte’ 
F’har believe that the continent is 1500 miles long and over 1100 
miles wide. The many natural bays found around the coast allow 
much coastal trade, but few vessels dare to try long distance travel 
across the seas of silt. Agasha is currently drifting north-east- 
wards and is moving towards an undiscovered new continent. 


Three Humans of Agasha; Ha’‘esh, Jouk 
and Roquan. 


 & 
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World History 


All of the details of Gargentihr’s past have been written from the 
view of the natives. The old ways, and the mysterious race known 
as the Ancients, are now just fading legends and still open to 
much speculation by scholars. The power of the Ancients still 
reaches through the centuries to effect the current inhabitants of 
Gargentihr. 
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Gargentihr is still young and all the races are beginning to de- 
velop technology and sciences that have never been encountered 
before. At the time of our tales, several races are at the verge of 
leaving the old ways of magic and nature behind and embarking 
on an exploration of new disciplines. It is a time of great learn- 
ing and discovery but also a time of loss; the magical ways of the 
race known as the Ancients are dying out and only the more 
remote peoples of the world have access to this near-forgotten 
knowledge. 


The Inhabitants of Gargentihr 


Man is not alone on Gargentihr. There are several intelligent spe- 
cies on the planet, including the different human races. The Mor- 
tal Races chapter describes the inhabitants of Agasha, the conti- 
nent on which the basic game concentrates. For simplicity, we 
have described the two main human races of the basic game be- 
low :- 


The Karro are the protagonists in the basic game. They are a 
young and dynamic people, dedicated to the advancement of their 
race. They have recently arrived on Agasha and have claimed 
the southern realm of Gevuria as their own. The Karro continue 
to explore the ‘New World’ of Agasha, and take their cultural 
beliefs deep into the dangerous swampland that surrounds them. 


The Ha’esh (Hy-essh) are the natives of Agasha. They are a 
splintered and passive race who have been oppressed by the more 
aggressive peoples of Agasha. The Ha’esh are currently torn be- 
tween the old traditions of their ancestors, and the new ways of 
the Karro. The town Ha’esh are those that have been engulfed by 
the culture of these invaders, whilst the swamp Ha’esh remain 
true to nature and the old ways, and are feared by the Karro in- 
vaders because of this. 


The Elements of the Game 


‘Tales of Gargentihr’ revolves around the different conflicts of 
the Karro and the Ha’esh. The key elements that make up this 
game are described briefly below. It is the mixture of these con- 
flicts that will give the campaign its flavour. 


Ha 'esh and Karro 


The Karro are invaders from the continent of Lathmir that has 
now drifted far from sight. The Karro coastal towns of Gevuria 
are bustling trade ports, but the deep swamps of the realm re- 
main unexplored and mysterious. The Karro continue to expand 
their control of the New World and travel deep into the swamp- 
land to take the word of Sandis to the godless. 


The few Ha’esh of the Gevurian towns and plantations have lost 
many of their ties to the old traditions of their culture. They have 
lived under Karro rule for almost 100 years and have embraced 
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this new civilisation. The town Ha’esh are still regarded as back- 
ward second class citizens by most Karro and must constantly 
fight against prejudice. The towns of Gevuria have segregated 
sections called “Gei-slums’ where the town Ha’esh clans live in 
poverty. These Ha’esh clans retain their ties to their ancestral 
traditions but have lost much of their contact with the swamp 
clans and the Kyashi. 


The Karro, and some of the other mortal races, have turned their 
back on the old ways of the Ancients, and wield the new powers 
of technology and science, despite the Church’s disapproval of 
such things. Agasha is in the midst of a renaissance period the 
likes of which has never before been witnessed on Gargentihr. 
Technology is advancing at a great rate, with the Karro riding 
the crest of the innovative wave. 


The Church of Sanctology sits in a precarious position between 
technology and their god, Sandis. Whilst they disapprove of the 
casual use of ‘soul destroying’ science, their own Witch-hunters 
use both Sa and technology to carry out their holy purges. 


The Kyromancers attempt to merge the natural powers of Sa with 
the new skills of technology. They are the only group known to 
practise this strange mixture of the dark arts and they are re- 
nowned and feared across Agasha. 


Religion 

The Church of Sanctology ruled with absolute power on the Karro 
home continent of Lathmir. This control over the Karro has slowly 
diminished as the ties with Lathmir were severed, and the new 
Societies were introduced. Now the balance of power lies in fa- 
vour of these Societies, with the Geographical Society standing 
head to head with the Church. The Karro are torn between their 
new republic and their god. 


The Ha’esh of the Karro towns have been fully indoctrinated 
into Karro civilisation and rarely venture into the deep swamps. 
The Church of Sanctology has converted many of the town Ha’esh 
to Sandis. These Ha’esh see Him as the Great Kyashi who rules 
over all others. They still believe in the other Kyashi but can no 
longer summon or communicate with these creatures. Town 
Ha’esh religion is ancient ritual mixed with the more sombre 
modern services of the Church of Sanctology. 


The wild Ha’esh clans of the swamplands still worship the vast 
pantheon of Kyashi and can call on the powers of these creatures 
of the Darklands. In some remote plantations and within the Gei- 
slums of the swamptowns some town Ha’esh are returning to the 
old Ways and can use the powers of the Ancients once again... 


Good and Evil 


The forces of the Darklands are always lurking on the outside of 
reality, looking for ways to exert their power in the other world. 
Many of the creatures of the Non-place are not evil, as such, but 
they have very alien motivations from the mortals of Gargentihr 
and could be perceived as a great threat. Some, such as the kull, 
thirst for the souls of the living and will attempt to break through 
to Gargentihr to steal fresh Sa. 


The Clondis 


The Clondis of Agasha are a legendary organisation which strives 
to help the poor, the innocent and those in need. This network 
has infiltrated most of Agashan society and their Clon-halls can 
be found almost anywhere. The Clondis remain hidden amongst 
the shadows of society, pulling unseen strings. Their anonymity 
is their shield, allowing them to act outside of the law when the 
cause is just. They answer only to their own strict code and fear 
no others. 


The ACs begin the game as members of this honourable organi- 
sation. Theirs is a station above that of mere adventurers and 
hired swords. The players must rise through the ranks of this 
hidden society, so that they may help to shape the future of Gar- 
gentihr. The Clondis are separated into smaller regional organi- 
sations called Clon-Halls. It is up to the players to champion, 
and to bring honour and prestige to their own Clon-Hall as they 
strive to change the world. 


Tymon Harral, FINS. Explorer and Clondis. 
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Kai and Honour 


Each character will have separate aims and goals, depending on 
his background. There is one achievement that all ACs should 
seek; the improvement of their self esteem and personal worth. 
‘Tales of Gargentihr’ is a game about the quest to become a hero. 
Every player should strive to act heroically in their attempt to 
gain honour within the Clondis, for this is the main object of the 
game. In ‘Tales of Gargentihr’, the collection of Honour Points 
(HPs) is far more important than amassing great personal wealth. 


Discovery 

The basic game revolves around life within the more civilised 
areas of Gevuria. The characters all come from a populated area 
and have had little contact with the dangerous wilds of Agasha. 
As they strive to make a name for themselves the players will 


have the chance to encounter the other cultures and realms of the 
land. 


‘Tales of Gargentihr’ explores the clashing of two human cul- 
tures, the political intrigue of the new realm of Gevuria, the en- 
countering of other races found on Agasha, and the conflict be- 
tween the new and the ancient. It is a time of exploration, but 
also of change. The Clondis are thrown into the midst of these 
struggles, and may perhaps themselves add to the tales of Gar- 
gentihr. 


The Land of Agasha 


The continent of Agasha is one of the smallest floating conti- 
nents found on the silt-oceans of Gargentihr. The many natural 
bays allow for coastal sea trade, but few vessels dare to try long 
distance travel across the seas of silt. 


Agasha’s current climate is sub-tropical with severe storm sea- 
sons. The mountain valleys are cool and dry places, ravaged by 
the mighty Sa-winds that carry Agasha eastwards over the silt 
oceans. 


Gevuria 

Gevuria is situated to the south of the continent around the Bay 
of Mists. The capital is the great city of Treth, on the East coast 
of the bay. From here the mighty Societies of the Karro rule their 
surrounding lands. This realm is home to the Karro, who arrived 
ninety years ago, and also home to the native Ha’esh, many of 
whom remain hidden deep amongst the uncharted swampland of 
the realm. 


Much of Gevuria is unexplored and there are many Ha’esh tribes 
deep within the swamplands who still follow the rituals and ways 
of the Ancients. The Karro empire lost contact with many outly- 
ing Church missions, plantations and worm-farms when the Blood 
Scourge struck in the 1530s. It is only now that explorers are 
reaching the areas that were cut off at this time. Many ruins of 
old Karro settlements still lie silent amongst the thick green vines 
of the swamp. 


The western swamps are filled with Je’ Khan hunting parties, 
Khostran siltreavers from Joss, Therrazha guerrillas and the 
myriad hostile forms of flora and fauna that lurk under the green 
canopy. Heavy Sa-storms and poisonous thick swamp mist add 


to the perils of swamp travel. Crumbling ruins, plague-ridden 
plantations, Kyashi shrines with their ichhan followers, and the 
Ha’esh clans that still use the powers of Belief Magick all offer 
possibilities for adventure and danger. 


A network of rough gravel roads spans the southern swamplands 
that join the main cuari villages of the Ha’esh to.the sprawling 
stone mass of the Karro swamptowns. Each of the eight Prov- 
inces has many separate laws and customs that can complicate 
matters for the players. The swamptowns of Gevuria are all de- 
scribed in the Travel Path. All players start as Karro (or perhaps 
Ha’esh brought up under Karro rule). The players will have heard 
the rumours of the ancient Ha’esh clans living within the swamps 
but will have never met these people. 


Gevuria is a growing empire ruled by a race of explorers, inno- 
vators and scientists. The land close to the coastline and sur- 
rounding the swamptowns has been cultivated and tamed, but 
the majority of Gevuria remains deep, dark and mysterious. Travel 
across land is slow and dangerous, with water and silt travel of- 
fering the main transportation routes. 


The Karro continue to change the land around their home, and 
meddle in the affairs of every other realm on Agasha. They have 
already successfully integrated a few of the Ha’esh clans into 
their culture and continue to expand northwards. The nations of 
the Khostra and Je’ Khan are more worried about their restless 
Karro neighbour than they let on, but political bickering keeps 
both these realms from acting offensively. Gevurian life, politics 
and outlook are described throughout the rules and form the ba- 
sis for the game. 


Agashan Geography 
Gevuria is the home realm of the ACs, but it is only one of the 
countries that make up the continent of Agasha. The map on the 


previous page shows the eight separate realms of the land and 
also some of the more important geographical features. 


Mountain Ranges 


There are four main mountain ranges on Agasha. 


The Ti-Hond Fire Ridge is an active volcanic mass of dark red 
rock and sulphurous gas. Rivers of lava slide down into ancient 
Myr caverns and isolate the ridge from the surrounding lands of 
Ghent. Only the huge Archstone Bridge crosses the deep lava 
gorge and allows access by foot. 


The Diamondhead Mountains run from the north to the south of 
Agasha and is the oldest mountain range on the continent. The 
upper slopes of the taller mountains are sprinkled with diamond 
dust in the colder seasons and the entire range is riddled with 
Myr passages that were created before time began. 


The Black Ash Mountains split the western lands of Agasha. 
This range may not reach the heights of the others but is the area 
with the most volcanic activity. The Black Ash mountains pro- 
duce a dark choking soot that blows down the eastern slopes and 
into Khos-Tavar. This ash has formed black dunes on the eastern 
slopes and valleys of the range. The ash sticks to everything and 
all who travel through the area emerge with a black powder coat- 
ing. 


The Skycutter Mountains cross the north-western corner of Aga- 
sha. These are the highest mountains to be found on Agasha and 
their peaks pass through the low lying clouds of the area. The 
slopes of the Skycutter Mountains are steep and lush around the 
base but become increasingly barren and rocky as you approach 
the peaks. The upper slopes that constantly lie surrounded by 
cloud are covered in diamond dust throughout the year and the 
air is thin and freezing. Fantastic crystal dust formations lie in 
hidden caverns across this range. 


Swamplands 


There are two main areas of swampland on Agasha; one in south- 
ern Gevuria and one in eastern Khos-Tavar. The swamps of Gar- 
gentihr are strange places where water meets silt and the result- 
ing reaction produces valuable coral formations and a thick, dan- 
gerous fog. All swampland holds many hidden dangers awaiting 
to snare the unwary. 


Forests 

Agashan forests are mostly dark, dense and lush places filled 
with a multitude of strange flora and fauna. The forests near the 
wet swamplands are jungle-like with many twisting vines and 
giant gei-trees. The inland forests are ancient places filled with a 
wide mixture of giant pines and gnarled deciduous trees. A thick 
moss is common underfoot and the air is often dense with pollen 
far heavier than that which is found on Earth. 
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Ja’'Hall 

The lofty peaks of the Diamondhead Mountains lie to the 
west of the swamps. The green valleys of Ja’ Hall on the west- 
ern slopes are home to the wondrous herds of horses raised 
by the Je’ Khan in their breeding pits. The plains are amongst 
the most beautiful areas of Agasha but the Je’ Khan value 
their privacy and outsiders are unwelcome in this fair land. 


Every Je’Khan sister-clan is territorial, warlike and proud. 
Border disputes are common in this land, as each clan strives 
to rule the entire nation. The Je’ Khan are suspicious of stran- 
gers and will kill suspected spies on sight. The sister-clans 
travel with their horse herds during Raintime and Gathering, 
and return to their kamarru after Adrach. 


Ja’ Hall is a land of lush highland valleys and pine forests. It 
slopes down to the rocky western coast of Agasha across wide 
fertile plains. The western Diamondhead range remains cov- 
ered in diamond dust for most of the year. The great spired 
city of Gho’ja-Keehan is the disputed capital of Ja’ Hall. It is 
owned by the Ko-han sister-clan and trades freely with the 
Roquan of Ghent. 


Adventuring in Ja’'Hall 

Ja’ Hall is a lush, rolling hilly land of beauty and danger, with 
cool rivers meandering down to the rocky coastline. The cir- 
cular domed settlements of the Je’ Khan are scattered across 
the land, and the wild herds of horses sweep majestically 
across the plains. Travelling Je’ Khan bands stay in arched 
wigwams and live off the land. 


Ghent 


The north-west of Agasha is a remote land of heavy Sa-storms 
and strong winds. The eastern land has suffered from the Jouk 
Sa-wars of the 1300s, and the later Je’ Khan horse raids. The 
Sarra Lon are the mighty cities of Ghent which have held 
against all invasions and now house the Roquan rulers of the 
realm, but the land around them is dying. The mist-laden 
moors of the east are blackened and dead, and the villages 
are cold and silent. Every Dreampath in Ghent has been weak- 
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ened by the huge Sa-storms and Jouk Mage-wars, and many 
warpholes can be found in this realm. The roads of Ghent are 
dangerous places, with Je’Khan raiders, mercenaries, and 
Darkland creatures prowling in the night. 


The western forests of Ghent are deep and forbidding places 
filled with many unusual and rare herbs. Ja’ Hansh jutes have 
been known to make the long and dangerous pilgrimage to 
this area for the rich maggot breeding-grounds found within. 
The Cyatim freely wander in this forest and trick unsuspect- 
ing mortals into aiding their dark plans. 


The constant smoke screen of the Ti-Hond Fire Ridge can be 
seen from as far as western Tellah and is home to both an- 
cient Myrdall and the Ryamis wing-kin. This land is rocky 
and barren, filled with ancient caverns, and high smoking 
stacks of deep red rock. 


Adventuring in Ghent 

Ghent has a dark and forbidding feel to it, and is filled with 
legends of horror. The local Roquan and Ha’esh of the vil- 
lages are quiet and superstitious folk who fear the night and 
strangers. The shutters are drawn at night as the mist rolls in 
over the moors, and the night-kin roam the land. The three 
mighty Ghent cities are each carved into the sides of impos- 
sibly huge boulders, and offer sanctuary in a forebiding land. 


The western forests are deep and menacing, filled with eerie 
screams and haunted ruins. The moors are fire blackened and 
dead, and the Sa-storms are strong and dangerous. The ruins 
of the Mage-city of Kal-Ragan remain untouched under a 
strong Sa-field. No-one knows what strange powers lurk 


within such a place although many adventurers have trav- 
elled there and never returned. 


Tellah 


Tellah lies to the east of Ghent, across the Red Coast. This realm 
is known as the ‘land of salt’ due to the huge salt flats found to 
the north of the Diamondhead Mountains. Tellah is the home of 
the Jouk, who stay in their ranches and cities scattered across the 
north. The capital is Isha-Kabar. This city is built around a huge 
mesa which houses the Jouk’s living goddess, Isha. The canals 
of Tellah stretch north across the salt-flats and reach the coastal 
towns. 


The salt-flats cover the central plains of Tellah, and appear to be 
made of a Sa residue. Only the gressh can survive unaided out in 
this desolate area, and are herded by the ranchers known as Ho- 
keyrn, who ride horses bought from Ja’ Hall. Giant mesas of salt 
cover the barren land, and house the dangerous wild gressh. The 
Flats are 10' high, and have a network of land canals running 
across them. These natural channels occur when gressh eat their 
way through the high salt plains. 


The Jouk are mostly an oppressed people controlled by the state 
religion. All Sherraq, Kyromancers and other Formweavers have 
been banned, and all users of Sa are immediately executed. The 
Jouk are utterly terrified of all forms of Sa-manipulation, and 
will religiously hunt down users of Formweaving and Belief 
Magick. Like Gevuria, the Tellahns have integrated many local 
Ha’esh clans into their culture. 


Adventuring in Tellah 


Tellah is a frontier land of wide-open plains and dry salt-flats. 
The domed gressh ranches of the Jouk are the only settlements 
deep in this vast, dry desert, but there are rumours of Ha’esh 
clans living deep within the rocks of the salt-flats. A 10' high 
white salt-crust maze spans the plains, with sharp white mesas 
cutting the sky. Long, narrow water canals cross the land carry- 
ing cargo and traders to the silt coast. 


The Jouk towns are small clustered domes joined by long stone 
passages often spanning several miles in length. The sprawling 
mass of Isha-Kabar radiates out twenty miles from the central 
mesa, and is a den of intrigue and trade. 
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The walled valley of Halla was once the pride of the north and a 
part of the Tellahn empire. The upper valley walls still stand on 
both sides of the River Halla and are 30 feet high with a main 
trading road running between the guard towers which are situ- 
ated every ten miles. Thirty miles down from the T’ Halla min- 
ing town and trading centre, the great walls begin to crumble 
into disrepair; a reminder of the terrible Blood Scourge that hit 
the valley and wiped out almost all the Jouk of the area. 


Thick, dense ivy forests cling to the ruins of the wall along this 
area and spread out into the deep forests of the land. This land is 
now a wild place, and houses many brigands, outcasts, thieves 
and creatures of the Darklands. Further down the west bank, a 
large Brood community has built its home in the ruins of a for- 
gotten Jouk town. 


T’ Halla is a wealthy trading centre which ships much of its mined 
copper and Myr metals down the river to the coast. This journey 
is a dangerous one, but worthwhile for the braver merchants who 
risk the river. The Jouk who rule T’ Halla were sickened at hav- 
ing to pay extortionate taxes to Isha-Kabar and have used the 
Blood Scourge as an excuse to rebel against Isha. Tellah does 
not have the resources to attempt a frontal assault on the walls of 
T’ Halla, and has finally lost control of this valuable mining town. 


Adventuring in Halla 

Halla is a war-torn area filled with mercenaries and soldiers for 
hire from every realm. The band known as the Revelstone Reavers 
proudly holds T’ Halla from the Jouk of the north. Entry to the 
town is not easy, but the wealth of metal within makes it worth- 
while. Traders always require protection when sailing down the 


Halla, and are known to pay their guards well. 


The lower valley is one of the wildest and most dangerous areas 
of Agasha. Imagine the scene of a cornboat chugging down the 
river through the ruins of a once huge city, now covered in a 
blanket of ivy. Dark figures move through shadows on both sides 
of the bank, and the Shevin know that it is only a matter of time 
before the brood’s attack begins... 


Vhastor 


The wild and desolate area known as Vhastor is situated in the 
centre of Agasha. These plains often witness huge Sa-storms and 
flow with many strong Sa-winds. Vhastor is a realm of unsettled 
weather and is criss-crossed with unknown Dreampaths. The 
Ha’esh clans of the area have remained true to the ways of the 
Ancients and have many ties to the land. They can use all forms 
of Belief Magick, and have a far more primitive culture than 
those found elsewhere. Their blue tattooed symbols hold much 
power, and are painted onto rocks across the realm. These stones 
hold their own powers which may be triggered by unsuspecting 
travellers. 


Strange creatures riddled with Sa-mutations have been sighted 
by merchants brave enough to traverse this barren land. The hills 
and valleys to the sides of these desert plains are scattered with 
strange Myr rock formations, silent, mossy ruins and tattooed 
Ha’esh wildmen. 


Adventuring in Vhastor 


This is the only realm on Agasha that does not have a ruling 
body of some form. The three main possibilities for adventure 
are the Rockflows, the ancient town of Myrador, and the arrival 
of the Thar-Hei in the area. All of these are covered elsewhere in 
the rules. 
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Yaskal 


In the north-east of Agasha lies the mountainous realm of Yaskal. 
This rugged land contains many inland seas, channels and is- 
lands that are home to the Chinte’ F’har. These traders can be 
found in the open island cities around Trassha Bay and their set- 
tlements are amongst the most cosmopolitan in all Agasha, with 
representatives from almost every race found there. 


Sea Chinte’ ports are a collection of vine-covered tiered coro, 
bridges and canals. The markets and bazaars are always brim- 
ming with goods from across the silt seas, as only the Chinte’ 
can cross to other continents. The giant sarakern often frequent 
the Windbays of Yaskal, and the Windtraders are more commonly 
found here than in any other realm. 


The coast of Trassha Bay is a breathtaking collection of high 
cliffs, fjords, sea stacks, rock-ships and areas of thick silt-crust 
which hold many coral gems. The narrow sea channels sided 
with huge mountains give these waters a claustrophobic air and 
are haunted by siltreavers from Jagan and Joss. 


The high mountain valleys of Yaskal are covered in dense forest 
and jungle, with many tiered paddy fields on the lower slopes. 
The High Chinte’ fortresses of the area hold the decadent rulers 
of Yaskal and the diamond-forges of the glass makers. They jeal- 
ously guard the secrets of their glass with beam-rods and high 
walls, and will never let any non-Chinte’ into the Family for- 
tresses. 


The upper peaks are covered with diamond-dust, and suffer from 
severe Sa-storms. This land holds few inhabitants and remains 
freezing for the whole year around. Diamond dust storms blind 
all who are caught in them, shattering even Chinte’ masks. The 
crystal caverns of these remote mountains hold many hidden An- 
cient cities, and are riddled with weak Dreampaths. 


Adventuring in Yaskal 

Yaskal is a wondrous land of deep channels of silt and jutting 
mountains which scrape the skies. The lowest valleys are thick, 
lush jungle and the islands used as Chinte’ ports are covered in 
vines and rock. Yaskal is the ideal setting for a siltreaver cam- 
paign, with thousands of islands, rock-ships, hidden coves, and 
jutting cliffs. Coral gems, ruins and sunken cutters all hold the 
promise of adventure. 


Exploration through the deep jungle slopes will lead the ACs to 
the lair of the High Chinte’, where they may discover the secrets 
of diamond-glass, Chinte’ customs, and the frozen peaks of the 
Skycutter Mountains. This area holds many Ancient secrets, un- 
known even to the Ja’Hansh of Ne’ Hal. 


Khos-Tavar 


Khos-Tavar is the realm of the Khostra. The dark grey plains of 
ash sweep down to the east of the volatile Black Ash Mountains 
and cover the land with a dull cloak of infertile soil all the way to 
the Halla bay. Across the rest of the plains lie the great Patharr of 
Khostran nobility and the harvesting collectives of their poor 
underlings. The vast living jungles of the mysterious Sha-shen 
cover the eastern coast and continually spread west, kept in check 
only by the chemicals brewed by Khostran Poison Lords. 


Khos-Tavar is a difficult land to travel across, for the Khostra 
are a paranoid and suspicious race. The players should have much 
persuading to do if they choose to cross the Plains of Ash. Those 
that travel without an omen-sha will have a great many prob- 
lems. The Khostra of the collectives are far less dangerous, but 
are very suspicious of outsiders, fearing that they might be spies 
for the local lord. 


The Ja’ Hansh City of Knowledge, Ne’ Hal, is situated in the cen- 
tral plains of Khos-Tavar, and the Khostra welcome this race 
freely within their borders. This magnificent city houses the best 
libraries and schools on Agasha, and remains under the protec- 
tion of every Khostran lord. 


The Sharheel forest is the most unexplored area of Agasha, and 
the Sha-shen should be used as a mysterious and alien race, little 
seen by the other races. The lure of gems, herbs, and the Khos- 
tran ruins of Gee’Tha should make for interesting encounters 
with the Sha-shen. 


Adventuring in Khos-Tavar 

The Khostra are a cunning, devious race. Their taboo on carry- 
ing weapons openly, and their sly political and social backstabbing 
make Khos-Tavar the perfect location for the ACs to be sent as 
emissaries for Gevuria. Inter-House politics are filled with com- 
plex rituals and may prove deadly. Quests to Ne’Hal and the 
Sharheel forest are other good hooks for adventures in this realm. 
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Ja'Hall & West Gevuria 


Antrossa The small fishing port run by the Vyarr 
Sister-clan of the Je’ Khan in the Bay of Gold. The port is fre- 
quently raided by the siltreavers of Joss but receives protection 
from the Ha’esh Therrazha who operate out of the port. Karro 
are not welcomed here, and Clondis should seek protection from 
a Vyarr noble before entering port. 


Diamond Falls Waterfalls of legend where diamond dust 
and Sa can be found in plentiful supply. A great many strange 
creatures and wondrous treasures exist around the Falls but the 
area is plagued with Brood and other foul beings. Few living 
mortals know the exact location of the Falls and many set out to 
find the reputed wealth that lies there. Watch out for the Myrdall 
of this area for they jealously guard the falls and its treasures. 


Geva The majestic port of Geva is the second 
city of the Karro empire and home to the arts. There are many 
fine buildings of traditional Lathmirian design to be found here 
along with the best Gin-Ghan stadium and training halls in the 
realm. The inhabitants of Geva consider themselves to be the 
most civilised on the continent, and the many impressive struc- 
tures would seem to concur with this view. The Grand Museum 
and Thostin Library alone are worth travelling to see. 


Gho ja-Keehan The greatest and oldest of all Je’ Khan cit- 
ies and home to the Ko-han Sister-clan. Gho’ja-Keehan has suf- 
fered recently in the border wars with Ghent but its great walls 
have held against the Roquan invaders. A truce now exists be- 
tween the two peoples, and Gho’ja-Keehan has opened its gates 
to outsiders for the first time in many years. The huge horse mar- 
ket held here during Raintime is the best on Agasha. 


Je dahk. The main mining town in Gevuria and 
home to the Eragha Sister-clan who now reside in the hills to the 
east of the Diamondhead Mountains. All non-Je’ Khan miners 
who work from Je’ dahk must pay hefty tariffs to the Eragha no- 
bility if they are to dig the rich seams of the area. The Eragha 
warriors who police the town are corrupt and dangerous, and 
should be avoided i sible. The non-Eragha miners are mainly 
Chinte’, Karro and Ha’esh thugs and undesirables from around 
Agasha. The Myrdal of the Southern Diamondheads do not like 
these miners disruf : their sacred lands, and often feud with 
locals. ; 
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halls, Galleries and Klai-dens. The Menhis- Var Tavin are associ- 
ated with this area. 


Jova The great city-port on the island of Jova 
houses the mighty wind-horns of the Ruassh Sister-clan and the 
holy reflection halls which are a place of worship for all Je’ Khan. 
The Ruassh hold much power for they are the priestesses of 
Ja’Hall and Jova is the city of worship. The towering spires of 
the city can be seen from the mainland on a clear day. Only 
Je’ Khan may enter the holy city of Jova, and see the fabled Gem- 
Palace of the Ancients. 


Khobash This ancient city at the foot of the south- 
ern Diamondheads was once the capital of all Ja’ Hall and home 
to the Ja’Hansh scholars of old. Many of the original buildings, 
including the great library of Wilbee, still stand in the upper lev- 
els of the tiered city where the Hayyr Sister-clan now reside. 
Many of the secrets of the Ancients and their Windtrader disci- 
ples are supposedly locked away within the highest tier and may 
only be seen and used by the Whisper-children of the Clan. 


Sha'viish The caverns of the Sha’ viish Sister-clan 
span deep underground and join with the ancient Myr catacombs 
of the area. Only these Je’ Khan are comfortable with living un- 
derground and have adapted to survive in their tunnels. This maze- 
town only appears as several scattered stone entrance buildings 
on the surface plains and valleys. 


Shee’va Fire Lake A mass of deep red bubbling silt, the lake 
is one of the most wondrous sights on Agasha. The thick sul- 
phurous fumes are said to heal but disappearances on the misty 
shores of the lake are common. The Je’ Khan sister-clans of the 
area often duel over the many lava gems which are washed ashore, 
and a gem trading post is situated on the southern bank. 


Shiirn The finest horses of Agasha are reared and 
sold to nobility across the continent from the breeding pits in 
Shiirn. Most of this town is a maze of tiny streets and dead ends. 
Few travellers venture out of the main market square, for Tavin, 
mercenaries and slavers lurk in every alleyway. Th ‘Muccha Sis- 
ter-clan run the city and breed the horses. They fe not known 
for their hospaauee strangers. 
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Gevuria e Vhastor 


Charra This is the northernmost Gevurian town 
and houses two of the army regiments which patrol the border 
against the wild Ha’esh tribes of Vhastor. Charra is a large trade 
town and provides a bridge between Gevuria and the north. It 
houses the great feeding pits for the giant Thar-Hei. The Roquan 
caravan-masters who control this beast cross the desert plains of 
Vhastor on its shelled back. 


Jagan This port is the haven of the Gevurian sil- 
treavers run by the mysterious Karro known only as “The Gover- 
nor of Jagan’.It has never been proven that the siltreavers oper- 
ate from here but it is widely known as a den for rogues and 
thieves. Jagan is very dangerous for the unwary since it is not 
under the control of the Karro and does not have their streetmen 
to keep law and order. The local Sullasin Tavin family provide 
protection for the citizens and the Governor’s private army pro- 
tect the reavers from any Karro attack. 


Jevin 
of Gevuria. Between this town and Khos-Tavar there are only a 
few scattered, primitive Ha’esh cuari. Because of its border lo- 
cation this is the smallest port in Gevuria, although it does see 
enough trading to keep it in existence. Its importance is ensured 
by the headquarters of the Institute of Kyromancy. The huge build- 
ings of this Society dominate the skyline of Jevin and the great 
black spires of the Kyros Instructus can be seen far out to sea. 
The Institute also houses the largest collection of Sa texts and 
gems in Agasha, adding to the importance of the town and draw- 
ing the interest of scholars from far and wide. 


Myrador This ancient city has long since been de- 
serted by its original giant Myrdall inhabitants and is now the 
capital of Vhastor. It houses a collection of native Ha’esh tribes- 
men, travellers, outcasts, Tavin and other individuals but is kept 
from anarchy by the competent council of Ja’Hansh scholars. 
The city is built into the hills of the Diamondheads and has many 
hidden passages and sections still left untouched by the modern 
inhabitants. The area known as the archways holds the largest 
Gallery on Agasha, and contains a massive freak-show and cir- 
cus run by Chinte’ F’har. The many maggot-farms create a heady 
stench that is familiar to all that pass through Myrador, for the 
smell can linger for days after a visit to the town. 


Pathasha Pathasha is little more than a mining town 
and barracks for the 12th Regiment of the Karro army. This out- 
post, coupled with frequent expeditions to the Stonesmash quar- 
ries to the north, provides much of the stone required in the build- 
ing of the expanding Gevurian empire. The outpost is strongly 
guarded as attacks by local Ha’esh tribes and Khostra have be- 


This port town marks the eastern border 


come more frequent in recent years. 


The Rockflows The legendary ‘river of rock’ is known 
throughout the world and has to be seen to be believed. Mysteri- 
ous currents carry giant boulders and rocks across the plains of 
Vhastor at a slow and relentless pace to be turned to rubble at 
Stonesmash. The rocks originate in giant caves at the base of the 
Diamondhead mountains and are carried in waves across the 
plains. Few mortals have ever entered the mysterious caves and 
the origin of the Rockflows remain a mystery to this day. 


Rol Katel This is the largest of the Karro swamp- 
towns and all societies are present within. Rol Katel is over eighty 
years old and has now grown so that its population is too large 
for the original walls of the town. Already slums are appearing 
outside the boundaries of the town as it continues to grow. Many 
of the poorer Ha’esh quarters of town have begun to show signs 
of returning to the old ways and teachings of the Ancients; signs 
which have attracted the attention of the Karro Witch-hunters 
who have adopted a policy of martial law within these walls. 


Ronth The giant herb farm at Ronth is the main 
reason for the town’s existence. The many exotic herbs and cor- 
als found in this area make it the largest and best farm of its kind 
and the base for research by the Institute of Medicine. The Insti- 
tute has a large library and research station here and uses the 
Ha’esh natives to advance their knowledge of the herbs found 
across the land. 


Sha-Bro Sha-Bro is typical of many of the Ha’esh 
swamptowns found across Gevuria but is home to the largest 
mission owned by the Karro Church of Sanctology. This has 
turned this small Ha’esh village into a place of political impor- 
tance and the base for the continued growth of the Church. The 
School of Sanctology is now based in Sha-Bro and teaches its 
pupils here. 


Stonesmash The giant quarries of broken rock and 
stone from the Rockflows provide much of Gevuria’s building 
materials. The sound from Stonesmash is frequently deafening 
and can be heard as far away as Charra on occasion. The small 
outpost positioned there has recently been abandoned after con- 
tinuous attack from local Ha’esh tribes and the Karro are anx- 
ious to regain control of this area. 


Treth This is the capital and main port of the 
Karro empire and has grown in size and power since the invad- 
ers arrived in 1492. This was the first place built by the Karro 
and although it is still just over ninety years old, the port city 
boasts some of the greatest architecture on the continent. Treth is 
now a fine city and the seat of political power in Gevuria. 
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History 


This interpretation of the history of Agasha has been 
pieced together by myself with the aid of scholars across 
the continent. There have been many disagreements 
over this timeline but the following is believed to be 
the most accurate version compiled to date. The years 
relate to my own people's calendar, the most commonly 
used format across the land. May the spirit of Wilbee 


bless and protect this work. 


Ja’Hansh Librarian of Ne’Hal 


“The 
knowledge 
of history is 
the 
knowledge 


of people” 


Ras Shajee 


12 Raintime, 1585. 


Before Time Many aeons ago there was a mighty civilisation which spanned the continent. Little 
is known of this race called the Ancients, for they disappeared before the arrival of the mortals. 
Remains of the Ancients have been found in every realm of Agasha and some of the undisturbed 
corners of the land still hold secrets of the past and some of the oldest civilisations still invoke the 
powers of this time. The Myrdall are the Firstborn mortals and maintain the world from beneath. 
This task is still undertaken by the lava giants today. 


Timestart ‘The Year of Birth’. The mortal races are created and the first children born. Both 
the Ha’esh and the Ja’ Hansh are created on Agasha and are the native races of the continent. The 
Ja’ Hansh settle in Ja’ Hall and the Ha’esh inhabit Vhastor. 


-3400 Both the Ja’ Hansh and the Ha’esh have evolved tribal structures and have began to 
hunt. Tribes of Ha’esh spread north and south. The Ja’ Hansh evolve in Ja’ Hall and develop the art 
of story telling. The huge drifting Sarakern are first sighted and initially worshipped in Ja’ Hall. 


-1900 The great Ja’Hansh scholar named Wilbee channels the energy known as Sa. The 
Ja’Hansh society has evolved into town structures. Reading and writing has developed and the 
storytellers run Ja’ Hansh culture. 


-1870 The Windtraders land in Ja’Hall on the huge Sarakern, attracted by the Sa-using 
Ja’ Hansh. They bring with them their Pala translators who also have the ability to manipulate the 
Sa. Wilbee and the other great Ja’ Hansh scholars sail away with the Wind-people on the backs of 
the Sarakern into unknown skies. 


-1000 Wilbee returns to Ja’ Hall with much secret wisdom and begins to build the Capital 
of the Wise at Khobash. His mighty Sa-powers prevent ageing and death amongst the Ja’ Hansh 
people but the Sa changes the race for all time. The first Je’ Khan are born to my people but are 
branded as freaks and outcast into the wilds of Ja’ Hall. 


-500 Northern Ha’esh tribes war over runner hunting grounds as a drought has destroyed 
many of the herds. The Grassrunner tribe is pushed west across the Diamondhead Mountains in 
search of food. 


1 My Ja’Hansh forefather named Dargo Shajee develops the modern calendar. The 
Grassrunner tribe, now settled in Ghent, skirmish with the Ja’Hansh of the south. The Ja’Hansh 
Kai-cha soon rout the superstitious Ha’esh warriors. 


103 The Grassrunners capture wild horses in Ghent and learn to tame and ride the beasts. 
Peace is reached between the Grassrunners and the Ja’ Hansh, whose teachings speed up cultural 
development in Ghent. 


224 Ja’Hansh explorers discover the Myrdall in the south Diamondhead Mountains. 
The Je’ Khan outcasts have grown in strength and size in the south and horse raiders begin moving 
back into Ja’ Hall, attacking farms and villages. 


362 Roquan arrive on a great rock-ship on the west coast of Ghent. These people are 
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peaceful refugees from a continent known as Lerrupe and have drifted upon the seas of silt for two 
generations. They begin to farm the desolate western coastland and live a simple lifestyle. Ja’ Hansh 
from the south trade with the Roquan and aid them in building their new homes. This alliance 
exists to the current time and all Ja’Hansh are welcomed in Ghent. 


468 Ha’esh fisher folk settle in the Gevurian swampland. Tribal violence escalates in 
Vhastor and the north as the Ha’esh look for better hunting ground. 


Good-time The next four centuries are a time of relative peace and growth across Agasha. 


During this time all races and cultures develop in varying stages. The Ja’Hansh continue to ad- Vh / a S h 
vance faster than any other race, and help the Roquan civilisation to expand in Ghent. The Je’ Khan 

raiders continue to skirmish in the south but inter-clan bickering prevents them from threatening K h 

the peace of the north. The Ha’esh tribes change little in this time. O- ani 


930 Je’ Khan warbands organise under Vhlash Ko-han; a feared warrior queen of the Y em a1 nN S a 
south. Several southern Ja’Hansh cities, including Khobash, are sacked and their inhabitants are 


slaughtered by the invaders. The Je’ Khan slave collar is produced and used on all caught by the ? 

warbands. Wilbee disappears for a second time during the onslaught. Je Kha i fo l k 
955 The Roquan in Ghent have advanced considerably with Ja’Hansh tuition, and aid h . 

their teachers in quelling the invading Je’ Khan. The next hundred years contain a number of bloody e YO 1 4) e tO 


wars between the invaders and the northern allies. The Je’Khan push northwards and seize the ‘ 
southern half of Ja’ Hall. The 900’s are known as ‘The Time of Pain’ in Ja’Hansh legends. thi S d ay 


968 The first Brood are spawned by all races. These white-skinned mutations are feared 
and killed by all cultures. Some Brood are protected by their parents and escape into the wilderness 
where they live in the shadows of civilisation. 


1072 The Chinte’ F’har arrive in their sleek cutters from the continent of Maharra. They 
use the natural ports around Trassha Bay and name the new land Yaskal. Almost instantly a sepa- 
rate group of Chinte’ set off into the Skycutter Mountains to form their new homes. Ryamis arrive 
from Maharra with the Chinte’ and fly to the Skycutter Mountains and the Ti-Hond Fire Ridge to 
form their wind-lodges. 


1089 The Ti-Hond Ryamis trade openly with the Roquan and the Ja’ Hansh in Gh- 
ent. They bring many lava gems from the Myrdall caverns. These four races enjoy a period 
of wealth and trade, exchanging both knowledge and goods with one another. 


1105 Many of the Je’ Khan raiders desert from the Ko-han Union after a se- 
ries of heavy losses suffered at the hands of Roquan and Ryamis. The Eragha Sister- 
clan cross the Diamondhead Mountains into the western valleys of Vhastor to escape 
from the northern allies. 


1123 The mysterious High Chinte’ move higher into the Skycutter Moun- 
tains and begin to build their mountain fortresses. The Ha’esh wildmen of Vhastor 
cross the Black Ash Ridge and move east. Many settle in fishing villages on the coast of 
Halla Bay. The Chinte’ F’har leave these primitive people alone. 


1161 The Sarakern are sighted often across Vhastor and the north. They often 
attack the wild Ha’esh tribes of the area but rarely land. A long famine hits the area and 
many Ha’esh tribes war amongst themselves and with the Je’ Khan of the western val- 

leys. 


1185 The continent of Tentardha drifts near to south east Agasha and Khos- 
tran explorers from this land venture into south Agasha all along the coast. They land 
in numbers in the east and name the land Khos-Tavar. Many Sha-shen child-spores 

drift from Tentardha into the eastern jungle lands of Agasha and begin to breed. 


1203 The Sha-shen plant many seeds over the next year in the Sharheel 
Forest and over the next two decades the jungle spreads rapidly in the west as these 

strange plants grow at a phenomenal rate. They produce a barrier which makes... 
entry into the jungle realm of the Sha-shen very difficult. 


1246 The western Khostran force encounter Je’ Khan warbands from the 


raf 


“We ride 
the winds 
of blood 
and bring 
honour to 
Khajeem” 


Ko-han union and the two races war over swampland valuable for its 
high coral-gem content. The Khostra retreat to the coast and build 
their fortress at Joss. They send many expeditions into the swamp 
to retrieve the coral but are plagued by attacks from the Je’ Khan. 
The matriarchal Je’ Khan and the male Khostran Houses despise 
one another and begin a bitter feud that lasts until the modern 
day. 


1265 Khostran coastal towns flourish in Khos-Tavar 
as trade with the Chinte’ F’har begins and the strong jet metal 
is found in the Black Ash mountains. The Khostra begin to 
move north, driving back the Ha’esh tribesmen be- 
fore them. By this time the Sha-shen jungle 
land has crept roughly 80 miles westward 
and engulfs the port town of Gee’Tha in 
this year. All Khostra and Chinte’ within 
are smothered by the silent, green death. The Khostra 
retaliate with a defoliant created by their Poison lords 
but with limited success. 


1303 The continent of Tell drifts near to the 
north west of Agasha and the tall humans known as Jouk 
begin to settle along the north coast of Ghent. Ryamis and 
Roquan go forth to meet with the invaders but are quickly 
attacked and taken as slaves by the Jouk. As the invaders 
push south, they meet with heavy resistance from the Roquan 
and the Ridge Wars begin. Over the next ten years the Roquan 
pull their troops that were defending Ja’ Hall from the Ko-han 
union back to Ghent. The winged Ryamis retreat to their moun- 
tain homes after receiving great casualties at the hands of the Jouk. 


1312 The Khostra reach Halla Bay and slaughter the Ha’esh fisher folk of the area. They 
push further north into Yaskal and encounter the Chinte’ F’ har traders. The Khostra retreat back to 
Halla Bay, not wishing to antagonise the trading nation. 


1316 The continued Jouk attack forces the Roquan westward into more barren land and 
into the pine forests where they are forced to hide as the invaders sack their cities and steal their 
horses. Only the three great cities of the west withstand the onslaught and the Jouk continue south 
to the borders of Ja’ Hall. Many Roquan fall prey to the murderous Brood of the western wastes 
who can sense the mortals’ suffering and swarm in on it like sharks to blood. 


1322 Without their horsemen allies from Ghent, the glorious cities of the Ja’ Hansh quickly 
fall to the Je’ Khan of the Ko-han union. Many of the Ja’ Hansh are slaughtered by their murderous 
invaders and the survivors flee their homeland forever. Thus begin the ‘Years of Exile’ for the 
Ja’ Hansh. 


1330 The two armies of the Jouk and the Je’Khan meet on the borders of Ghent and 
Ja’ Hall, and agree on a truce. Strong border patrols are placed by both realms. 


1343 A large fleet of warcutters arrives at the coastal port of Joss from Tentardha before 
the continent drifts out of sight once again. This fleet is lead by the Khostran lord and outcast 
called Rhejja He’ak and he assumes control of the port and its inhabitants. He kills all Chinte’ 
traders within and declares Joss a city-state. Yaskal refuses to trade with Khos-Tavar until this 
upstart is dealt with. 


1350 The Jouk have settled around the Red Coast and use the slaves captured in the wars 
to build their new cities. They rebuild the captured Ghent cities and claim them as their own. The 


Arch-mages now control the new Jouk nation and the continent of Tell has drifted away to the 
West. 


1357 After several years of political bargaining, the Chinte’ of Yaskal agree to once 
again trade with the Khostra. Both nations refuse to recognise the city of Joss as a free state but 
Khos-Tavar has done nothing to stop the continued raiding by Rhejja He’ak’s reavers. These pi- 
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rates are now feared from Ja’ Hall to Yaskal and are known to torture and kill all on ships they raid. 


1378 The Je’Khan of the West suffer a great famine and the fragile internal peace of 
Ja’ Hall is shattered for the last time. It is the end of the Ko-han union and the many sister-clans of 
the Je’ Khan begin to fight for the leadership of their land. The civil war is as bloody as it is long. 


1380 The famine spreads north into Ghent and hits the unprepared Jouk much harder 
than the Roquan outlanders. Between the resulting deaths of the famine and continual raids by the 
western Roquan, the Jouk people grow restless of their Arch-mages inability to run the land. The 
Arch-mages are too caught up in power politics between one another and fail to respond to their 
peoples anger. 


1388 The Eragha sister-clan of Je’ Khan move deep into the Diamondhead Mountains to 
escape the growing civil war in Ja’Hall. They discover the Myrdall lava caves and raid these 
ancient halls. Despite their strength, the Myrdall have little experience of war and lose many of 
their numbers to the invaders. The Eragha push far into the peaks and build new clan grounds 
there. 


1391 The Jouk revolutionary named Isha Drytongue leads her people against the Arch- 
Mage rulers as dissatisfaction and anger reaches a peak. The casualties are overwhelming and the 
invaders of Tell are cut down to a tiny fraction of their previous size. Drytongue triumphs but 
realises that her people are at the mercy of the western Roquan who demand the return of their 
land. She leads her surviving people east, across the Diamondheads and into the land that is re- 
named Tellah. 


1396 The native Ha’esh tribes of central Agasha have been pushed back into the wild 
plains of Vhastor from all directions. As their enemies advance in strength and technology, the 
tribes cling to their old ways and religions. Their lands are stolen from them by the nations of 
Ja’ Hall, Tellah and Khos-Tavar as these new powers expand. The great tribes are reduced in 
numbers as their grazing lands are lost to the enemy and their livestock is taken from them. 
The tribes disperse into the hills of Vhastor and remain hidden to the outside world, relying on 

the rituals and ways left by the Ancients. 


1400 The largest group of Ja’Hansh refugees from Ja’Hall reach the land of Khos- 
Tavar and settle there. The Khostran lords take to these wise people and many find places as 
advisors for the Khostran nobility. The Ja’ Hansh build their free city of Ne’ Hal which is pro- 
tected by the Khostran lords and is now known as “The House of Knowledge’. 


1412 With the Jouk gone from their homeland, the Roquan of Ghent return to the 
eastern lands and reclaim their cities and those built by the invaders. Much building is required 
and the south borders of Ghent must be reclaimed from Je’ Khan warbands. The mage-city of 
Kal-Ragan is left untouched by the Roquan and is known to be sealed off by a mysterious force 
from within. 


1414 Angered by the losses to their fleets, the Chinte’ F’har wage war on the Joss 
city-state. For the first time, the world sees the devastating powers of the High Chinte’s 
beam rods which are mounted on the cutters of the Chinte’ fleet. Even with this 
fire-power, the Yaskal force cannot totally destroy the port but reduce the Siltreaver 
fleet substantially and force a truce upon the rebel Khostran lords of Joss. 


1419 Isha Drytongue has built her new capital city of Isha-Kabar at 
the very base of the Diamondhead Mountains. Her people have cleared the 
land of the Ha’esh tribes and have taken many as slaves. The Tellahns fear of 
another Magewar is strong and all Formweavers are hunted by law. The new 
realm of Tellah begins its growth of power. 


1423 The Sha-shen jungle lands of the 
east are invaded by the Khostra, who have lost 
much land to the quick growing jungle. The 
Khostra have developed new poisons which are 
unleashed deep within the jungle and, despite 
heavy losses, the Khostra destroy huge areas of 


Kal-Ragan 
stands alone, 
sealed by a 
mysterious 
force from 
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the Sharheel forest. To this day there are areas within the jungle which are a barren and poisonous 
wasteland filled only with hardy and dangerous creatures. The Sha-shen lost many of their green 
kin to the Khostran poisons and have never recovered from this attack. 


1430 Jouk miners from Tellah discover the Myrdall in the Diamondhead Mountains. 
Isha Drytongue forms a treaty with these ancient and noble people and teaches them the art of war, 
so that they might retaliate against the Je’ Khan invaders. The trained Myrdall aided by Isha and 
her army defeat the Eragha sister-clan who flee down the valleys into Vhastor. In return for the 
Tellahns help, the Myrdall aid the Jouk in the building of the great city of Isha-Kabar and the 
walled valley of Halla. 


1434 After a long and bloody civil war in Ja’ Hall, the surviving sister-clans split the land 
into separate states. Animosity between the clans is high and skirmishes over border disputes are 
frequent. 


1440 The Ryamis of Yaskal begin trading with the Sha-shen and they are the only race 
who can easily penetrate deep into the Sharheel forest, via the air. In return for gems and metal, the 


MU J ° Ryamis receive many rare herbs and plants. They also are the first outsiders to learn of the Sha- 
Tu W1a1 shens advanced sciences which are collectively known as Sha-technology. 


1446 The Ruassh sister-clan of the Je’ Khan begin to supply the northern Ha’esh tribes of 

Y O t e ct U S Vhastor with weapons of moon-myr, to aid them in their wars against the Jouk of Tellah. With this 

Pp new advantage, the tribes slow the building of the Hallan walled valley and the Tellahns are too 
tied up with the tribes to help the Myrdall against Ruassh raids. 


from the 1480 The Hallan walled valley is complete and Tellah is protected against the growing 
number of attacks by the Ha’esh tribes of the north. High-queen Isha sends her army to aid her 
Myrdall allies in the war against the Je’ Khan. The northern tribes can no longer advance north and 
Ta l l One S so turn to the east into Khos-Tavar. 


1489 Khos-Tavar is plagued with difficulties. The northern borders have fallen to the 

wh O W oul d Ha’esh tribes and the trading path to Halla bay is severed. In the east, the Sha-shen have spread 
further with the aid of their Ryamis allies who carry their spores and drop them further afield than 
would be naturally possible. 


rape OUL For the first time in their history the Khostran lords form an alliance to regain 

control of their troubled homeland. The lords begin to supply the southern Ha’esh tribes with the 

oy strong jet metal to aid them in attacks on their northern tribal rivals and the poison lords work 

/ a V1 d together and produce a powerful and deadly defoliant which once again pushes back the reaches of 
the Sharheel forest. 


The Khostran poison lords also begin to mix strong and deadly poison gasses which 
are unleashed in the middle of northern tribal camps by assassins. These covert attacks aided by 
ancient Khostran Forms destroy the powerful armies of the north, 
and the Black Ash plains and the Bay of Halla are part of the 
realm of Khos-Tavar again. 


1492 The continent of Lathmir is sighted to the south. 
From this huge land-mass come the first Karro explorers who 
sail up the swamp rivers of the south and name the 
land Gevuria. The local Ha’esh of the swamp cuari 
regard the first Karro as gods and welcome them into 
their homes. The wealth of coral in the swamps lures 
more Karro from their homeland and soon their are 
many petty nobles vying for power and wealth in this 
new land. The trading port of Treth is built as a bridge 
between the continents. 


1494 Chinte’ interest in this new power in the south 
soon draws many cutters into the port of Treth and strong trade 
links are soon established between Gevuria and Yaskal. Khos- 
Tavar is wary of these new people but is too caught up in civil 
unrest to investigate further. As the Karro begin to push north- 
wards, new bases are sought within Ha’esh boat-towns. Work 
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begins in Rol-Katel to build a Karro town beside an existing Ha’esh cuari. 


1495 The explorers move west and encounter both Khostran siltreavers from Joss and the 


Je’ Khan Su’massh sister-clan of southern Ja’ Hall. Both these antagonists cause heavy casualties to 
the Karro and the explorers move back east into Gevuria. Ka VVO 


1499 The Ryamis of Ghent begin trading with all Khostran houses and a trade war be- 

tween the Chinte’ and the Ryamis begins. Chinte’ anger is pushed further by Khostran siltreaver e Xp l O Yer S 
raids into the bays around Yaskal. The Chinte’ F’har refuse to trade with Khos-Tavar and this 

eventually turns into war between the two realms. Relations between the Ryamis and Chinte’ be- 

come strained at best. It is at this time that the Ryamis also begin trade with a few sister-clans of the S O On 

Je’ Khan. 


1513 The terrible plague known as the “Blood Scourge’ sweeps through the northern tribes 


of Vhastor and kills half of the Ha’esh natives. The Khostra show no mercy to the weakened tribes C h T1S te 14) e d 
and drive them out of the hills of the Black Ash Mountains for the last time. 


1524 Many of the Ha’esh western tribes do not like the Karro domination and begin guer- th lal Y new 
rilla raids on the new Karro towns and their people. The Ha’esh freedom fighters known as ‘Ther- 
razha’ are feared and hunted by the Karro in the years to follow. 


1528 The Blood Scourge spreads into Tellah and Gevuria, killing Jouk, Karro and Ha’esh WO rl d 
alike. Over half the populations in these areas are struck down by the plague and both realms are 
weakened by this blow. Other races, such as the Chinte’ F’har and the Ja’Hansh, are partially Mf IF 
effected but to a far lesser extent than the humans. 


Gevuria 
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develop new technologies and seem set to dominate the whole of Agasha but 
still face stiff opposition in western Gevuria from both the Therrazha guerrillas 
of the Ha’esh tribes and the Khostran siltreavers and bandits from Joss. In the 
east, the Khostran houses grow stronger but there is still much internal strife within 
the realm. Yaskal is still the strongest trading nation and is concerned by the abilities 
of the Ryamis traders. 


1556 To the north, Tellah is now more isolated than ever before 
with the walled valley of Halla cutting off much of the trade from over 
land. There is much unrest in Tellah with the walled valley, the city of \ 
Partha and the Ha’esh tribes all demanding freedom from Isha’s rule. 

The Myrdall allies of old have retreated to their mountain homes and are . 
rarely seen by other mortals. Ghent has rebuilt its empire after the Jouk 
invasion of the 1300’s but still holds deep grudges against Isha’s people. 


Of more concern to the proud Roquan of the northern realm 
is the continuing war with the Je’ Khan to the south. Both the Ruassh and Ko- 
han sister-clans claim rights to the rich grazing areas of the borderlands and 
constantly battle with the Roquan of Ghent and with each other over this valu- 
able area. The rest of Ja’ Hall is split between several other sister-clans of vary- 
ing power and this beautiful land is still troubled by war and death. 


1585 This is the current year on Gargentihr. In the past thirty years, 
the Karro have continued to dominate in the south and the technologies 
developed by the Institutes of New Science and Kyromancy have in- 
creased the power of Gevuria. The other realms are plagued with in- 
ternal difficulties which gives the Karro the opportunity to expand 
and explore. The men and women of the Clon Halls are thus in more 
demand than ever. 
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Gevurian History 


The Karro of Lathmir are the protagonists of “Tales of Gargen- 
tihr’. The sighting of the continent of Agasha provided the bray- 
est and most adventurous Lathmirians with the opportunity to 
reshape their future. This is their story. 


The Conquest of Paradise 

In 1492, the first Karro from the continent of Lathmir crossed to 
Agasha. They walked across the hardened silt into the Bay of 
Mists and set up a base at what is now Treth. An advance party 
of 10 renowned explorers from all walks of Karro society and a 
platoon of 36 men from the Red Crows, braved the silt to reach 
the unexplored New World. This expedition was lead by Captain 
Augiss Selirk. The explorers discovered a lush country rich in 
rare gem formations, and reported their findings to their home- 
land. 


The New World 


The riches found on Gevuria, coupled with the lure of the New 
World led to the gem rush of ’93. Many adventurous young Karro 
packed their bags and set out across the silt for Agasha. The 
bemused Ha’esh Clans watched as the Karro began to raise their 
buildings of stone, and tried to tame the land. Other explorers, 
such as Tomahs Andrich and Shevass Cain, began to travel up 
river into the steaming swamps of Gevuria. The Karro had ar- 
rived. As the Karro civilisation grew in Gevuria, so it drew the 
attention of the other races already settled on Agasha. 


The Chinte’ F’har were quick to see the trading possibilities, and 
had soon established a permanent link with the Karro. By 1504 
the silt had returned to its liquid state, and cutters could once 
again sail into southern Agashan ports. The more aggressive 
neighbours, such as the Khostra and Je’ Khan, were not so keen 
to trade with the Karro and an uneasy peace binds these peoples 
to this day. 


The New Regime 


By 1505, the Geographical Society had reached a position of 
power to rival the Church of Sanctology in Gevuria. The Church 
still held rule over the main Karro population on Lathmir, but its 
iron grip was slipping in the new lands. The colonists of Lathmir 
began to seek a more democratic form of government. The colo- 
nies of Treth, Rol-Katel and Geva deliberately ignored the or- 
ders from the High Sanctor, who remained on Lathmir. Councils 
were set up comprising of a body of men and women from each 
Society. The Sanctor missionaries were given a limited say in 
the proceedings. 


Excommunication! 

In 1506, High Sanctor Rauin HI sent the Sanctum Guard over to 
Gevuria to regain the Church’s control in the new world. The 
fleet of six ships never arrived on Agasha, and was mysteriously 
destroyed in a huge storm without warning. Gevuria claimed in- 
dependence at this time, and appointed a little known mission- 
ary, Junter Keel, as the High Sanctor on Agasha. The Lathmirian 
Church excommunicated all Gevurian Karro, claiming that the 
land was a godless and blasphemous place. 


By 1524, the Karro had conquered almost all of the southern 
swamplands. A few small Ha’esh clans had turned their backs 
on the old ways and had moved into the thriving Karro swamp- 
towns, pledging clan honour to assorted Karro explorers. The 
main towns of Treth, Geva, Vespin and Rol-Katel continued grow- 
ing and split the surrounding swamplands and plantations into 
Provinces. 


A communication network began to emerge in Gevuria, with 
gravel roads becoming more commonplace with every passing 
year. Many nearby Ha’esh cuari were now governed by the Karro 
Councils in swamptowns far away, and had to pay taxes to Over- 
lords. The remote Ha’esh clans clung to their ancient ways, and 
fought back against the invaders. Therrazha attacks were begin- 
ning in the west, and the terrorists were becoming more organ- 
ised. 


The Blood Scourge 


The terrible plague known as “The Blood Scourge’ spread into 
Tellah and Gevuria in 1528, killing Jouk, Karro and Ha’esh alike. 
Over half the populations in these areas were struck down by the 
plague and both realms were weakened by this blow. Other races, 
such as the Chinte’ F’har and the Ja’Hansh, were partially af- 
fected but to a far lesser extent than the humans. Communica- 
tion with Lathmir was almost nonexistent by this time, and a 
decade later the continent had drifted out of sight. The Karro of 
Gevuria had achieved total independence from Lathmir, but were 
now stranded on Agasha. 


By 1530 the devastation caused by the plague was becoming 
apparent. Almost all the inland Karro settlements had been wiped 
out, leaving only the largest ports, swamptowns and plantations. 
Hundreds of Ha’esh cuari simply ceased to exist, and the west- 
ern swamplands were totally cut off from the rest of Gevuria. 
Even now there are pockets of the plague left in the far reaches 
of the realm, much to the consternation of the Province councils. 


The Years of Rebuilding 


The Karro spent the next ten years rebuilding the foundations of 
Gevuria, for almost all of the realm was in a state of anarchy and 
confusion. Continuing raids from the Je’ Khan and the siltreavers 
in the west, and from the Khostra in the east kept the borders 
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Regiments busy. Many of the Ha’esh returned to their old ways 
and the Kyashi grew strong once again. Even in the slums and 
gutters of Treth are signs that the Ha’esh have once again tapped 
the powers of the Ancients. 


In 1539, the mission at Sha-Bro was reopened by the Church of 
Sanctology. As the other Societies grew in power, the Church 
looked to the Ha’esh as the new followers of Sandis, and began 
to convert the natives. Sha-Bro was first built in 1502, but had 
been wiped out by the Scourge in 1530. This was to become the 
new School of Sanctology in Gevuria. 


The Karro had rebuilt their central network by the late 1540s, 
and once again paths spanned from Geva to Treth. The Institute 
of New Science had opened the first signal towers and commu- 
nication restored order to the Provinces. Many of the original 
mansions and plantations have been reclaimed by the swamp, 
and lie silently rotting within the green depths. 


The Karro continued to build across their realm over the next 
forty years and turned the main ports and swamptowns into pow- 
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erful trade and cultural centres. Treth, Geva, Rol-Katel, Jevin 
and Vespin are the pride of Gevuria and the linchpins of the realm. 
All of these towns are joined by road, river and signal tower. 
Whilst transport through the swamps is still dangerous, the Karro 
have managed to overcome the problems of building in the 
swamps and now have several large centralised island colonies 
scattered across Gevuria. 


1585, The Modern Era Begins 


The Karro have grown strong again. Their cities have prospered, 
and their knowledge is growing. The powers of Kyromancy and 
Science lead this people to new heights of civilisation. 


The Ha’esh remain the true owners of Gevuria. Whilst the Karro 
live in their sheltered colonies, the clans roam free in the unex- 
plored swamps of the west and the north, untouched by the Karro. 
These Clans retain the beliefs of their ancestors and are said to 
have powers which no Kyromancer can match. 
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Clondis 


27 Raintime, 1585. 


‘Palmer glanced at the sky as he pushed his way through the bustling crowds of Capper Way. The first 

ingers of mist were already sliding effortlessly in from the river as night drew closer. Streetmen had 
begun lighting the ornamental street lanterns, illuminating both the boulevard and the grim skeleton 
of Andrich’s tree. Ignoring aeluster of scrambling, screaming urchins, hand firmly upon his cyl-purse, 
the young ‘Karro reached the doorof the Sanctor's Temptation. This was it, then. Relaxing just a little, 
Palmer swung the heavy door inwards and took the stairs leading downwards. 


‘The basement was dark, The sweet smell of cadj mixed with alcohol, producing the familiar, welcom- 
ing smell of a good Klat-den. Eyes narrowed, Palmer peered into the gloom as the door shut out the 
noise of the Way behind him. 


The Teriptation was busy, even at this hour. Fair enough; it was supposed to be the best Klai-den in 
the GhoWda,and Capper Way wasn t Known as No-sleep Sireet for nothing, but this wasn’t what 
he had expected at all. Palmer wondered if the rumours had been true or if this too was another wild 
sleth hunt, Well, he'd come this far. Tf this was a meeting place for the Clondis, they wouldn't adver- 
tise in the Gazette. Lighting a cadj stick, Palmer approached the bar. 


Casting amexperienced eye aeross the basement, Patmer realised that the owner had taken great care 
over the bayout of his Klai-den, Dark booths offered the clientele a great deal of privacy whilst anony- 
mousty allowingtelose inspection of the central area. Red corn-lamps ensured that night vision was not 
impaited, whilst Palmer remained half-blinded by the darkness. As he descended the small interior 
staircase, Palmer realised that he had been sithouetted for everyone to sec. Perhaps there was more to 
the rumours than he had first expected. 


The bar was quiet. Everyone seemed to prefer the privacy of the booths to the open semi-circular dais 
situated at the back of the room. Feeling as if a hundred eyes were upon him, Palmer shifted uneasily 
and slumped down on an old wooden stool. Thick wafts of spiced Yaskali cooking emerged from the 
doorway behind the bar when a huge, bearded Karro idled through to greet him. 


Palmer curiously eyed the\bald barman as he poured his order. Strong, powerful, with enough scars to 
have been a sergeant in the Lathmirian Guard. This must be the man. 


You wouldn't happen to knowahere would find Lighter, would you my friend?’ Palmer tried to 
sound as nonchalant as he'could manage. The barman did not even look up. 


‘Who's askin? He rubbed asmeaty palm over his thick bull's neck, This fellow was definitely a 


veteran. 


‘Uh, I was told that he could help me. I.’ 


You Palmer?’ The retort threw him. How d he know his name? The barman smiled, looking at Palmer 
or the fist time, with a look that further startled. His eyes vere totally white! This meet was getting 
stranger by the minute. The barman continued, his voice low. 


Heard that you were heading down this way. Don't look.so surprised, we like to check out everyone 
that we deal with. You've come to the right place. Welcome to the Clondis.’ 


Palmer stared in disbelief. He thought that he'd been so careful! Things were never going to be the 
Same again... 


Adventuring On Gargentihr 
“ You need more than a strong sword arm to be a Clondis; a lot 
more.” 


Amos Tathar, Reaver and Clondis. 


In “Tales of Gargentihr’, each player is expected to assume the 
role of an adventurer who has a strong desire to become a hero. 
Agasha is still a young land, and much of the eight realms re- 
main unexplored. This, coupled with the racial, social and politi- 
cal array found across the continent provides such individuals 
with plenty of opportunity to achieve their goal. There is one 
organisation in Gevuria that promotes such individuals and aids 
them on the road to legend. At the beginning of the campaign all 
ACs have recently joined this elite group known as Clondis. 


The Clondis 

“A man who proclaims to be Clondis is 
almost certainly nothing of the sort. Look 
for the silent one in the shadows who says 


nothing. He is 
your Clondis!” 


Detective Inspector 
Kellan Ghaji 
Chi-Town station, Rol Katel. 


In Gevuria, and further afield, there are 
always tasks which for some reason the 
common citizens cannot, or will not, 
undertake. These tasks have traditionally 
been undertaken by the organisation 
known as the Clondis. They have a repu- 
tation for being able to turn their hand to 
any task, be it legal or otherwise, and 
often work covertly for anonymous pa- 
trons who wish their involvement to re- 
main secret. The Clondis are men and 
women of legend and the title alone com- 
mands respect. 


In all locations in Gevuria, the Clondis 

maintain a cover of sorts to protect themselves and their Hall. 
People from all walks of life, including politicians and law en- 
forcers, use the services of the Clondis and this allows the or- 
ganisation to exist throughout the realm without fear of reper- 
cussions after a mission. The Clondis live alongside society and 
maintain a facade to protect members and clients alike. 


Many Clondis are easily recognised as such, for their dress, man- 
ner and appearance mark them as true individuals. Every town 
has its regular Shevin, but only the foolish would ask such peo- 
ple if they were members of the local Clon Hall. Good Clondis 
are respected and feared. Reputation can be a powerful tool in 
this business. 


The History of the Clondis 


The first Clondis were originally retainers used by the most pow- 
erful Karro families on Lathmir. They were highly trained indi- 


viduals used as spies, agents and assassins in the name of their 
lord. The Clondis were used in this way for almost 300 years and 
built up many separate traditions, laws and rivalries during this 
time which have lasted to the current day. 


On Lathmir, each Clon Hall was a separate entity that had little 
contact with the others. The Clondis were a fragmented organi- 
sation sharing only their name and a feared reputation for ruth- 
less efficiency. Each Hall had sworn loyalty to one family within 
the Karro nobility and were the family’s personal retainers, agents 
and bodyguards. 


The Clondis of Agasha are now a very different organisation 
from the Lathmirian Clondis. When the young Karro nobles of 
Gevuria were excommunicated from Lathmir, the Clondis that 
had travelled with them were banished from their Clon Halls by 
the family heads. This act showed 
the displeasure of the Church to- 
wards the Karro of Gevuria. The 
Gevurian Clondis had their loy- 
alties sorely tested as various 
petty nobles fought for power. It 
was at this time that the traditional 
ties between Clondis and Karro 
families were severed. Many 
Clondis remained neutral towards 
the lesser family nobles and in ef- 
fect became highly trained free- 
lance agents. Without the backing 
of their Halls and without the pro- 
tection of the families the Clondis 
were targets for revenge killings 
by angry nobles who had been un- 
able to act against the actions of 
the Halls on Lathmir. 


The young Gevuria witnessed 
many political, social and cultural 
changes from the traditional Lath- 
mirian way of life. This was a 
New World in many ways. The 
dispossessed Clondis had to group 
together for survival in a time 
when every organisation was 
grasping for power. The new Clon 
Halls were small and discreet affairs compared to the complex 
hierarchical structures of Lathmir. Their loyalties did not lie with 
one family but with every honest group that seeked aid. 


Throughout the early 1500s the Clondis continued to work for 
many separate factions within Gevuria. They managed to infil- 
trate almost every society, institute and organisation in Karro 
society, for they had the many skills required to successfully run 
a covert operation of that scale. By 1540, a dozen separate Clon 
Halls were practically running Gevuria from behind the scenes. 
The secret membership policy which allowed the Halls to inte- 
grate into society has survived to the present day, with many 
high ranking politicians, officials and law keepers still contact- 
ing the Clondis when there is a job to be done. 


As time has passed and the Gevurian societies have become more 
tightly controlled, the Clon Halls have lost some of the power 
that they enjoyed earlier in the century. The Clondis retain a loose 
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structure with a wide communication network linking the Halls 
to one another and to the public. The original Aja have been 
altered to suit the role of the Gevurian Clondis who now regard 
themselves as the protectors of society. They remain a small close- 
knit body of like-minded individuals dedicated to the ideals of 
truth and justice for all. The organisation is no longer a Karro or 
even a Gevurian based group. The Clondis will help all who are 
in need of aid and look further than race, sex, colour or creed. 


The Clondis have managed to retain these ideals through thor- 
ough selection of members, anonymity and a strict code of hon- 
our. The continuation of the Halls depends on these factors and 
any Clondis that breaks the Aja will suffer dearly for it. 
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Joining the Clondis 

The Clondis lead a lifestyle which appeals to many up and com- 
ing adventurers, but the Halls have only a few associated Clon- 
groups (Shevin) in each. To become Clondis, the adventurer must 
first locate the nearest Clon Hall and prove his worth to the High 
Shevin. This individual is the owner of the Hall and runs the 
establishment and it’s cover. 


It can take many months to discover the Clon Hall and many 
more to get in, for the Clondis must be sure that the new recruit 
is a trustworthy individual. Once found, the initiate must leave 
his name with the High Shevin who will either pass it on to an 
existing Clon group or keep it until he has four or five such names 
from which to form a new group of Clondis, which is known as 
a ‘Shevin’. This is how most new ACs begin their careers. 


Whether joining an existing Shevin, or forming a new one, the 
recruit must prove himself worthy of the Clondis name and must 
undertake a test of initiative, skill and honour. It is at this point 
where the character begins his adventures on Gargentihr. The 
Clondis accept all within their ranks and have no prejudice against 
sex, rank, race or background. If the initiate has the appropriate 
talents then they will be accepted into the Hall. 


The Narrator should thoroughly detail the ACs’ local Clon Hall, 
for this is the location from where many adventures will begin. 
The personalities of local Clondis can also be brought into the 
campaign, and a running rivalry with one of the Hall’s other She- 
vin can be very entertaining. 


The High Shevin of the Hall should be detailed, for he is the 
person most likely to provide the ACs with adventure hooks and 
reward them with Favours at the conclusion of each tale. 


The Shevin and the Oath 


T give my all to my Hall-mates.I have no life now, only my 
Shevin.’ 


Traditional Clondis Saying 


A ‘Shevin’ is a group of Clondis. Once several individuals have 
been collected by the High Shevin, they become such a group 
and swear to uphold the Clondis Aja and remain loyal to all mem- 
bers of their Shevin. This is known as the Shevin Oath. In the 
eyes of the Clondis these strangers are now your brothers and 
sisters, and all members are expected to put the goals of their 
Shevin before their own needs. All Clondis are professionals 


whose primary concern is the continued survival of the organi- 
sation. Every member of the Shevin is of equal stature according 
to Clondis law, and the whole group is accountable for the ac- 
tions of one. 


During a campaign, the ACs are all members of the same Shevin 
and thus should learn to trust and help each other. Stealing, dou- 
ble-crossing and backstabbing should not occur within a Shevin, 
else the AC will lose a great deal of Honour Points. The players 
should learn to work as a team rather than as individuals. 


The players should join together to form their own Shevin, and 
the Narrator should encourage them to uphold the Aja and to 
punish those in their ranks that do not. Remember that HPs can 
be lost through association, and one player’s actions can affect 
the whole Shevin. 


The Clon-mark. 


‘Your Mark is your signature. Like any artistic endeavour, good 
work should always be credited. This is our way of doing so’. 


Telford of Rol-Katel, 
Hall Willard. 


Every Clon Hall is a separate organisation responsible for its 
members and neutral to all others. The Shevin move freely across 
the land but always remain associated with the town and the Clon 
Hall in which they were initiated. Each Clondis has an individual 
Clon-mark; a sign that indicates Shevin, Hall and town affilia- 
tion. This sign can be used as a signature by the group and also 
prevents impostors imitating known Shevin. 


Mark of the Red Hand Shevin, 
Hall Willard, 

The Sanctor's Temptation, 

Rol Katel. 


The Clon-mark should be used by every AC to identify an item 
or task as his own. It can be used as a signature when writing to 
other members of the Hall, it can be used to mark safe houses 
and places that the AC has been. The mark can be left as a warn- 
ing or as a sign of ownership. It should be left after a job to 
indicate the work of the Clondis. This will act as a warning for 
potential investigators as to whom they are dealing with. Many 
streetmen have learnt to read the signs of local Shevin and know 
not to investigate into such matters too deeply. Players should be 
encouraged to note down their mark and to use it during the cam- 


paign. 


Mark of Tallon's Shevin, 
Hall Jadd, 

The Holy Roller, 

Rol Katel. 


The ACs should each have an individual and a group mark to 
identify themselves to their kin. You should encourage each player 
to draw their individual mark which forms part of the whole She- 
vin’s mark. Add in small markings that indicate Hall and town 
affiliations. Use other Clon-marks during the campaign to build 
up rivalries with other Shevin. 


Mark of the North Point Shevin, 
Hall Willard, 

The Sanctor's Temptation, 

Rol Katel. 
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The Clon Halls 


‘Your Hall is your home; a safe sanctuary from all who would 
wish you ill’. 


Telford of Rol-Katel, 
Hall Willard. 


Every Shevin holds loyalty to a Clon Hall. This body of Clondis 
is run from one specific location that is regarded as the base for 
the Hall. There are a number of individual Shevin working from 
the Hall and each one is loyal to their base. Each Hall has its own 
distinct history, traditions and rivalries with other Halls. All ACs 
will remain a member of their Hall until death. 


In highly populated areas, such as a port or swamptown, there 
may be several Clon Halls each with a few Shevin. Normally 
these Halls will have to interact with one another and may have 
a strong rivalry. Contact with Halls from further afield is less 
common with perhaps only a few names and deeds being associ- 
ated with the Hall’s name. 


Mark of the Grey Sand Shevin, 
Hall Karnehan, 


Bersal Manor, 
Charra. 


Despite strong rivalry between Halls, all would send aid to one 
another in times of trouble. All Clondis follow the Aja and would 
aid others that have taken the Shevin Oath. Duels between Clondis 
occur but no Clon may take another’s life. 


The Hall is run by the High Shevin; a veteran Clondis who has 
usually retired from his adventuring days. The High Shevin is 
the individual responsible for the upkeep and the reputation of 
the Hall and often chooses which jobs and tasks should be un- 
dertaken by the Clondis. The High Shevin is a person who com- 
mands great respect and requires a KAI of at least 14. He will be 
a famous individual in his own right as well as master of the 
Hall. He will have a small group of other retired Clondis work- 
ing within the Hall to help him with it’s general running. The 
High Shevin and his aides, known as ‘Hands’, act as intermedi- 
aries between a Shevin looking for employment and the patron 
who seeks the help of a group. 


Mark of Kulis Dah Shevin, 
Hall Darrish, 

The Watchtower, 

Jagan. 


All Shevin are welcome at other Clon Halls, but the local groups 
will get the better jobs. A letter of introduction written by the 
High Shevin of the ACs’ Hall will get them better work. The 
ACs should spend a couple of Favours to get such a note. 


St 


For providing the patron, the Clon Hall usually takes a cut of the 
group’s salary when the job is complete. The intermediary holds 
on to the payment until the task is complete. All Clon Halls have 
their own loose structure and reflect the surrounding area. Not 
all people within the base are Clondis, however, and this allows 
group members to move in social circles without having to re- 


The Clondis Code 


‘The Aja are our laws. Without these, the Clondis are worthless. 
Break these at your peril’. 


Telford of Rol-Katel, 


veal their true profession. Common Halls include :- 


The Gentleman's Club 


These Halls are popular in the 
larger towns and ports of Gevuria, 
where there may be several within 
the one area. They appear to be so- 
cial organisations and meeting 
places for local gentlemen, but 
many of the members and workers 
within.are Clondis. Such Halls usu- 
ally have their mark hidden on their 
doors, recognisable to all Clondis 
but by no others. 


The Roadside Hostel 


These Halls are most commonly 
found in lesser populated areas 
across Gevuria and neighbouring 
realms, and make plenty of income 
simply by acting as a roadside inn. 
There are few Clon groups at- 
tached to this type of Hall and trav- 
elling Shevin may find work here. 
Again, the Clon-mark will be dis- 
played on the hostel’s sign and eas- 


Protect the innocent and those in 
need. 


Uphold the secrecy of the Clondis. 


Serve your Clon Hall to the best of 
your abilities. 


Safeguard your Shevin at all times. 
Never forget your brothers and 


put their needs before your own. 


Compete with other Shevin for 
_ work, but never betray or kill 
fellow Clon. 


Never refuse a job worthy of your 
attention. Work with passion and 
honour at all times. 


Sign your mark after every job. 


Hall Willard. 


There is a set of laws 
which all Clondis must 
follow after taking his 
Shevin Oath. This code is 
rigidly obeyed by all who 
call themselves Clondis 
and consists of the follow- 
ing rules, known as Aja. 


The Aja are listed in or- 
der of importance. The 
Clondis are more than 
mere mercenaries; they 
are a breed that are as no- 
ble as they are rare and the 
Aja represent all that is 
important to the organisa- 
tion. Failure to uphold the 
Aja leads to disgrace and 
dishonour for both the 
Clondis and his Hall. This 
will reflect on the Shevin 
as well as the player who 
broke the Aja, and it is up 
to each Shevin as to how 
they deal with those that 
break the laws. See the 


ily recognisable by Clondis. 


Let no impostor use your mark lest - 
he damages the reputation of all. 


Gallery Halls 

In the larger ports across Gevuria, 
the galleries of the danja and Tavin 
are popular locations for the local 
Hall. Many strange individuals pass through such areas on a fre- 
quent basis and allow the Clondis to come and go as they please. 
These Halls are usually the rowdiest and most dangerous meet- 
ing places, and contain many Shevin. There are many jobs found 
in these Halls. 


Klai-Dens 


These gambling pits and drinking dens are dark, dirty and seedy 
joints often filled with sailors and poorer merchants. The high 
turnover of travelling individuals allow Shevin to blend into the 
crowds. 


The Halls are useful starting locations for adventures, and will 
hold many NCs which can help and hinder the players. Every 
Clon Hall should have a distinctive and unusual flavour, and 
should be difficult to find. By keeping these places mysterious 
you will invoke an aura of wonder around the Clondis. Hope- 
fully this will make the players respect their organisation and 
play the roles of Clondis correctly. 


Honour chapter for more 
details on honour within 
the Clondis. 


Benefits and Favours 


‘In the Clondis, what you give is what you get’. 


Telford of Rol-Katel, 
Hall Willard. 


The Clondis receive much respect from all levels of society and 
often receive work through their reputation. As your fame grows 
you will receive better jobs and employment from the High She- 
vin. In times of trouble you will always receive board and food 
from your Hall. They will also offer ransom for your safe return 
should the need arise. 


As a member of your Clon Hall you also receive Favours on 
completion of work for the Hall. These rewards are given to your 
Shevin and can be divided between members as the group sees 
fit. Favours may only be collected from the Hall which gave 
them out. They may be used to gain medical attention, training, 
equipment, advice, contacts and native guides, depending on the 
resources available at the Hall. The Honour chapter has a sec- 
tion on Clondis Favours. 
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The Tasks of the Clon 


‘Cross the Clondis? You need to be suicidal or insane to try’. 


Detective Inspector Kellan Ghaji 
Chi-Town station, Rol Katel. 


The Clondis were originally developed to offer you, as Narrator, 
an easy way of offering the players jobs, missions and tasks dur- 
ing a campaign. Everyone in Gevuria, including some of the re- 
mote swamp Clans, have heard of the organisation. Everyone 
knows that the Clondis exists, but no-one knows exactly who is 
a member, although many rumours will surround the more likely 
candidates. 


In every town there will be a complex network of people who 
know how to contact the Clondis. Word of mouth in the street is 
usually enough to ensure that the Clondis hear of a job. The High 
Shevin will have contacts in various taverns, streetman stations, 
klai-dens, Society buildings, libraries, and other such places. 
When he hears a cry for help, he can send a local Shevin to deal 
with it. In most cases no details are yet known by the High She- 
vin or the Clondis. 


Traditionally, the Shevin chosen must then approach the patron. 
This must be done discreetly, with the Clondis introducing them- 
selves as ‘friends who have heard of your troubles’. No Clondis 
would ever admit to being such a person. The patron can then 
tell the Shevin about the mission. 


All Clondis can refuse a task, but they may lose Honour Points 
for doing so, if the job was an honourable one. 


Payment is received at the end of a job, at a place determined 
between the Clondis and their patron. The Clondis must only 
accept that which can be afforded by the patron; it would be a 
dishonour to take more. The reputation of the Clondis ensures 
that most people would not try to ‘con the Clon’. Many have 
died by doing so. The same goes for those that would imperson- 
ate a Shevin. Normally a real Clondis group would be sent out to 


track the impostors down and deal with them in the time hon- 
oured traditions of pain and death. 


It should be noted that the Clondis do not exist to simply make 
money, although satisfied wealthy customers ensure the Halls’ 
continued upkeep. No worthy task would ever be turned down 
by the Clondis. They are the protectors of the innocent and the 
champions of the poor. Often the honour gained is reward enough 
for the Clondis. 


The ACs as Clondis 


Gargentihr is a vast and alien world, ripe for exploration by those 
souls brave enough to do so. The Clondis are the lynch-pin of 
the basic game, providing the players with a mutually compat- 
ible background and allowing the Narrator to guide these new 
travellers across the continent of Agasha. 


It should be stressed that the ACs are in no way ‘company men’, 
working with unerring loyalty for a faceless corporation. The 
Clon Halls are small close-knit affairs where friendship and hon- 
our binds the members together. The Clondis fight for equality 
and justice, often overcoming great odds to accomplish their 
goals. 


The Clondis’ honourable code of Aja paint a picture of an or- 
ganisation that is true and good, but like all things, the reality is 
rarely as one-sided as all that. The Clondis have had to shed 
much blood to achieve the secrecy that they require, a fact that 
has not been forgotten by a great many people. Most Clondis 
must be competent with a blade if they are to survive against 
their foes. 


Gevuria is a nation striving for true civilisation, but the cost of 
such a goal is high, and the swamptowns and frontier posts can 
be as hostile an environment as the teeming jungles and great 
deserts which surround them. Survival is difficult in the New 
World, and even more so for members of the Clon Halls. The 
risks are high but the rewards are great indeed. Good luck! 


Creation 


This was it. This was finally it! After weeks that had seemed like months, Palmer was to meet the other new 
Clondis. He seemed to have spent his whole damn life in the Sanctor's Temptation, asking Lighter when the 
meeting would be. As usual, the white eyed son-of-a-bitch had tapped the side of his nose and simply said 
‘Soon’. Palmer was practically a regular in the Temptation now, sticking to the lowest floor of the den, 
rather than the two busier floors above. 


From the little that he could weasel aut of Lighter, these new Clondis were the first to be taken on by the 
Hall in nearly ten years. The High Shevin, Master Spry, prided himself in choosing only the very best for the 
Temptation, even by Clondis standards. Palmer had felt a swell of pride when he had heard some of the 
names turned away by the High Shevin. 


Lighter led the way over to a corner booth, lit only by a dim red corn-lamp. Three other figures sat quietly 
talking in the gloom. Lighter placed a tray of drinks on the table and motioned for Palmer to take a seat. 


My friends, this is Palmer Shandane, the fourth and final member of your Shevin.’ 
Palmer nodded to the others as Lighter introduced them, one by one. 
This is Tymon Harral, a notable fellow of science’. 


Harral was an intense looking Karro with heavy sideburns and a receeding hairline. He wore a many- 
pocketed waistcoat conunonly used by his profession. The two studied each other intently before Tymon 
extended a firm hand, 


‘Our Ha ‘esh friend is Ganna of Clan Moun. She is an honoured channi amongst her people’. 


Palmer raised an eyebrow. It was said that the Clondis took allinto their ranks equally, but he had not dwelt 
upon this thought. A female Ha esh was certainly an eye-opener! Ganna rose and bowed low. She wore 
immaculate robes, and appeared almost regal in stance. The channi were legendary holy warriors, respected 
by all. For the second time Palmer felt humbled by his place in the Clondis. 


‘Finally, this is Karrath Hess of the Kyros Instructus.’ 


A tall, gaunt figure clad all in black sat in the darkest recesses of the booth, his features flickering with an 
unreal transparency. He nodded slightly whilst absent-mindedly fingering a small, mechanical box, Multi- 
coloured flashes of energy occasionally licked the side of the contraption. Palmer feigned disinterest but his 
heart leapt. This was a Kyromancer! Feared and reviled across Gevuria, it was said that they were barely 
human. Palmer silently warded himself under the table. Karrath smiled in the darkness. 


Lighter continued, a more serious tone entering his voice. 


‘Today you undertake the greatest vows of your lives. Yowall have your own skills, beliefs and goals, but you 
are now part of agreater whole. You have entered a path that is steeped in tradition, respect and honour, 
and you cannot stray from this path once you have set foot upon it. You have turned the corner, friends, and 
you face the fire. Are you ready to take the Shevin Oath ?’ 


The other adventurers solemnly accepted the offer, one after another. Palmer studied his three companions. 
In the coming seasons his life would liein their hands. Were they trustworthy? Were they capable? Was this 
too great a risk to take? 


‘Palmer?’ 


He looked Lighter straight in the eye and thought of Spry, the Oath and the legends. He had come too for to 
back out now. 


Palmer nodded slowly. If he was going to become Clondis, then he would be the best ever. His new life was 
just beginning... 


Creating A Character 


In “Tales of Gargentihr” each player must generate an adventur- 
ing character (AC). This is the guise in which the player will 
explore the world of Gargentihr and interact with the other play- 
ers and the Narrator’s creations. Each adventuring character is 
defined through a number of choices and die rolls as outlined 
below. 


Every AC is destined for great things, but their past is as impor- 
tant as their future. Each Character will have a detailed history, 
and a number of skills, contacts, trusted friends and bitter en- 
emies all created before he starts to play the game. This is role- 
playing, after all. We feel that every character should be special 
and unique to reflect this. 


Role-playing is a social hobby, and there should be several play- 
ers in the game. Each player, except the Narrator, must generate 
his own character for use in the game. This party of characters is 
known as a ‘Shevin’; the collective noun for a group of Clondis. 


This group is an important concept in Gargentihr. The players 
are all sum parts of a greater whole. Each character will have his 
own strengths and weaknesses, and only by working as a team 
can the players overcome the tasks set for them by the Narrator. 


As a player your task is simple. You must roll a number of dice 
and generate a living person. Your AC should be more than mere 
numbers on a character sheet. Most of the enjoyment of role- 
playing is to act out the life of your alter ego on the world of 
Gargentihr. This chapter will allow you to do just that. 


Before You Begin... 


Before you start to create your characters which will make up 
the Shevin, there are a number of sections which the Narrator 
should read. Gargentihr is a very different world from other Fan- 
tasy Role Playing Games (FRPGs) and you should try to keep to 
the flavour of the game at all times. 


The Narrator, and any other players if they have the Narrator’s 
permission, should read through the following sections before 
creating a character :- 


f 


f 
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Yes, we know that this seems like a lot of work. Relax! It is only 
a game, after all. You don’t have to memorise everything. Just 
get an idea of what the world is like. If you don’t like a rule or a 
part of the background, then change it or drop it until you feel 
comfortable with it. 


The Background and Digest chapters to get a feel for 
the world of Gargentihr. 


The Clondis chapter to understand what the motivations 
and goals of the characters are. 


The Gameplay chapter for additional ideas on how to 
role-play. 


The Narrator is responsible for running the game and for con- 
trolling the characters. He should make up only one character at 
a time, as there are a lot of notes to be taken as you go along. It 
can take quite a while to make up a character’s background, but 
it can add a great deal to a continuing game (called a campaign). 
Feel free to ignore all the Event Table rolls if you prefer to. 
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The Steps of Creation 


There are eight steps to Character Generation, as outlined below. 
Each one is discussed, in order, in this chapter. 


AC Creation 

1) Conceptualise your Character. 
2) Roll your Characteristics. 
3) Choose your Race. 
4) Roll your Family Background. 
5) Work through your 6 Terms. 

a) Travel Path 

b) Term Length 

c) Term Events 

d) Spend Skill Points 
6) Calculate your Attributes. 


7) Equip your Character. 


8) Round Out your Character. 


The Character Concept 


The first step of Generation is to decide what type of characters 
all of the players are going to role-play. The Gameplay chapter 
gives advice on how to create a balanced and well rounded party. 


In basic terms, there are four types of character you can play. 
These are :- 


f 
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The Fighter. Whether it be a swashbuckling gentleman, 
an honourable Channi, or a brutal Gin-ghan player, these 
characters are responsible for the protection of the party. 


The Scholar. These characters have a wide array of skills 
and talents, specialising in languages, technology and 
knowledge. From the shrewd streetman detective, to the 
wise Lysh, they provide much of the information gath- 
ered by the Shevin. 


The Rogue. Every Shevin requires a character with a 
sleight hand and a talent for stealth. Rugged pathsilkers, 
streetwise Tavin and acrobatic Danja best suit this role. 


The Mystic. At turns, these are the most powerful and 
the least useful characters. They have many strange pow- 
ers and dark secrets, but they can never fit in with the rest 
of society. The ancient Mujo and the black-clad 
Kyromancer are the greatest of mystics. 


Even if you do not yet decide on your profession, you should 
choose one of the four types to base your character around. You 
may find that your original idea changes as you flesh your AC 
out. The important thing is that you build a character which you 
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Characteristic Rolls 


The next step in creating a character is to roll for your character- 
istics. These numbers represent the adventuring character’s 
(AC’s) physical and mental capabilities and have a maximum 
range of between one and ten, with a human average of four. 


Many races have a maximum of greater than ten in certain char- 
acteristics. If a race receives a racial bonus to a characteristic, 
then the racial maximum is also raised by the same number. Like- 
wise a racial minus will lower the racial maximum. However no 
characteristic may go below one. KAI is an exception to this, 
since after character generation it can go down to zero and it 
may rise as high as twenty. 


Before creating your adventuring character read through the de- 
scriptions of the different characteristics below. These are split 
into two sections :- Physical and Mental characteristics. 


Physical Characteristics 
STR 


is strength. This is a measure of physical prowess. In 
game terms STR determines the lifting and carrying 
capacities of the character. 


is health. A character’s health indicates how resistant 
to illness, disease and physical punishment the char- 
acter is. In game terms, HEA determines the chance 
that an ay will affect the character. 


HEA 


is agility. This indicates how lithe and quick a char- 
acter is. AGL is the basis for determining initiative 
(INIT). 


AGL 


MAN is manipulation. A character’s manipulation is an in- 
dication of their ability to perform intricate, complex 


or delicate manual tasks. 


is stealth. This is a measure of your character’s abil- 
ity to remain unseen and avoid detection in different 
situations. 


STE 


is combat. This is a mixture of speed, raw ability and 
the will to win. It represents an AC’s basic skill with 
any form of combat. 


COM 


Mental Characteristics 
SEN 


is senses. This characteristic covers all forms of per- 
ception and represents all the character’s natural 
senses such as sight and hearing. 


KNO 


is knowledge. A character’s knowledge is a measure 
of his ability to memorise, learn and process infor- 
mation. 


is Kai. This characteristic is the character’s spiritual 
link with Gargentihr and its people. It is a measure of 
empathy, charisma, inner strength and self esteem 
radiating from the character. As characters perform 
honourable deeds their KAI will increase. Likewise, 
dishonourable and antisocial behaviour will reduce 
this characteristic. 


KAI 


Through noble pursuits and actions a Clondis will gain 
the respect of his peers and may become an influen- 
tial and important individual. The system for gaining 
Honour Points (HPs) and thus increasing KAT is fully 
described in the Honour chapter. 


DAL 


is Dalshra. Gargentihr is a world surrounded by a 
strange energy known as Sa which flows through all 
its inhabitants. Dalshra is a character’s innate ability 
to manipulate and channel the Sa. The Kyromancers 
of Gevuria require this ability to control their 
Kyroware equipment. 


A player rolls for all the above characteristics on Table | below. 
All characteristics are normally rolled for on the ‘Medium’ col- 
umn using a D20 except DAL which starts slighted, and is there- 
fore rolled for on the ‘Slighted’ column also using a D20. 


A player may choose to favour a characteristic by rolling on the 
‘Favoured’ column. However, for every characteristic favoured, 


Table 1. Characteristic Rolls. 
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one must be slighted. Slighted characteristics must be rolled for 
on the ‘Slighted’ column. 


Favouring DAL takes the roll up to the ‘Medium’ column. DAL 
may be favoured twice so that the ‘Favoured’ column is used but 
a second characteristic must also be slighted. DAL cannot be 
slighted. 


The KAI characteristic is always rolled on the ‘Medium’ col- 
umn. It may not be slighted or favoured. 


If, after rolling, the characteristic total is less than 48, the player 
can add points to the characteristics to bring them up to this to- 
tal. 


Jamie has decided that his charac- 
_ ter will become amember ofa 
Society but he hasn't decided which 
one yet. He knows that a good KNO 
is useful in a Society so he decides to 
favour KNO; he will roll for KNO 
on the ‘Favoured column of Table 1. 
Jamie also decides to favour his 
character's SEN which means he 
will roll for it on the ‘Favoured’ 
| coftumn. 


Because Jamie favoured two char- 
acteristics he now has to choose two 
that he will slight. Although he 
would prefer not to slight anything, 
he has to follow the rules and even- 
tually decides on STR and STE (his 
character will rely on his brains to 
get out of trouble). These two char- 
acteristics must be rolled on the 
‘Slighted’ column. 


Character Race 


Each player assumes the role of a human from Gargentihr. There 
are four main human races to be found on the continent of Agasha, 
the location of our tales. The player assumes the mantle of a 
character from one of the two main human races to be found in 
the southern realm of Gevuria. This is the area central to ‘Tales 
of Gargentihr’ in the basic game. These two races are discussed 
briefly below and more detail of these people can be found 
throughout the rules. 


Gevurian Clondis are predominantly Karro, for most Ha’esh pre- 
fer to remain in their secluded swampland cuari. Most Shevin 
consist of Karro with perhaps one Ha’esh who has been brought 
up within Karro society. 
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The Karro 


The Karro have the most advanced civilisation on Agasha and gyi people, the swamp Ha’esh have been corrupted by the power 
lead the way in most scientific fields. They have dark, piercing —_ of the Darklands. They say the Ha’esh commune with the de- 
eyes and sharp features with hooked noses and long narrow faces on inhabitants of the Non-place and gain many strange and 
with a dull ruddy complexion. They are a hirsute race with their gyi] powers. According to the Karro Church of Sanctology, the 
heavy eyebrows and beards giving them a dark and scowling —_ only way that the Ha’esh can be saved is through Sandis. The 
appearance. Karro have taken it upon themselves to spread the word of the 


The Church of Sanctology claim that although they are not an 


Church throughout Agasha. 


History 
The Karro invaded from their home continent of 
Lathmir nine decades ago and have slowly built 
a powerbase within this new land. The Karro 
are now stranded on Agasha but have grown 
to consider the land as their own. Karro 
culture is both cultivated and artistic but 
they have a sense of pride for their cul- 
ture that borders on arrogance and rac- 
ism. The Karro are, however, an hon- 
ourable race and believe in both fair 
play and in the strong traditions of 
their culture. Everything undertaken 
by the Karro is done in an artistic, and 
some would say flamboyant, manner. 
Their high self-esteem is reflected in 
all their undertakings. Karro enjoy 
long debate and complex political ma- 
noeuvring, and the running of Gevuria 
reflects this attitude. 


Outlook. 


The Karro are proud of their achievements and 
have turned what they consider an unculti- 
vated and wild land into a cultural and trade 
centre. They are trying to recapture the 
glories of the civilisation found on 
Lathmir and have built the ports of Treth 
and Geva in the style of the mighty cit- 
ies of their homeland. Much of the 
Gevurian swamplands within their 
provinces are still outwith their direct 
control, especially in the more outly- 
ing regions. Even these areas, how- 
ever, are slowly being taken into the 
Karro sphere of control as their Soci- 
eties and plantation owners slowly 
spread out from their now established 
powerbases. 


The Karro are a naturally adaptive race 
of explorers, scientists and adventurers. 
They are leaders in all technological fields 
and have built an impressive communica- 
tions network across the swamps. Great in- 
stitutions imported from Lathmir such as the 
Church and the Geographical Society now wres- 


Politics 
It is the great Societies of the Karro that 
form the basis of Gevurian culture. Each of 
these Societies has a position in Gevuria re- 
lated to its political power and social achieve- 
ments, and each Society member is accorded a so- tle for control of Gevuria, with many new powers 
cial position depending on his abilities, experience and such as the Chronological Society and the Institute of 
merits. It is by rising through the social ranks of one Society that | New Science becoming ever stronger. 

a Karro may achieve notability and fame. 


Most of southern Gevuria is now controlled by the Karro and Characters 
their Societies, and their empire is growing. The local Ha’esh 
found in the swamptowns and ports are now considered ‘civi- 
lised’ by the Karro and have been absorbed into much of this 
culture. The Ha’esh living outwith Karro civilisation, however, 
are feared. It is said they worship strange gods, and have no 
knowledge of the One True God, Sandis. 


Karro ACs come from many different backgrounds, and may 
belong to one of the Gevurian institutions that now run the realm. 
Karro characters will have more freedom than their Ha’esh coun- 
terparts, and will be able to blend into the higher social ranks 
more easily. They will also have access to many of the scientific 
and technological innovations that have been recently created. 


Karro Racial Characteristics Karro Racial Modifiers 


Hair colour - black and straight Characteristic Modifiers - none 
Eye colour - dark brown / grey Speak Gevurian - 6 (SEN) 


Height - 5 ‘8 “to 6 °4“ Literacy, Lathmirian - 4 (KNO) 


Weight - 160 Ibs to 280 Ibs Cultural lore, Gevurian- 2 (KNO) 
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The Ha‘esh 


The Ha’esh are a squat, muscular race and are the only humans 
that are native to Agasha. They have a darkly tanned complex- 
ion with black hair and are of hardy stock. Their narrow, slanted 
eyes burn fiercely with an inner fire, and come in many strange 
colours. It is said that they can tell each others clan importance 
from the hue of the eyes. 


Nature 


The Ha’esh are swamplanders by nature and marv 
stay within their secluded swamp cuari, never 
venturing into those parts of Gevuria now run 
by the Karro. The Karro look down on the 
Ha’esh for their simple ways and lack of a 
common civilisation, but fear them for 
their mysterious and ancient beliefs and 
the powers held within. The clans of the 
swamps wear coloured paints called 
junn, and shave their heads in different 
patterns to denote clan affiliation. 
Those Ha’esh who have become ‘civi- 
lised’ no longer use these traditions, 
and wear more sombre clothing. 


Ha’esh are a passive, silent people who 
avoid communication with strangers. 
They keep to themselves and use the 
Silent Way to talk to other members of 
their close-knit clan. Almost every 
Ha’esh has ties to one of the many clans, 
and considers his family and clan the most 
important aspect of his life. Loyalty to clan 
and relatives is the most important virtue and 
an individual’s dishonour reflects on his cuari. 
All wear their clan’s Rai proudly. 


Upbringing 

AC Ha’esh are born into one of the town clans found throughout 
the swamptowns of the Karro empire. They have been brought 
up in an environment that has mixed the new technologies and 
ways of the Karro with the ancient beliefs of their ancestors, and 
do not fit comfortably into either. The Karro treat them as sec- 
ond class citizens, whilst the swamp clans regard them as having 
turned their backs on the old ways. 


4 ° ° ° 
Ha'esh Racial Characteristics 
Hair colour - dark brown / black 
Eye colour - varies depending on status 
Height - Se toe 


Weight - 130 Ibs to 180 Ibs 


Enlightenment 


Most AC Ha’esh leave their clan once they have undertaken the 
coming of age ritual known as ‘the Fynning’, for they know that 
greater things are expected of them. At this time they have the 
right to choose to seek enlightenment by travelling abroad and 
can choose to follow any apprenticeship outside of the clan’s 
cuari. Some ACs can choose to stay in the clan to become Warraji, 
and will follow that apprenticeship. 


AC Ha’esh leave their clan to seek the path of enlighten- 
ment, and to perhaps become Re-cha or ‘Enlightened 
One’. They have received the blessing of the lo- 
cal Kai-cha and have ceremonially ‘died’ in 
the eyes of their clan. This takes place in a 
complex ceremony known as ‘Gharrana 
Lo’Teh’. Once complete, the AC receives 
golden coloured eyes which indicate that 
he seeks enlightenment. He will then 
be treated as a neutral party by all 
Ha’esh clans, including his own. 


Outlook. 


Ha’esh are a patient and philosophi- 
cal race who passively observe as the 
Karro empire moves northwards. 
They believe that the great wheel of 
life, the Chon’da Harek, will turn 
again and that someday they will once 
more call the swamplands their own. 
The Ha’esh worship a huge pantheon 
of spirits known as Kyashi, with each 
spirit being linked to a particular piece 
of nature, such as a rock, tree, stream or 
island. Each cuari also has a Kyashi spirit 
that protects the village and its people. The 
holy man, called the Kai-cha, communicates be- 
tween the Kyashi and the Ha’esh. 


Characters 


AC Ha’esh are assumed to be ‘civilised’. They have lost most of 
their ties to their own people, and are a part of Gevurian society. 
They may know a few of their peoples legends, but they remain 
outsiders. AC Ha’esh will have no family name, and may use the 
term “Hashi’, or ‘seeker’, as their second name. AC Ha’esh have 
golden eyes as they have left their clan to seek enlightenment. 


Ha ‘esh Racial Modifiers 


+1 HEA 
4 (SEN) 
5 (SEN) 
4 (SEN) 
2 (KNO) 


Characteristic Modifiers - 


Silent Way - 


Speak Gevurian - 


Speak Ha’esh - 


Cultural lore, Ha’esh - 


Character Background 


Each AC will begin with a number of skills learnt as he grew up. 
Each skill covers a field of knowledge, such as speaking a lan- 
guage or building a ship, or an ability, such as firing a bow or 
riding a horse. The Skills chapter covers all the skills in more 
detail. 


To gain skills and develop a starting AC, the player will guide 
his AC through his younger years, choosing career paths as he 
goes. This is an important part of character generation for it de- 
termines the AC’s abilities, outlook and friends and enemies. 


Gargentihr long distance travel is still restricted to the privileged 
and wealthy. For this reason, beginning AC’s will find the world 
outside of their home realm to be strange and exotic with only 
legends and rumours to guide them. They will know little more 
about Agasha than the players guiding their actions. 


Family Background 

Every character has a background, which includes his upbring- 
ing, his native home and details of his family. The character must 
roll a D20 and look up the corresponding number on table 2 or 3 
below, whichever is appropriate to the character’s race. This ta- 


ble will tell you the social status of the character’s family, the 
location of his home, and a little of his past. The character will 
also receive skills, which are the abilities gained as he grew up. 


A starting AC will be around the age of 25 and will have trav- 
elled little outside of Gevuria’s swamptowns and ports. On 


Table 2. Ha’esh Family Background. 


D20 Location Background 


1 Town You were abandoned by your family in the swamplands of a Karro Province and you grew up fending for 
yourself. You were a loner taken in by the local Ha’esh outside the walls of the nearby Karro stone complex. 
You are ashamed that you have no Clan and family, and seek your true parents. 


Survival, swamp- 3 (HEA) ; Animal lore- 2 (KNO) ; Swimming, water- 1 (STR) ; 0 WPs. 


You ran away from your family at an early age and grew up on the streets of a Karro swamptown. You were 
adopted by the few local Ha’esh living within the walls of the stone Karro complex. You are proud of your 
people and seek to gain the honour of full Clan status. 

Crowd manoeuvre- 3 (AGL) ; Sneaking- 2 (STE) ; Brawling- 1 (COM) ; 1 WP. 


You were raised in a small cuari high in the Gei-trees surrounding a Karro swamptown. You lived outside of 
the stone complex and avoided contact with the tall invaders. You are a proud Ha’esh and seek the path of 
enlightenment to bring honour to your Clan. 

Survival, swamp- 3 (HEA) ; Swimming, water- 2 (STR) ; Boating- 1 (MAN) ; 1 WP. 


You were raised in a cuari near to a Karro swamptown under the guidance of your father, who was a clan 
elder. You are expected to follow in the footsteps of this great man, but must first seek enlightenment outside 
the confinements of the cuari 

Cultural lore, Ha’esh- 3 (KNO); Meditation- 2 (KAI); Survival, swamp- 1 (HEA) ; 2 WPs. 


You were raised in a clan cuari in a Karro Province by your mother who was a pathsilker. Your family held an 
honourable position within the Clan, and your mother was a spokeswoman between Karro and Ha’esh. You have 
seen both cultures as you have grown, and you have pledged honourable allegiance to a Karro noble family. 
Survival, swamp- 3 (HEA) ; Sense Sho’ta- 2 (KAI) ; Cultural lore, Gevurian- 1 (KNO) ; 3 WPs. 


You were raised in a Karro noble’s house after being found as a young child in the Province swampland. You have 
seen both cultures as you have grown, and you have pledged honourable allegiance to a Karro noble family. 
Cultural lore, Gevurian- 3(KNO); Literacy, Lathmirian- 2 (KNO) ; Etiquette- 1 (KAI) ; 3 WPs. 


Your parents died at an early age and no other relative was found to care for you. You grew up a loner but 
were cared for by the people of the cuari in which you were born. You still follow the way’s of your Clan. 
Survival, swamp- 3 (HEA) ; Swimming, water- 2 (STR) ; Boating- 1 (MAN) ; 1 WP. 


Your were raised in the Gei-slums of a Karro swamptown, and your family still resides in the stone complex. 
You are a proud member of your Clan and seek to bring honour to your family through enlightenment. 
Crowd manoeuvre- 3 (AGL) ; Culture lore, Gevurian- 2 (KNO); Brawling- 1 (COM) ; 2 WPs 


Your father pledged his allegiance to one of the Karro Societies and has worked for them ever since. You 
were raised within the walls of the Province town and have seen more of the Karro than of your own race. 
You still uphold your Clan’s ways and are determined to bring honour to your people. 

Culture lore, Gevurian- 3 (KNO); Etiquette- 2 (KAI); Literacy-Lathmirian-1 {KNO) ; 4 WPs 


You were raised in a village near the swamp-farm at Ronth where your father worked as a gardener for the 
Institute of Medicine. You are a member of the local Clan and seek to bring honour to your family. 
Herb lore- 3 (KNO) ; Plant lore- 2 (KNO) ; Survival, swamp- 1 (HEA) ; 4 WPs. 


You were raised by your family in a Karro swamptown, where your father is a craftsman in the local bazaar. 
You are ashamed that your family have turned their back on the Clan ways and have sworn to regain the 
honour once held by your father. 

Value lore- 3 (KNO) ; Culture lore, Gevurian- 2 (KNO) ; Race lore- 1 (KAI) ; 4 WPs. 


You were raised by your family in a Karro port where your father was one of the few Ha’esh to work for a 
respected society man. You have pledged allegiance to a Karro noble family and aim to bring honour to this 
family and your own Clan. 

Culture lore-Gevurian-3 (KNO); Etiquette- 2 (KAI); Literacy-Lathmirian- 1 (KNO) ; 5 WPs. 


Starting Wealth 


A character will have a number of starting Wealth Points related 
to the wealth of his family. The number of starting Wealth Points 
(WP’s) a character has is also shown on the Family Background 
tables below. Keep a tally of the character’s WPs during crea- 
tion, for he will gain an amount of the Agashan currency (cylin- 
ders, or cyls’) depending on his WP total. 


Background and Skills 


The character receives certain skills pertaining to his race, such 


Social Status 


There is no definable number or series of words to describe a 
character’s social status. The description of a character’s back- 
ground from the Family Background Table describes the kind of 
family the character grew up in. From this the character can de- 
termine his social background and gain an insight into how he is 
seen in Gevurian culture, as well as how his allegiances are re- 
garded within Gevuria. The character’s race also plays an im- 
portant part in determining his childhood status, as will his posi- 
tion in the sibling ranks. The events throughout his apprentice- 
ship and occupations, as well as the careers he takes up, will also 


as languages and knowledge of the culture. These skills are listed 
under the appropriate racial description on pages 44 and 45. All 
characters receive these skills. 


determine the social position a character will have when he joins 
the game. 


A character’s social background and social position should be 
reflected in his demeanour and description. 


Table 3. Karro Family Background 


D20 Location 
Town 


Background 


You were born and abandoned in the Gei-slums of a Province town and have no knowledge of your family. 
You were raised by Ha’esh high up in their Gei-tree homes. You understand the concepts of Clan honour and 
the ways, but you can never become a full member of the Clan. 


Crowd manoeuvre- 3 (AGL) ; Culture lore, Ha’esh- 2 (KNO) ; Speak Ha’esh- 5 (SEN) ; 1 WP. 


You grew up around the Windbays and Gallery of a Province town where your father is a known criminal. 
Crowd manoeuvre- 3 (AGL) ; Sneaking- 2 (STE) ; Brawling- 1 (COM) ; 1 WP. 


Your parents were killed in a siltreaver raid and you were taken to the pirate town of Jagan. There you grew 
up amongst the siltreavers and became one of their own. 
Survival, silt- 3 (HEA) ; Swimming, silt- 2 (STR) ; Sailing- 1 (MAN) ; 2 WPs. 
Your parents died at an early age and no other relative was found to care for you. You grew up a loner on the 
stone streets of a Province town. 
Crowd manoeuvre- 3 (AGL) ; Sneaking- 2 (STE) ; Brawling- 1 (COM) ; 2 WPs. 
Your father worked as a respected doctor at the Institute of Medicine’s herb-farm at Ronth. You grew up 
amongst Ha’esh clan folk and learnt a little of their ways. 
Herb lore- 3 (KNO) ; Plant lore- 2 (KNO) ; Cultural lore, Ha’esh- 1 (HEA) ; 3 WPs. 
You were raised in the docks quarter of a Province town by your family and worked with your father who was 
a sailor and a fisherman there. 
Swimming, silt- 3 (STR) ; Sailing- 2 (MAN) ; Boating- 1 (MAN) ; 2 WPs. 

‘ You were raised in a Karro Province town under the guidance of your father who was an officer of the local 
Regiment. Your father expects you to follow in his footsteps. 
Endurance- 3 (HEA) ; Unarmed combat- 2 (COM) ; Etiquette- 1 (KAI) ; 4 WPs. 
You were raised by your family in a well-off section of town where your father was a successful merchant. 
You were sheltered during these early years and only learnt about life when you began to travel. 
Value lore- 3 (KNO) ; Persuade- 2 (KAI) ; Etiquette- 1 (KAI) ; 5 WPs. 
You were raised by your family in a well-off part of town where your father was an important Society man. You 
attended a private school run by the Society that he was a member of. 
Etiquette- 3 (KAI) ; Classics- 2 (KNO) ; Judicial lore- 1 (KNO) ; 6 WPs. 
As members of the aristocracy, your parents were high ranking society members with political clout. You 
were taught by private tutors and other scholarly members of your family, which happens to be one of the 
most influential in Gevuria. 
Etiquette- 3 (KAI) ; Classics- 2 (KNO) ; Judicial lore- 1 (KNO) ; 8 WPs. 
As a member of the aristocracy, you were brought up amongst the richest and most powerful members of 
Gevurian society. You remain loyal to the family that raised you and arranged to have you tutored by some of 
the most brilliant scholars of the time. 
Etiquette- 3 (KAI) ; Classics- 2 (KNO) ; Judicial lore- 1 (KNO) ; 8 WPs. 
Your father has a seat in the High Chamber of Lords and thus is considered as both a powerful political man 
and a member of Karro nobility. You are an heir both to his seat and his title and have been brought up 
knowing this. Your education was amongst the elite of Gevuria and you are expected to uphold the traditions 
of the powerful family that you are an important member of. ‘ 


Etiquette- 3 (KAI) ; Judicial lore- 2 (KNO) ; Classics- 1 (KNO) ; 10 WPs. 


Location 


The Family Background Tables also determine the place where 
the AC was raised. This may be one of the swamptowns built by 
the Karro or one of the great Gevurian ports found along the 
coast. 


If the location states simply ‘town’ or ‘port’ then the player must 
roll on the table below to determine where he was brought up. 
This location will be important later in Character Generation, 
for it determines the ACs starting location on the Travel Path.. 


Table 4. Family Location. 
D20 
1-9 Rol-Katgl 
10-17 
18-20 


D20 
1-10 
11-17 
18-20 


Town 


Vespin 
Sha-Bro 


Starting Age 
The AC must now roll for the age at which he decides to leave 
his family home to seek out an apprenticeship. Table 5 below 


determines this age. 


Table 5. Starting Age. 


D20 1-5 6-10 11-15 16-20 


Age 13 14 14 16 


Further Development 


The character must now work through his first years of adult- 
hood. These times in his life are described as ‘terms’ and all 
characters have 6 of these terms to work through before charac- 
ter generation is finished. 


During these six terms, the character will undertake one appren- 
ticeship and at least one occupation. These choices will provide 
the character with the skills and abilities that he can use in the 
game. The following section describes the separate steps that 
the AC must follow for each of the six terms. 


The Travel Path 


The Travel Path is a stylised chart of the different locations within 
Gevuria. It can be found on page 56 of this chapter. During his 6 
terms, the character will move between several of the Travel Path 
locations, finding suitable places to pursue his apprenticeship 
and further occupations. The character will start his journey on 


the Travel Path in the location of his upbringing as derived from 
the Family Background Table. This will be where he spends his 
first term, unless he elects to travel immediately. 


Travel 


At any point in his 6 terms, except when pursuing an apprentice- 
ship or occupation, a character may elect to move around the 
Travel Path. Below are the rules for using the Travel Path . 


p The player may travel from any one location to any other 
one location during one term. This must be done at the 
start of the term. 


os Travel between two locations takes only a fraction of the 
entire term length, and thus does not reduce the SPs gained 
for that term. The character is assumed to spend almost 
all of the term in the new location. 


fp When travelling, the event for the term is rolled on the 
Location Event Table appropriate to the location where 
the character finishes his term. 


Locations 


On arrival at any one of the locations described on the Travel 
Path, the character must decide which of the apprenticeships or 
occupations listed at the location that he is going to pursue. He 
must choose to undertake one of the options open to him and can 
only choose between those listed in that location. 


Apprenticeship 


Every character must complete an apprenticeship prior to start- 
ing an occupation. He may move around the Travel Path to find 
the apprenticeship he wishes. In order to be accepted into the 
apprenticeship he must satisfy the characteristic and racial re- 
quirements listed. 


of All apprenticeships are fully described in the Appren- 
ticeships chapter. 


p The character must remain at that location for one full 
term to complete his apprenticeship. 


a The SPs gained for this term must be spent on the skills 
listed under the apprenticeship. 


p Once the AC has completed this term, he is free to travel 
around the Travel Path and to undertake any occupations 
which he is suited to. 


Occupations 


Once a character has completed his apprenticeship he must elect 
to take up an occupation. These can be found in the Occupa- 
tions chapter. 


& The AC may travel in search of a suitable occupation but 
must satisfy the requirements listed to enter any occupa- 
tion chosen. 


p Once an occupation has been started, the character must 
stay at the location until the minimum number of terms 
have been served. 


p The character may decide to stay on for longer than the 
minimum number of terms listed. Each additional term 
over the minimum is worked through in the normal way. 


o A character may complete as many occupations as he 
wishes, but must serve the minimum terms in each. If the 
character does not have enough terms left to complete 
the minimum term length then he cannot enter that occu- 
pation. 


fp When the character finishes the terms for an occupation, 
the character gains any equipment listed under the occu- 
pation description. A starting character only receives the 
equipment from ONE of his occupations. 


Term Length 


Each term begins with a roll on Table 6 to determine the length 
of the term and the number of Skill Points (SPs) accumulated 
during that term. The character can spend his points on the ap- 
prenticeship, occupation or travelling options depending where 
he is during that term. He can also use some, or all, of these 
points to place into wealth or to increase any of his characteris- 
tics. 


Table 6. Term Length. 
D20 1-2 3-6 


7-14 15-18 19-20 


Length 1 year 1% years 2years 2’2years S years 


SP’s 24 28 32 36 40 


Remember that a year on Gargentihr consists of 32 weeks of 8 
days length. 


The Term’'s Events 


During the term, the AC will encounter a situation that will have 
an effect on his life in some way. This situation is randomly gen- 
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erated by rolling on the tables and creating an appropriate situa- 
tion from the results. 


This process should generate an interesting event for each of the 
6 terms. The Narrator should feel free to alter the outcome of any 
dice roll to fit in better with the character’s development. The 
following steps should be followed to generate the encounter :- 


f 


Roll on the Location Events Table appropriate to the cur- 
rent location of the character. These tables can be found 
in the Travel Path section at the end of the chapter. If a 
character spends a term travelling he is assumed to only 
spend a small part of the term actually travelling and the 
major part finding his feet in his new location. In this 
case, roll for events on the table appropriate to the char- 
acter’s new location. 


If needed, roll on the Individuals Table, found after the 
Event tables. This will determine the profession of any 
Individuals met in the encounter that were not mentioned 
in the Location Event roll. 


Roll on the Outcome Table found under the Individuals 
table. This determines the final outcome of the encoun- 
ter. This roll determines if the event has aided or hin- 
dered the AC, and is perhaps the most important roll of 
the event. 


Jamie rolls on the Vespin Events Table, 

found in the Travel Path section of this 

chapter, for every term that Palmer 
spends in Vespin. 


In the first term Jamie rolls a 7. Palmer 
is caught up in local political intrigue. 
The Narrator rolls on the three tables 

on pages 60 and 61 to determine if there 

are any other individuals involved and 
what the eventual outcome of the event — 
is. Rolls of 12, 16, 4, 5 and 10 provide a 

Doctor of the Institute of Medicine who 
is fanatical and has an intense rivalry 
with Palmer. Because Palmer is still so 

vows the Narrator changes rivalry to 
dislike and Palmer has his first enemy. 

The Narrator then pieces the following 

together :- 


During Palmer's first year at the School 
of Lore, he makes an enemy of a re- 

nowned doctor called Ulthar Dannin. 

Palmer is only age fourteen at the time 
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The Narrator must now combine the above elements of 
the event into a cohesive story that fits into the charac- 
ter’s background. It is also important that you role-play 
the encounter. The Narrator should give the player some 
options to follow during the event, and he should modify 
the outcome of the event, depending on what the player 
decides to do. 


In effect, the events section is like a mini role-playing session, 
with both the player and the Narrator ad-libbing. The most im- 
portant thing to remember is that no dice roll need be followed. 
Choose events which fit in with the character concept and sim- 
ply feel right, rather than slavishly obeying the dice. 


Do not be alarmed if it takes some modifying of the dice rolls 
and alteration of the facts to reach a satisfactory conclusion. The 
important thing is to generate a character with an interesting back- 
ground that provides the Narrator with scenario hooks during his 
campaign. The Gameplay chapter details the event rolls for an 
example character and should give both Narrator and players 
some hints about this section of character generation. 


It should be remembered that the Narrator can shape things as he 
pleases to make a good event. In the example below the political 
side took second place to the doctor’s involvement. Both Jamie 
and the Narrator would take notes of the doctor’s name and the 
event for future reference. If during the other 5 terms a similar 
event was rolled, the Narrator can choose to totally ignore it and 
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and Jamie has not yet decided what sort 
of character Palmer is, so it is probable 
that he becomes involved in a passive 
way. Still, the Doctor has an intense 
dislike of Patmer so the incident must 
have > Sheep both parties greatly. The 
Narrator decides that Palmer witnessed 
the good doctor murder a Chinte’ sailor 
in a dingy alley beside the School of 
Lore. Now Jamie must decide what 
Palmer does. 
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Jamie decides that Palmer was too 
scared to act at the time and ran from 
the scene. This leaves the Narrator to 
determine why the doctor dislikes 
Palmer, so he throws in another twist. 
The doctor saw Palmer and fears that 
he’tl turn him into the streetmen. Al 
Palmer knows is that the doctor holds a 
position on the council and somehow has 
found out who Palmer is. The Narrator 
can use this situation in a scenario later 

on. 


throw in a different one or to have the Doctor make another ap- 
pearance. Variety is the spice of life and role-playing campaigns. 


Spend Skill Points 

The Skill Points (SPs) received from Table 6 may now be spent 
on skills listed under the appropriate apprenticeship or occupa- 
tion. Any skills with a number listed in brackets are the first ones 
which must be purchased. They have to be bought to the level of 
the bracketed number. Once these minimum requirements have 
been met, the other SP’s can be spent in the areas outlined below. 


p Skills : The cost listed in each appropriate section is the 
cost per level. 


Please note that during character generation no skill can 
progress above level 6 (the characters are not yet “sea- 
soned’) or above the skills related characteristic, which- 
ever is lower. The only exception to this rule are any skills 
which are gained from the ‘Family Background’ tables. 
These may be taken at the levels listed in the tables. 


p Characteristics : Characteristics can be increased by 1 
level at a cost of twice the current level. This will in- 
crease the maximum possible skill level. KAT cannot be 
increased in this way, but HPs may be purchased at a cost 
of 1 SP each. 


pp Wealth : Throughout character generation the player can 
save SPs to earn his AC some starting money. Each SP 
saved equals one Wealth point and may be added to the 
total and compared to Table 7 once the sixth term is com- 
pleted. Total the WP’s saved and refer to the following 
table. If a character’s WP’s exceed 10 then the player 
rolls for each multiple of 10 on the table. 


Table 7. Wealth Points and Money 
WP’s 
1 60 

120 +( 

180 +/( 

240 + (D6 x 20) 
300 +(D6 x 25) 
( 

( 

( 

( 


Money (Cyls) Gained 
+ (D6 x 5) 

D6 x 10) 

D6 x 15) 


360 + (D6 x 30) 
420 +(D6x 35) 
480 + (D6 x 40) 
540 + (D6 x 45) 
600 + (D6 x 50) 


2 
3 
4 
) 
6 
7 
8 
9 
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The four steps are repeated for each of the character’s 6 terms. 
After this is done, the character should use his wealth to pur- 
chase clothing, weapons and equipment from the lists in the 
Equipment chapter. The character will also receive all of the 
equipment listed under ONE of his occupations. If he undertook 
more than one occupation, then the player will have to choose 
which occupation’s equipment he wishes to start with. 


The player can now fill in the character sheet that the Narrator 
will have kindly spent great time and money photocopying (it’s 
all part of the job). All the AC’s characteristics and skills can be 
listed on this sheet. There is also a separate ‘Background Sheet’ 
which can be used to write in details of the characters background, 
including each of the terms events. We advise that further notes 


Palmer has 36 SP’s to spend — | 
hool of Lore has 
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long term. The Sc 
no minimum requirements for 
any of the skills listed (1.e.- no 
skills in brackets) and so Palmer 
may purchase any skills he 
wants from the (ist. 
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Fascinated by the Chinte’ which 
he saw cut down by the doctor, 
| he buys 3 levels of ‘Cultural lore- 
1 Chinte’ F’har’ for 9 SP’s. He also 
takes two levels of ‘Library use’ 
| for 6 SP’s and two levels of ‘Gem 
lore’ for 6 SP’s as these skills will 
help him in his studies. Table 4 of 
the Skills chapter (ists the er 
ent languages and costs. Palmer 
learns 4 tevels of ‘Speak- Low 
Chinte’ for 8 SP’s. 6 more SP’s are 
spent on 3 levels of ‘Sight’. His 
ast point adds 1 to his Wealth 
Points to give a total of 5. 
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All of the skills are written onto } 

the character sheet under the ! 
appropriate characteristics. 

Palmer has now finished his | 

apprenticeship in the School of 

Lore and looks to the Trave 

Path to determine where he is 
going to go next. 


are made elsewhere by the Narrator for his own reference. 


The next step is to fill the character’s attributes into the relevant 
sections of the character sheet. The following section describes 
each of these attributes individually. 
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Character Attributes 


Once the AC has gone through the last of his 6 terms, the player 
can fill out the attributes section of the character sheet. The sepa- 
rate attributes are listed below. 


The Energy Bar 

The energy bar is used to keep track of the character’s current 
fatigue (FAT) level and current initiative (INIT). As a character 
suffers fatigue through strenuous activity or through Blood Loss 
(see Combat) he will gain a number of levels of FAT. The player 
keeps track of these levels by ticking an additional box on the 
left-hand side of the Energy Bar for every point of FAT picked 


up. 


The sections below describe the various uses for the Energy Bar. 
Upon first reading, these descriptions will sound more confus- 
ing than they really are. Basically, you look at your current FAT 
total on the left hand side of the Bar and apply the modifiers 
listed alongside to your INIT and to all Success Tests made. It’s 
that simple. 


Fatigue Modifiers 

As the AC’s FAT level increases up the Energy Bar, he will suf- 
fer a modifier to all his Success Tests. The Fatigue Modifiers 
listed in the middle column of the Energy Bar show the resulting 
modifier depending on the AC’s current FAT level. 


The current Fatigue Modifier suffered by the AC corresponds to 
that written in the same row as the characters current FAT level. 
Simply read along the line of the Energy Bar that the current 
FAT lies at. 


Current Initiative 

The INIT column on the right-hand side of the Energy Bar shows 
the AC’s Base INIT level. As the character’s FAT increases, his 
Base INIT falls and he gets slower. The player should write in 
the reduced INIT levels in the empty boxes above his Base INIT 
level. The FAT Modifiers are subtracted from his Base INIT to 
get the new level. 


To read the AC’s current INIT level, depending on FAT, simply 
read along the line of the Energy Bar that the current FAT lies at. 


Base FAT Level 

A character’s base level on the Energy Bar is the row equal to 
their STR characteristic. The player should mark off all the lev- 
els under that equal to your character’s STR. 


Encumbrance 

Each point of ENC carried by the AC adds one level up the En- 
ergy Bar to the Base FAT level. Mark on a number of levels 
equal to your character’s carried encumbrance (ENC) with an 
‘E’. The row where the ‘E’s end is the character’s starting level 
when he enters the game. 


A character’s FAT level may never go below this starting level, 
unless the AC drops some of the ENC that he is carrying. The 
Fatigue Modifiers on the Energy Bar are modifiers to all skills 
and rolls, as well as INIT, and are instantly applied when a char- 
acter’s FAT reaches that level. 
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Palmers Energy Bar 


Energy Bar 


~ 
eat 


Jamie fills in the falling 
INIT numbers from 13 to 
4, As Palmer gains FAT, 
his INIT will drop to these 
levels. 
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Jamie writes in Palmer's 
base INIT of 14 in this box. 


Jamie marks each level of 
ENC carried by Palmer 
with an e. The first empty 
box above these levels 
indicates Palmer's 
starting FAT level. 
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Jamie hatches all the boxes 
below Palmer's STR of 4. 


HEA Success Test Jamie writes in Palmer's 
HEA Success Test levels, 
based around his HEA 
characteristic and his 
Endurance skill. 
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Collapse and Death 

When the ACs FAT climbs to the level where ‘Collapse’ is writ- 
ten, the AC will collapse in exhaustion. When the AC’s FAT 
climbs to the ‘Death’ level, then the character has pushed his 
body too far and will soon die. This level is usually only reached 
through injury. 


It is advisable to keep an AC’s FAT levels down below the -4 
Fatigue Modifier row. This can be achieved by carrying a sensi- 
ble amount of equipment and through Resting and Healing whilst 
playing the game. 


The full rules for FAT are covered in the Game Mechanics chap- 
ter. 


HEA Success Tests 


The lowest section of the Energy Bar has a space to write in your 
HEA Success Test chances. You can add the AC’s ‘Endurance’ 
skill level to give a total HEA Success Test modifier, used when 
you are trying to avoid taking a Wound Effect. 


Initiative (INIT) 

Initiative is a measure of the ACs reaction time and general speed 
of action. It determines who acts first in a round and who will 
land the first blow in combat. Initiative is based on the AGL 
characteristic as shown on Table 8 below. 


Table 8. Initiative. 


AGL 1-2 3-4 5-6 7-8 9-10 11+ 


INIT 11 12 13 14 15 16 


INIT is written in the ‘Base INIT’ box which is found on the 
right-hand column of the Energy Bar. 


The player must also fill in the other INIT levels which will oc- 
cur as the AC becomes increasingly fatigued. This is done by 
moving up the right hand column, continuously subtracting from 
the Base INIT as you do so. It is the Fatigue Modifier which is 
subtracted from the Base INIT at each level. 


Damage (DAM) 
An AC with a particularly low or high STR characteristic re- 


ceives a modifier to the damage he can do in combat. Table 9 
below lists the modifiers. 


Table 9. Damage Modifier. 


STR 1-2 3-6 7-8 9-10 11-12 
DAM | 0 +1 +2 +4 


DAM modifiers are written beside the STR characteristic and 
into the Combat Statistic Box for each weapon carried by the 
character. 


Skills 


All of the skills bought with SPs during Character Generation 
can be written onto the character sheet under the corresponding 
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- Bar decrease odifiers of 2. 
Palmer will thus have INIT levels of ~ 
8, 6 and 4 in the three top boxes... 


Palmer has a STR of 4. He receives 
no DAM modifier 


s to any weapons 
that he uses. STR 4 is also high 
enough to allow him to use most 
weapons without a negative modi- 
fier (See the Melee Weapons Table 
in Equipment for STR and AGL 
requirements for weapons). 


characteristic. The D20 roll required for each Difficulty Factor 
(Easy / Moderate / Difficult / Impossible) is written on the right 
hand side of the skill column for ease of use during play. 


Equipment 

All items of equipment carried by the AC are listed on the back 
of the character sheet, with their location and ENC ratings listed. 
Remember that the total ENC carried is added onto the AC’s 
Base FAT Rating on the Energy Bar. 


Weapons and Armour 


Each weapon which is bought by the character has a series of 
statistics which must be recorded on the back of the character 
sheet for use during play. The type of weapon is written in at the 
top of Combat Statistic Box and all the corresponding statistics 
from the Melee Weapon Table in Equipment can be filled in. 


Missile weapon statistics are recorded in the same way, in the 
appropriate Box. The range bands for each Difficulty Factor can 
be filled in from the Missile Weapons Table in the Equipment 
chapter. 


The bottom half of the back character sheet shows a stylised 
picture of an AC Karro adventurer. You can mark in the Armour 
Values of all pieces of clothing in the boxes provided for each 
location. Remember that only the highest AV counts in any one 
location. 
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Finishing Touches 

Now all that remains to be done is to finish of the character by 
giving him a name, choosing a suitable height and weight within 
the racial guidelines set out in the racial descriptions on pages 44 
and 45 of this chapter, and giving your character a description. 
This could just be a brief description of the clothes he normally 
wears, his facial features and any interesting features; enough to 
give the Narrator and the other players an idea of what your char- 
acter looks like. Choosing a likeness based around an actor, or 
another well-known celebrity is a good way of all the players 
remembering what your character looks like. 


The character’s personality should also be chosen. Notes on goals, 
beliefs, phobias, likes, dislikes and his basic demeanour can add 
greatly to a character. The Gameplay chapter covers several ways 
in which you can bring your character to life. Although these 
tips are not essential to the game, we recommend that all players 
flesh out their ACs persona. 


Once all these steps have been completed you will be ready to 
explore the exciting world of ‘Tales of Gargentihr’. Good luck! 


pitt saremrrosent ae 


ae ‘Ss 


bi and alr 
an old nem 


: \iaetninas : ‘(unbeknownst t 
ee 


Palmer is still no warrior and 
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remains short and thin for a Karro. 


He is 5' 11" and 185 tbs with long 
straight black hair tied in a pony- 
tail’ as is the current fashion in 
Treth. His beard is trimmed into a 
goatee, which is unusual for Karro. 
His love of reading, even in bad 
fight, accounts for the small circu- 
lar reading-lenses worn by Palmer 
(they don't actually improve his 
SEN characteristic). 


Palmer wears the black longcoat of 
his profession and is never seen 
without his doctor’s bag. The fact 
that he carries a bolt petronel ina 
hidden compartment in the base of 
this bag is Rept secret from all but 
his closest friends (A ‘keepsake from 
his Tavin years). 


Jamie has chosen the archetype of 
‘Chancer’ for Palmer. He has be- 
come used to asking favours in 

return for his healing powers. His 

quirks include an iction to cadj 

and a tendency to stay at the back 

ina Py oe Palmer is now ready to 
join his fellow Clondis and to add to 
their tales of Gargentihr. 
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Travel Path Locations 


The following are descriptions of each of the locations found on the Gevurian Travel Path shown below. The use and rules for the 


Travel Path are described earlier in this chapter. 


Geva 


The second city of Gevuria, Geva is the main home of the 
arts. There are many fine theatres and galleries to be found 
here, along with the leading School of the Arts in Gevuria. 
The mighty Gin-Ghan training halls and national stadium 
are also found here. No other Gevurian city boasts as many 
fine examples of Karro architecture. The Rakkah Clan are 
the well educated Ha’esh found in Geva. 


Whilst in Geva, characters will see the finer side of life. No 
finer collection of galleries, museums and architecture ex- 
ists outside of this wealthy port. The National Stadium, Grand 
Museum and Thostin Library stand as testaments to the Karro 


artistic flair. 

Apprenticeships Occupations 
Armsman Recruit Fellow of History 
Gin-Ghan Trainee Gin-Ghan Player 
School of the Arts Danja 


Streetman 
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Geva Events. Roll 1D20 


A koul-den is not what it seems 

Armsmen from the Geva Rangers bully Clan Rakkah Ha’esh. 
Strangers use secret paths to enter the port. 

A gambling game gets out of hand. 

A mysterious party from abroad is seeking you out. 

An encounter in the Geva Stadium. 

Myrdall traders arrive in the port with strange goods of lava. 
The Chronological Society hold the annual Exposition (Expo). 
You spend plenty of time in the huge Thostin library. 
Je’Khan raids in Geva Province increase dramatically. 

A meeting with Ha’esh of Clan Rakkah. 

Smugglers work the black market in Geva. 

An important Society event is held in the Grand Museum. 
The Geva Bazaar holds a secret. 

You meet a famous Geva Nationals gin-ghan star. 

A local Councillor seeks aid. 

Gin-ghan fans rampage through the streets. 

A secret meeting in the Museum of Archaeology. 

A great Karro artist disappears in the area. 

Church missionaries push westwards. 


Jagan 


The fortress town of Jagan is the thorn in Gevuria’s side. 
Jagan is a free state run by its mysterious governor and is 
home to siltreavers, rogues and other undesirables. This is a 
seemingly lawless town that has amassed wealth through 
piracy and other unsavoury dealings and which is constantly 
under surveillance by agents from Treth. 


There is no port as seedy as that of Jagan. Violence and dan- 
ger lurk in every darkened lane, and every inhabitant is will- 
ing to sell his family to the Kai-Balor slavers. Life is cheap 
in the Reaver Governor's port. 


Apprenticeships Occupations 


Siltreaver Agent 

Street Urchin Channi 

Warraji Siltreaver 
Tavin 


Jevin 

The small town of Jevin is the nearest port to the eastern 
realms of Khos-Tavar and Yaskal and deals regularly with 
traders from both these nations. It is also the headquarters 
for the Institute of Kyromancy and it is this Institutes black 
spires that dominate the town’s skyline. Within these dark 
spired halls the Kyromancers train their recruits and research 
new and more powerful magicks. Ha’esh from Jevin will be 
from Clan Hanifa. 


The skies above Jevin are alive with Sa; a warning to all that 
would enter the port where great energies are wielded. The 
Kyromancers attract the strange and unnatural and the city 
they control is filled with the strange and exotic. 


Apprenticeships Occupations 


Armsman Recruit Tavin 
School of Kyromancy 
Street Urchin 


Rol-Katel 


This is the largest swamp town and is home to the Institute 
of New Science. It is from here that the Institute carry out 
much of their research and run most of their corn boats. It is 
also the centre for the Institute’s message carrying signal- 
towers, which now span Gevuria. Ha’esh from Clan Moun 
are common here. 


Kyromancer 


Rol-Katel is the largest of the Karro swamptowns, as famed 
for its overcrowding and pollution as it is for its scientific 
innovations and Windbays. They say that Rol-Katel is the 
most cosmopolitan of Gevurian towns, for every Agashan 
race can be found in the bazaars and markets during rain- 
time. 


Apprenticeships Occupations 
Armsman Recruit Armsman 
School of New Science Danja 


Street Urchin Fellow of New Science 


Tavin 
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Jagan Events. Roll 1D20 
Tyme siltreavers seek you out. 
A great fleet of non-human cutters arrives in port. 
Several Kai-Balor slave-ships arrive in port from Tellah. 
You spend much time amongst the fishermen of Jagan. 
You find yourself on a siltreaver cutter. 
An important Gin-Ghan match is played in town. 
A chase through dark alleys. 
A friend of yours is on the run. 
You notice some late night unloading in the docks. 
Non-human traders take an interest in your affairs. 
An unexpected meeting with an agent from Treth. 
Wild Ha’esh clans terrorise the surrounding land. 
You make a foolish bet with some gamblers. 
A local kyashi shrine is desecrated in nearby swamp. 
Sullasin press-gangs work the gallery. 
You witness a duel between two Society men. 
A silt-storm floods the dock area under a foot of silt. 
The Governor’s men seek you out. 
Gang warfare explodes on the docks. 
The Blood-scourge kills many in the town. 


Jevin Events. Roll 1D20 
Windtraders arrive aboard their huge, floating Sarakern. 
Caught in a feud between non-human mortals. 

A chase through the Windbays! 

A local klai-den holds a surprise. 

A meeting in the halls of the Kyros Instructus. 
Missionaries head into the border territories. 

An early meeting with the Clondis. 

You receive a message from the local Geldir Tavin. 

A duel between Kyromancers. 

Skirmishes along Gevuria’s eastern borders. 

Trouble brews amongst the locals. 

Local Hanifa Ha’esh are accused of being Therrazha. 
Terrible creatures lurk in the sewers. 

A huge Sa-storm ravages the spires of Jevin. 

Trouble in the gallery between Danja and Sullasin Tavin. 
An unusual fleet enters the port. 

You witness some of the many powers of Sa. 
Explosions in the Institute of Kyromancy. 

A strange meeting in the gallery. 

Sa-mutations sweep the slums. 


Rol-Katel Events. Roll 1D20 
Your behaviour in town attracts the notice of Fennris Tavin. 
Explosions damage the Academy of Science. 
Trouble brews in the huge southern Windbays. 
An old acquaintance turns up in town. 
A local Clan Moun cuari is attacked by raiders. 
You encounter non-human traders. 
Chased through the bazaar! 
You are involved in a huge klai-den brawl. 
Political feuds between Chiel and scientists rock Rol-Katel. 
Streetmen raid a suspected Therrazha lair. 
A trip through the Clan Moun Gei-trees. 
Sarakern arrive at the Windbays and hold a trading festival. 
Merchants from Vhastor arrive in the town. 
Encounter at a provincial Kyashi shrine. 
Illegal dealings with danja in the Gallery. 
Activists attack Institute of Science research laboratories. 
Local Dreampaths are polluted by technology. 
A corn-boat explodes in the docks. 
Torrential rains flood the surrounding cuari. 
A trip to the rich area of town known as Centre. 


Ronth Events. Roll 1D20 


The small swamp village of Ronth is the headquarters of the 
Gevurian Institute of Medicine. A main society headquar- 
ters exists in Treth, but it is the large herb-farm at Ronth that 
heads the research side of the Institutes work. Whilst mere 
doctors work from Treth, the true innovators of modern medi- 
cine can be found here. The Jhin and Carloni clans are found 
near Ronth and most of the Ha’esh farm-workers belong to 
these. 


The Institute of Medicine have transformed Ronth from a 
sleepy backwater cuari into a thriving farm which covers 
over eight miles of reclaimed swampland. A series of walled 
gardens, greenhouses, paddy fields and allotments surround 
the huge Institute buildings which stand in the centre of the 
colony. 


Apprenticeships Occupations 


Pathsilker Recruit Doctor of The Healing Arts 


Warraji Mujo 


Sha-Bro 


The cuari of Clan Marro was the site of the first Church of 
Sanctology mission in Gevuria. The Sanctologists have es- 
tablished themselves in the area and now train new Chiel 
here. The first cathedral of the swamplands has been com- 
pleted in Sha-Bro and the church exerts much control over 
the local Clan Marro Ha’esh in this Province. 


The wealth of the Originists has enabled Sha-Bro to thrive 
in recent years, and modern Karro architecture now stands 
amidst the giant gei trees of the swamp. It is no secret that 
the Church is building Sha-Bro as their new centre of power, 
for many great religious and political figures are often to be 
found in this once remote colony. 


Apprenticeships Occupations 


Pathsilker Recruit Chiel 
School of Sanctology Lysh 
Warraji Pathsilker 


Treth 


Treth is the capital city-port of Gevuria and houses the Par- 
liamentary Chambers as well as buildings for all Societies. 
It is also home to the prestigious Academy of Martial Stud- 
ies and the two best universities of Agasha. This draws many 
foreign students to this great port. Clan Chen is the largest 
and most civilised Gevurian clan. 


Treth is a vast city and the very centre of Karro political, 
social and cultural life, for it was here that Augiss Selirk's 
party first landed in 1492. The surviving nobility of Lath- 
mir reside in Treth and have retained many of their old tra- 
ditions, and now the capital is infamous across Agasha for 
its decadence and wealth. 


Apprenticeships Occupations 


Armsman Recruit Agent 
School of Lore Armsman 
School of Martial Studies Streetman 


A herd of wild sleth rampage through the local cuari. 
Therrazha mount a surprise raid on a nearby Signaltower. 
A dangerous Sa-storm sweeps across the swamplands. 

A Clan Jhin Kai-cha brings messages from a Kyashi. 

A mysterious party from abroad is seeking you out. 

A Geographical expedition sets out into the swamps. 

You spend much of your time with the local Carloni Ha’esh. 
Local Fennris Tavin takes an interest in your affairs. 
Ja’Hansh scholars begin research in this area. 

Encounter in the glass houses of the herb-farm. 

New scientists begin their strange experiments in Ronth. 
Je’Khan warbands raid the herb-farm. 

A Reformist Chiel has set up a mission nearby. 

The Blood Scourge hits the area and claims many victims. 
An important Ha’esh festival is held in Ronth Province. 

A Karro plantation Overlord visits the area. 

Herb-farm technology alters the surrounding Dreampaths. 
Herb-farm fields flood after a terrible storm. 

The Poll-men turn up in the area looking for taxes. 

Clan Jhin and Clan Carloni feud in the Ronth Province. 


Sha-Bro Events. Roll 1D20 
You are caught up in a Church scandal. 
A Karro Chiel travels into uncharted swamp to found a mission. 
The Armsmen known as ‘Swamprats’ search for Therrazha. 
Both Originist and Reformist Chiel strive for power. 
Many Sanctors arrive in Sha-Bro on pilgrimage. 
A local Marro Ha’esh cuari is mysteriously wiped out. 
A runaway turns up in the Sha-Bro Province. 
Wild Ha’esh clans terrorise the plantations. 
Pathsilkers warn of danger in the swamps. 
A meeting with an enigmatic stranger. 
A Karro supply boat disappears in the swamp. 
Clan Marro Ha’esh build a new Gei-tree cuari. 
A local Kyashi shrine is desecrated. 
New construction is delayed due to mysterious events. 
Ancient ruins are discovered in the northern swamps. 
Wild sleth rampage through the area. 
Witch-hunters purge the surrounding Clan Marro cuari. 
A rumour of gems brings much attention to this area. 
Activists attack the Sha-Bro cathedral. 
A Windtrader Sarakern lands in the wilds. 


Treth Events. Roll 1D20 
A great expedition leaves the port. 
An influential friend or relative arrives in Treth. 
You witness a cold-blooded murder by Sullasin Tavin. 
It is election time in the port. 
Caught in the feud between the rival Regiments of Treth. 
You have come to the attention of a rich gentleman’s club. 
You get tied up in the affairs of Clan Chen. 
Traders from abroad enter the scene. 
A Clan Chen Ha’esh is searching for enlightenment. 
Intrigue in the Chamber of Gentlemen. 
An important Society Politician is involved in a scandal. 
A building of great significance in the port burns down. 
The Church of Sanctology hold a huge service in Treth. 
A recent acquaintance turns out to be a society agent. 
You fall in love with someone from Treth. 
You spend much time in the libraries of Treth University. 
An attack by the Therrazha leads to strong repercussions. 
You get tied up in the affairs of a Karra society member. 
An encounter with the Siltreavers. 
An outbreak of the Blood-scourge sweeps through the port. 


Vespin Events. Roll 1D20 


The town of Vespin is the pride of the Geographical Society, 
which practically owns the surrounding Province. The head- 
quarters of the Society in Treth pale in comparison with the 
great buildings here, where the exploratory side of the Geo- 
graphical Society is maintained. 


All the best explorers graduate from the school in Vespin. 
The Ha’esh of Clan Tanini remain loyal to the Geographical 
Society and are often used as scouts. The new town of Vespin 
continues to grow. The many building sites along the west- 
ern swamp-wall show that the Society has still greater plans 
for this sprawling town. 


Apprenticeships Occupations 


Armsman Recruit Fellow of Geography 
School of Lore Armsman 


Street Urchin Streetman 
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Local streetmen are seeking an infamous criminal in Vespin. 
A Geographical Fellow seeks to hire. 

A dangerous Sa-storm hits and damages many buildings. 
Clan Tanini pathsilkers rebel from the Geographical Society. 
Chinte’ F’har traders of the rich Chi’chee family arrive in town. 
You are challenged to a game of tjhav of epic proportions. 
You are caught up in Geographical Society intrigue. 

You meet an old acquaintance in Society halls. 

The Geographical Society stage a huge expedition. 

Flooding sweeps through a large part of the town. 

Eragha Je’Khan raid along the western borders. 

The Church begins to build a new Sanctum in the town. 
Pathsilkers plan a monouth hunt in the Vespin Province. 
Ryamis traders known as ‘Haichen Geevaar’ arrive in town. 
An encounter in the western swamp-wall building sites. 

A Clan Tanini elder asks for help. 

Foul swamp-creatures terrify the locals. 

A meeting with smugglers leads to an old swamp mansion. 
You rescue an individual from a dangerous situation. 
Bandits plague the gravel roads of Vespin Province. 


Event Encounters 


Roll 2D20 on the table below to find the individual encountered during the event and any affiliation to one of the Karro Societies he 
might have. The Narrator can use this table to generate further NCs met during the event who have not been detailed in the Event 


description. 


Roll 1D20 


1-9 INDIVIDUAL WITH NO SOCIETY AFFILIATION. 


Roll D20 

1) SILTREAVER 

2) CRIMINAL 

3) ARMSMAN 

4) PATHSILKER 

5) URCHIN 

6) Down And Out 
7) FREELANCE AGENT 
8) DaNua 

9) Gin-GHAN PLAYER 
10) CLonpis 


Individual Characteristics. 


Roll once on this table to determine the personality of the individual. This table should only be used if the Narrator has no ideas of an 
individuals personality. Use it as a source of inspiration rather than sticking mindlessly to the dice rolls. 


Roll 1D20 

1-10 Unpleasant traits 
Roll 1D20 _ 

1) Naive 

2) PRACTICAL JOKER 
3) ARROGANT 

4) PaRANoID 

5) FANATICAL 

6) INSANE 

7) VIOLENT 

8) MEAN 

9) Stupip 


10) JUST PLAIN ANNOYING 


11) Ha’ESH THERRAZHA 
12) Roquan 

13) Jouk 

14) Ja’HANSH 

15) CHINTE’ F’HAR 

16) JE KHAN 

17) KHOSTRAN 

18) Myrbatt 

19) Ha’esH LysH 


20) SELECT ONE 


11) CowarbLy 

12) FooLHaRDY 

13) Apoict 

14) Stuck up 

15) SCATTERBRAINED 
16) Sapistic 

17) Lazy 

18) FAWNinG 

19) Greasy 

20) Racist 


10-20 INDIVIDUAL witH Society AFFILIATION. 


Roll D20 


1) CRIMINAL 


2) CHRONOLOGICAL SOCIETY 
3) Mivitary OFFICER 
4) GEOGRAPHICAL SOCIETY 


5) INstituTE OF New SCIENCE 


6) MERCHANT 


7) Emsassy DiPLomat 


8) INSTITUTE OF LAW 


9) STREETMAN 


10) ENTERTAINER 


11-20 Admirable traits 


Roll 1D20 

1) BRave 

2) TRUSTING 

3) FRIENDLY 

4) Witty 

5) HONOURABLE 
6) CuLTuRED 
7) CHARMING 
8) Wise 

9) HONOURABLE 


10) GENEROUS 


11) CHieL 

12) AristocRAT 
13) AGENT 

14) Sanctor 

15) WiTCH-HUNTER 
16) Doctor 

17) Saitor 

18) KyRomaANCER 
19) Non-HUMAN 


20) SELECT ONE 


11) HumBe 

12) Cau 

13) WELL TRAVELLED 
14) PEACE LovING 
15) Quiet 

16) Loya 

17) Kino 

18) OuTGoING 

19) SKILLED 


20) CHARISMATIC 


The fanatical doctor 
and council leader, 
Ulthar Dannin, has 
proved to be a thorn in 
Palmer's side since his 
days in the School of 


Lore. 


Outcome of Events 


Roll on this table to determine the outcome of the encounter. Again, do not take this table as written in stone. If a suitable event 
presents itself through role-play and interaction between Narrator and player, then use it instead. 


Roll 1D20 
1) Owed a big favour by the individual involved in the event. 
Gain D6 Wealth points due to the event. 
Gain a useful or personal item that is relevant to the event. 
Gain 4 extra SPs for this term. These points are a result of extra training with the individual met in the event. 
Gain a skill at level 3 that is relevant to the event. The individual met during the event is the tutor. 
Gain +1 in a characteristic which is relevant to the event. 
The individual met is now good friends with the AC and both will help one another if the need arises. 
The individual met is now a trusted contact. 
The character has gained a D6 Honour Points due to the event. 
The individual met now has an intense rivalry with the character due to the event. 
The character has Jost a D6 Honour Points due to the event. 
The individual met now hates the character with a vengeance and wants revenge for this encounter. 
A friend or relation of the character dies as a result of the individual's actions. The AC now wants revenge. 
Lose -1 in a characteristic which is relevant to the event. 
Owe a debt of 1D20 x 50 Cyls to a person involved in the event. 
Owe several favours to the individual involved in the event. 
Badly injured during the event. Permanently scarred. 
Hunted by the individual. The AC may not know that the individual is looking for him. 
Imprisoned for half of this term. You only get 24 SP for this term. Whether you were guilty or not is irrelevant. 


Roll twice on this table and apply both results. 


Vocations 


Sitting alone in the darkened recesses of the Temptation ’s cellar, Palmer's mind drifted like the thick wafts of cadj 
which surrounded him. The long ritual Known as the Shevin Oath weighed heavily upon his mind as he carefully 
pondered over each and every word. Lighter had led each of the four new Clondis into the Chamber of Light and 
had become their guardian and advisor. Palmer now realised the risk that the giant barman had taken, for Lighter's 


honour was measured by the actions of the new Shevin. Palmer had sworn there and then not to let Lighter down. 


Each of the four new Clondis had sworn to uphold the name of Hall Willard in front of the High Shevin and his 
nine Lieutenants. Palmer still couldn't believe it! Lighter was the Hand of the Heart; the second most powerful 
member of Hall Willard, answerable only to Jasper Spry himself, yet he was prepared to risk his reputation by 
assuming the role of Guiding Lieutenant. 


And now Palmer was alone. Ganna and Tymon had left to pick up their belongings and the Kyromancer had 
returned to Jevin by means of his dark powers. The four had agreed to meet up that evening for they were soon to 
undertake their first task for the Hall. Palmer had not yet got used to the idea of working and fully trusting his 
three comrades. He had always seen himself as a loner; a single agent. It would take time to change. 


Sipping his malty yusp, Palmer let his mind wander back to his days at the School of Lore in Vespin. As a boy he 
had always been fascinated by travel and the exploits of the great explorers such as Selirk, Cain and Andrich. He 
had naively followed his heart into the School, aiming to join the Geographical Society as soon as he graduated, 
despite his fathers wishes for his son to follow his career in the Lathmirian Guard. A smile passed his lips as he 
pictured a tiny boy practising swordplay with a wooden davin whilst his proud father looked on. Ah, if only life 
could have remained so safe! 


All that had changed during his time at the School, when he had witnessed Dannin's attack on the Chinte’ Palmer 
remembered the chilling realisation that men of upstanding reputations and responsibilities were no different from 
the Ha ‘esh in the gei slums. His heroes were simply men, with motivations, fears and desires no better than his own. 


Now Palmer's thoughts passed quickly onto the day where he joined the Institute of Medicine. His dealings with 
the doctor had utterly changed his outlook_on life, and he had believed that it was his duty to reduce the suffering 
caused by Dannin and his Kind through his healing skills. How naive he had been to think that the world worked 
that way. 


He had quickly grown disillusioned with his new-found occupation, as he watched his peers bicker and fight in 
their attempt to gain social standing. He learnt to despise the upper classes decadent ways, and the Institute for 
pandering to them. The young Palmer had walked through the Ha’esh cuari surrounding Ronth and had seen the 
misery caused by the Karro. 


Rebelling against the system, Palmer had fled into the company of Fennris Tavin from Rol-Katel. Once again a 
slight grin crossed his face as he remembered his time with the smugglers of Cobbledock, This criminal organisation 
had taught him a great deal about the unfairness of life and the difficulties facing those that are not born into high 
society. He had also learnt skills far different from those that his father would have wished his only son to possess. 


Palmer absent-mindedly rubbed the four-petalled flower tattoo which adorned his right wrist. He had gained his 
only true friends amongst the Fennris, and had seen many of them cut down by the greys’ petronels. Since those 
days, Palmer had never shown much respect for laws of any sort. He reminded himself that those views would have 
to change if he was to uphold the Aja. 


This sudden reminder of the Clondis laws snapped Palmer out of his quiet musings. Enough of the past, then. It 
was time to think of the future. Swallowing the remainder of his now cold yusp, Palmer stood and made towards 
the Temptation’s mhin Klai den on the floor above. 


Armsman Recruit 


‘My Regiment is my family, my davin is 
my bond.’ 


Race : Karro 
STR Required : 5+ 


The armsmen are the soldiers of the Gevurian army. There are eighteen 
regiments each with its own distinct uniform and regimental insignia. 
All regiments are noble institutions with long histories and a strong 
sense of pride. Honour, respect and duty are expected of the armsman 
and the Lathmirian military code is sacred to every regiment. 


The regiments take in young men and train them in their ways. These 
are the enlisted forces of the Gevurian army, officers being trained sepa- 
rately at the Academy of Military Studies in Treth. The AC will join one 
of the following Regiments but does not achieve full membership until 
his apprenticeship is complete. 


p 2™ Regiment. Treth. This regiment is known as ‘The Red 
Crows’ due to their bright red uniforms. There is an intense 
rivalry between the 2™ and 8" regiments. 


8 Regiment. Treth. ‘The Bulldogs’ are the second regiment 
of Treth. They wear light blue and are controlled by the Church 
of Sanctology. 


10" Regiment. Vespin. “The Lathmirian Guard’ fight many skir- 
mishes with Je’ Khan warbands from the west. They wear a black 
and gold uniform. 


6 Regiment. Rol-Katel. “The Engineering Corps’ are tied very 
closely to the Institute of New Science and their technology. 
They have a dark blue uniform. 


13" Regiment. Jevin. “Tarson’s Sword’ are the smallest of the 
current regiments in Gevuria. They wear a deep green uniform. 


17" Regiment. Geva. ‘The Geva Rangers’ patrol the western 
sea borders of Gevuria and have their own marine corps amongst 
the ranks. They wear a white uniform. 


BB 8B B 6 


All the regiments follow their own laws and traditions. The recruits are 
encouraged to stay on to become full members of their family. 


Skill 

Athletics 

Combat - military davin (2) 
Combat - unarmed 
Endurance 

Survival - plains 
Survival - swamp 
Cultural lore - Gevurian 
Bow - long 

Listen 

Sight 

Speak Gevurian 


2 
4 
3 
4 
2 
2 
3 
4 
2 
2 
2 


Gin-Ghan Trainee 


‘Any game I walk away from I count as a 
victory.’ 


Race : Karro 
AGL Required : 5+ 


The ancient sport of Gin-Ghan was introduced to Gevuria by travelling 
slave teams from the northern realm of Tellah. It is a gladiatorial game 
which crosses unarmed combat with tjhav. Each team fights for control 
of the tjhav which they can then use to score points by hitting the scor- 
ing poles. The sport is now popular with both lower and upper classes 
and the port-town of Geva takes many young trainees into its training 
halls at the start of every season. 


All trainees are hopeful of gaining a place in one of the established 
teams across Gevuria, but most end up playing for little-known local 
teams. If the trainee finishes his apprenticeship with a KAI of 6 or greater, 
then he will earn a place in one of the professional teams. Gin-Ghan 
trainees are taught all positions and only choose their favoured position 
once they have finished their training. The five positions played are :- 


p Haitos guard- protects the scoring poles. 
fp Left / right guard- defensive and midfield player. 
p Left / right striker- forward attacking player. 


The guards wear more armour than the strikers, who are more agile and 
faster. Despite the protective clothing, casualties can be high in the sport. 
Gin-Ghan is popular with all races and cultures with the best teams 
around Agasha meeting annually to play for the Geva Cup. Playing fields 
can be found in all major civilised locations across the continent and are 
beginning to find their way into the smaller Ha’esh villages deep in the 
swamplands. 


Gin-Ghan trainees spend their last term of training touring with fellow 
hopefuls trying to catch the eye of professional teams. Traditionally this 
tour begins in Geva and ends in Treth, taking in many of the smaller 
swamptowns. Gin-Ghan remains a sport popular with the inhabitants of 
both large cities and small towns across Agasha. The more primitive 
people, such as the Ha’esh Clans found near to Karro swamplands, have 
only recently begun to play the sport. 


Skill 

Athletics (2) 
Crowd manoeuvre 
Combat-haitos (2) 
Combat-unarmed 
Endurance 
Cultural lore-Gevurian 
First aid 

Listen 

Sight 

Speak Gevurian 
Tjhav 
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Pathsilker 


‘T have taken the Mancha of my people. I 
will guide you through the Green.’ 


Race : Ha’esh 
HEA Required : 5 + 


In the swamptowns, cuari and swamplands of Gevuria, the local Ha’esh 
use pathsilkers to protect the waterways through the swamp. These scouts 
use small barge boats to patrol the land and use silkworm thread to mark 
the safe passages, for it glows faintly in the dark. 


The Ha’esh know their land well and make excellent trackers. As a type 
of police force for the native Ha’esh swamplanders, the pathsilkers act 
as intermediaries between their own people and the Karro of the swamp- 
towns and thus learn a little of both cultures. The Silkers usually work 
in small groups of up to four men and women and the larger groups may 
take on an apprentice of between 13 and 16 years of age. The pathsilkers 
use small two-man barges, but now many ride the giant sleth found in 
the swamplands as a means of transport. These reptilian herbivores are 
timid creatures and can be easily trained as useful riding beasts by a 
skilled pathsilker. 


In the north of Gevuria, where the lands are wilder and more dangerous, 
the pathsilkers work with the frontiersmen to protect the Ha’esh cuari of 
the area. The Ha’esh of these regions are less accustomed to the Karro 
and their culture, and require the pathsilkers to act as intermediaries and 
translators in such situations. Many of the apprentices go on to become 
frontiersmen and work with the Karro army regiments of the area. 


In these dangerous locations, only the best apprentices survive and must 
pass an ancient Ha’esh ritual, called The Mancha, to finish their train- 
ing. This ritual is a test of character involving the local Kai-cha and the 
Kyashi spirits of the land. It serves to remind the Ha’esh who would 
walk amongst Karro that the ways of the land are strong and must be 
respected. Few pathsilkers forget their ties to the land after this ritual 
and always respect and care for nature and its ways. 


Pathsilkers retain many of the ancient ways of their people, and are less 
civilised than most ACs. They often wear the leathers and junn paint of 
the swamp Clans, and may even have the stylised shaved heads which 
are common amongst these people. 
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Skill 

Riding-sleth 
Combat-ghurti 
Endurance 
Survival-swamp 
Cultural lore-Ha'esh 
Sense sho'ta 


Boating (2) 
Corncraft 

Silent way 
Speak Ha'esh 
Swimming water 
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School of the Arts 


‘A gentleman is shaped by the three great 
pillars of art, tradition and religion, all 
learnt in equal measures’. 


Race : Karro 
SEN Required : 5 + 


The School of the Arts teaches its pupils in the visual arts and modern 
studies of Gevuria. These include such subjects as politics and philoso- 
phy, and the School has earned a reputation for producing many of the 
great thinkers of modern times, believing that the young must be taught 
the ways of Lathmir if the Karro are to retain the traditions which made 
their nation great. The school is popular with upper class Karro, whose 
donations provide a large budget to spend on equipment and field trips. 


Although many Karro look down on the other races, they appreciate 
fine art and thus allow artists and prominent intellects from the other 
races into the school. Chinte’, Ha’esh, Ja’ Hansh, and even Khostra can 
all be found in the School in limited numbers. Not all of the School’s 
students go on to become great scholars or artists, however; many of the 
upper class use the school as a social base for their easy lifestyle. It is 
said that this is not so much a school for the arts, but rather an expensive 
gentleman’s club. The port of Geva is home to the arts in Gevuria and 
naturally has the largest and best of the art schools. 


The School of the Arts is tied to the Church of Sanctology and teaches 
its pupils the doctrines of Sandis, the One True God. By the time that 
most students graduate from the school they are firm believers in the 
Church and its customs and continue to follow the ways of Sandis after 
they finish at the school. 


The School is steeped in Lathmirian tradition and passes much of this 
onto the students. The Carthean Gentleman’s Club, one of the most pres- 
tigious institutions found across Gevuria, only lets graduates from the 
School of the Arts into its ranks. Many of the realms top politicians are 
‘old boys’ from the school and use the club and the school as a network 
for contacts. It is a useful place to have contacts if you wish to walk 
amongst the upper classes of the Karro. 


Skill 

Dancing 

Gentleman's davin 
Classics (2) 

Cultural lore-Gevurian 
Literacy-Lathmirian 


Value lore 
Etiquette (2) 
Acting-any 
Oratory 

Art 

Speak Lathmirian 
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School of Kyromancy 


‘Only the powers of the Kyros Instructus 
can halt the disease that courses through 
my veins.” 


Race : Karro 
DAL Required : 6+ 


The School of Kyromancy teaches its members how to wield the pow- 
ers of Sa via technological contraptions and devices. This school is run 
by the Institute of Kyromancy and was founded to assist those members 
of Karro society that were struck down by the terrible affliction known 
as ‘Dyce Syndrome’. 


Kyromancers are individuals bound together by a rare physical disorder 
called Dyce Syndrome. This terrible disease attacks the Sa contained 
within the victim’s body, causing him to waste away. The disorder causes 
the phenomenon known as ‘fading’; a slow and terrifying experience of 
disorientation and blackouts. Over time the victim slowly becomes ethe- 
real, unable to touch, feel or interact with the physical world around 
him. 


Dyce Syndrome usually begins to affect Karro children before they hit 
puberty. As the disorder takes hold, the child will be seen to slowly fade 
away to a grey mist-like state as he flickers between the Physical Sphere 
of Gargentihr and the non-corporeal sphere known as the Fade. The 
victim becomes a distant shadow-being, unable to interact with the world 
around him. 


The treatment for Dyce Syndrome must be quickly administered before 
the victim permanently disappears from the Physical Sphere. The only 
solution for the disorder lies hidden in the dark spires of the Kyros In- 
structus; home of the Institute of Kyromancy located in the port of Jevin. 
The High Surgeons are the masters of the Institute and know the secret 
medical techniques called Sa-melding. This long process stabilises the 
effects of Dyce Syndrome and prevents the victim from permanently 
fading into the unknown. 


The School of Kyromancy caters for those individuals lucky enough to 
find their way to the Institute of Kyromancy before Dyce Syndrome 
fully takes hold of their bodies. The apprentice is Sa-melded with a 
‘Kyrosuit’; a living leather body suit which somehow stabilises the fad- 
ing. The Kyromancers train the apprentice in the use of this suit and 
other such technical equipment known as ‘Kyroware’. It is the use of 
these devices which allow the Kyromancers to harness the Sa-energy of 
Gargentihr for their own uses. 


The additional steps required to generate a full Kyromancer character 
can be found in the Kyromancy chapter of the rules. 


Skill 

Control-any Kyroware 
Classics 

Judicial lore 
Library use 
Literacy-Lathmirian 
Science (2) 

Gem lore 
Meditation 

Oratory 

Devise (3) 

Metal craft 


4 
2 
3 
3 
3 
4 
3 
4 
2 
4 
3 


School of Lore 


‘Every secret of Agasha can be uncovered 
if you have the knowledge, skill and 
courage to travel.’ 


Race : Karro 
KNO Required : 5 + 


This school is controlled by both the Chronological Society and the 
Geographical Society. Both these Societies have an intense rivalry yet 
between them they run an excellent school. The pupils learn both of the 
land and history of Gevuria and gain an insight into the surrounding 
area which makes up the continent of Agasha. The school stresses the 
importance of travel and discovery, and provides the necessary skills 
that allow it’s pupils to trek around the continent. 


These societies have many rich members who provide income for the 
school. Many field trips and expeditions abroad can be undertaken by 
the school, and by the two societies which run it, with this money. The 
two finest Schools of Lore can be found in the cities of Treth and Vespin, 
although the latter tends to specialise in the Geographical Society’s point 
of view and teaches its pupils more practical aspects rather than the 
academic skills favoured in Treth. 


The School of Lore is the largest and most influential school to be found 
in Gevuria. Because of its ties to the Chronological Society, the school 
receives many pupils from the other races of Agasha and produces many 
open-minded individuals. Most of these graduates go on to become mem- 
bers of the Geographical or Chronological Societies, with the former 
gaining most of the adventurous pupils. 


The School often sends its final year students to one of the missions 
located deep within the swamps to the far north of Treth or west of 
Vespin, and the pupils soon learn how to take care of themselves. The 
Chronological Society provide native Ha’esh guides to aid the pupils in 
their exploration and research. Graduates of the School of Lore are com- 
petent and skilled individuals with a sense of practicality. They respect 
the other inhabitants of Agasha, and may have had some dealings with 
other cultures. 


Skill 
Combat-Gentleman's davin 
Cartography 

Library use 

Cultural lore-Gevurian 
Cultural lore-any 1 other 
Literacy-any 

Gem lore 

Listen 

Sight 

Speak-any 1 language 
Weather lore 


School Of Martial Studies 


‘Sir, am born to the noble blood of 
Lathmir. I will bring great honour to my 
Regiment.’ 


Race : Karro 
KNO Required : 5 + 


The School of Martial Studies is located in Treth and teaches its pupils 
the finer arts of war and combat, based around the glorious tactics and 
strategies of the Karro. Graduates of the School are expected to go on to 
become great leaders and soldiers, and many enter the political arena 
after their studies are over. The school training halls in Treth cover poli- 
tics and warfare in equal amounts. 


This is not the school for simple warriors; rather it teaches young gen- 
tlemen the arts of leadership and combat. In Gevuria, the army regi- 
ments are run by graduates of this school. Almost every pupil in the 
school is of the Karro upper class and most go on to serve in one of the 
eighteen military regiments found in Gevuria. The AC may join any of 
the six regiments listed in the ‘Armsman Recruit’ Apprenticeship or 
may alternatively join one of the following regiments :- 


op 11" Regiment. Pathasha. “The Wasps’ are posted up on the 
Vhastor mining-town of Pathasha to quell the northern Ha’esh 
raiders of that area. They have a yellow and black uniform. 


p 18" Regiment. Sha-Bro. Known as ‘The Swamp Rats’, this 
regiment has recently been formed to police the swamps of 
Gevuria. They wear a dark brown uniform. 


@ 15 Regiment. Charra. “The Grey Fist’ are the only Gevurian 
cavalry regiment. They wear light grey uniforms and patrol the 
southern Vhastor borders. 


The character will join the Regiment as a junior lieutenant and will have 
a section of 12 men under his command. He will be considered a full 
member of the regimental family as soon as he joins this apprenticeship. 
He is expected to uphold the honour and traditions of his family, and to 
die fighting for them. The Karro of this school tend to be courageous 
and noble, but also bigoted and racist towards the other inhabitants of 
Agasha, especially the Ha’esh. 


Skill 

Athletics 

Riding-horse 
Combat-miltary davin 
Endurance 

Cultural lore-Gevurian 
Literacy-Lathmirian 
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Navigation land 
Etiquette 
Oratory 
Rockpipe 
Speak-Gevurian 
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School of New Science 


‘Friend, uncover your eyes. We shape the 
very future of Gevuria in our Halls.’ 


Race : Karro 
MAN Required : 5 + 


This is the only school founded since the Karro arrived in Gevuria from 
their homeland of Lathmir. The School of New Science is the most for- 
ward thinking and anti-traditionalist of the schools and is thus the least 
favoured by the high classes. The school suffers financially because of 
this, but is now being better supported as scientific groups such as the 
Engineers and Signaleers become increasingly important in the modern 
world, especially since the invention of the corn-engine and the signal 
tower. 


The Institute of New Science runs the school and attempts to make its 
young pupils more aware of the leaps and bounds made in the fields of 
science over the past three decades. The school does not spend time 
teaching the Lathmirian traditions which pupils of the other Gevurian 
schools would learn but rather allows the pupils to make up their own 
minds. The scientists will allow any Karro into their school and accept 
both women and the poor into their ranks, often paying the fees if the 
student looks to be a promising find. 


This school has made more than its fair share of enemies since it was 
founded in 1502, including the Church of Sanctology, who do not wel- 
come the equality and free-thinking offered by the scientists, and the 
upper class, who dislike the recent swing of wealth and power towards 
the Institute. The Institute has close ties with the Kyromancers, and 
supply these Formweavers with much of the equipment required for use 
with their Kyroware. Many of its members go on to study at the Acad- 
emy of Science in Rol-Katel, where they learn to apply their studies to 
one of the practical fields of science. 


New scientists are radical thinkers, and many of the Karro see them as 
blasphemous and evil. Most scientists still believe in Sandis, but disa- 
gree with the doctrines of the Originist movement of the Church of Sanc- 
tology. 


Skill 

Buifding craft 
Cultural lore-Gevurian 
Library use 
Literacy-Lathmirian 
Science (2) 

Gem lore 

Devise 

Metal craft 

Stone craft 

Wood craft 
Speak-Gevurian 


3 
3 
3 
3 
4 
3 
4 
3 
2 
2 
2 


School Of Sanctology 


‘Brother repent! It is only the holy power 
of Sandis that can purge the body and save 
the soul.’ 


Race : Karro 
KAI Required : 4 + 


The School of Sanctology is the place of learning for those who wish to 
become members of the Church of Sanctology. The Church is a deeply 
traditional body and only sons of the aristocratic Karro families from 
Lathmir may become pupils, for they are the true descendants of their 
god Sandis. 


The pupils learn the ways of the Church and must undertake many ex- 
ams which are steeped in tradition and symbolism. All pupils are taught 
the basic doctrines of the religion and its past at the main school which 
is located at the mission in the swamp-town of Sha-Bro. It is only when 
they finish the course here that they are allowed to take a place in one of 
the many missions or churches found across Gevuria, where they may 
go on to become an initiate, or ‘Chiel’, of the Church. 


Although not as powerful as it once was, the Church of Sanctology still 
holds much political power, and members of the Church are still widely 
respected in the Karro community. All pupils of the school are taught 
the basics of the Gevurian political system as many of the smaller Ha’esh 
cuari are run solely by the Church Sanctum in the area. 


At this stage, the pupils are simply taught the doctrines of Sandis and do 
not decide which faction within the Church to join. The Originist move- 
ment controls the school but cannot prevent many of the idealistic pu- 
pils from aligning with the Reformists way of thinking. All pupils re- 
ceive a copy of ‘The Augury’; the book of religious teachings of the 
Church of Sanctology. It is from this book that the pupils learn the rites 
of Sandis and his ways and it remains sacred to all members of the 
religion. 

Acolytes of the Church wear similar robes to the long black ankle-length 
smocks worn by the Chiel. It is only when the pupils graduate from this 
school that they receive the skull cap worn by the priesthood. 


Skill 

Judicial lore 
Library use 
Literacy-Lathmirian 
Rites-Sanctology (2) 
Etiquette 

Gem lore 
Meditation 

Oratory 

Art 

Singing 
Speak-Lathmirian 


3 
3 
3 
3 
2 
3 
4 
2 
2 
1 
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Siltreaver 


‘Ah, the silt in your lungs and the wind in 
your hair. That is a life of true adventure!’ 


Race : Karro 
STR Required : 5 + 


The Gevurian Siltreavers are privateers under orders of the Governor of 
Jagan, himself an unidentified Karro noble rumoured to be a society 
man in Treth. The Jagan siltreavers have a large fleet of cutters and they 
sail the Bay of Mists in search of merchant ships to plunder, and the 
distinctive black leather sails of their ships are a feared sight on the seas 
of silt. 


The swamptown of Jagan is surrounded by treacherous currents and 
reefs, and only the finest sailor can navigate the dangerous west coast of 
the bay where the town of Jagan is situated. The government of Gevuria 
have never managed to prove that the siltreavers operate out of this port 
but it is widely known that this is the capital for all the main illegal 
operations throughout the realm. Jagan is a dangerous town for the un- 
initiated, filled with rogues and scoundrels from across Agasha. 


The ‘reavers see themselves as honourable gentlemen and follow a similar 
code of honour to that of the main Gevurian Societies. Law abiding 
citizens of the realm regard the siltreavers as bloodthirsty pirates and a 
bounty remains on the head of all who side with the Governor of Jagan. 


There are several siltreaver families brought together under the Gover- 
nor of Jagan’s uneasy alliance and the character will be adopted into 
one of these families which operate in the same way as the Gevurian 
regiments do. As a siltreaver recruit, the character has no affiliation 
with any family and will serve on one of the allied Jagan ships. It is only 
when he has proved his worth as a recruit that the character will be able 
to join one of the Families, as described under the Occupations section 
on Siltreavers. 


Skill 
Combat-Longknife 
Combat-Military davin 
Endurance 
Gaming 

Rope mastery (2) 
Sailing (2) 

Sight 

Tjhav 

Ambush 
Rowing-silt 
Swimming-silt 
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Street Urchin 


‘The street bonds my kind together like no 
society can. I count on no-ones aid but my 


F 


OWN. 


Race : Karro 
STE Required : 5 + 


In Gevuria, school is a common option undertaken by the majority of 
upper class children. However, many common folk cannot afford to send 
their children to one of the society run schools. Many children learn to 
survive on the streets by using wits and stealth, and have to take to 
thieving simply to stay alive. Urchins learn how unfair life can be from 
an early age and tend to be much hardier than their school going coun- 
terparts. 


Street urchins are survivors. They have seen much suffering in their 
young lives and will have had to fight for their place in the town. They 
will know the tiny arched alleys of the Windbays well, and can tear 
through the Bazaar in record times. All urchins know where to go and 
where to avoid in their home town. 


In larger towns and ports, such as Rol-Katel, and in the thieves’ town of 
Jagan, there are many gangs of these waifs and strays. By the time an 
AC has finished this apprenticeship, he should be adept in the ways of 
the street and will not always have stayed on the right side of the law. 


If the character has a KAI of 5 or more, then he will be a renowned gang 
member in his town and may work for the local Tavin, having been 
adopted into their ‘family’. In a port town, the Tavin work out of the 
local Gallery and practically rule this area. They are also common 
amongst the Windbays and Bazaars of Gevuria. 


Most poor areas of any town have large Ha’esh populations, and most 
urchins will pick up some of the cultural beliefs and ways of these peo- 
ple in their everyday existence on the streets. Often the town slums 
contain huge gei trees with buildings found clustered around the base 
and within the upper levels of the giant gei. Cuari found high in the gei- 
trees which surround the swamptowns are also common sights. 


Skill 

Athletics 

Crowd manoeuvre 
Combat-brawling 
Combat-knife 
Cultural lore-Ha'esh 
Lie 

Street lore (2) 
Listen 

Sight 

Hiding 

Sneaking 
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3 
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Warraj 


‘T walk ancient paths and learn the great 
Ways. Join me, for Enlightenment 
beckons.’ 


Race : Ha’esh 
KAI Required : 4 + 


Most Ha’esh belong to one of the many clans scattered across Gevuria. 
Unlike other Ha’esh characters, an AC taking this apprenticeship has 
not yet left his Clan in search of enlightenment. He has returned to his 
cuari after the Fynning ritual. He has been chosen to become an hon- 
oured Warraji, or a ‘Walker of the Ways’. 


Warraji sit in the smoky cuari Re-Hall and learn many of the tales about 
the Kyashi and the Ha’esh ancestors, for it is their duty to pass these 
fables on to the next generation. It is a great honour to be chosen as a 
Warraji, for they keep the Ha’esh spirits alive through their tales and 
fables. Many of their kind reach the status of Re-cha, ‘enlightened mas- 
ter’, and travel to D’Haq to learn the secret fables of the Ha’esh stored 
into the gem-libraries of this holy place. 


Warraji is a Ha’esh term for those young clan members who are being 
groomed to become clan elders in their latter years. All strive to master 
the Ways, to learn about the land, and to become Re-cha. They are en- 
couraged to follow their own path towards enlightenment, and are taught 
many clan secrets and rituals. AC Warraji belong to one of the swamp- 
town clans and must learn new urban paths, as well as the spiritual Ways 
of old. They need to know the ways of the street as much as the lines of 
the Dreampath. All Warraji must one day return to their people and stay 
with the clan to teach the next generation. It is said that all Warraji know 
when the time has come, for they can hear their cuari calling them in 
their dreams. 


The Warraji will belong to one of the following clans :- 


pp Clan Jhin (Ronth). Many members of this clan work on the 
huge Herb farm of the Institute of Medicine. 


p Clan Marro (Sha-Bro). This clan was one of the first to be 
converted by the Church of Sanctology and mix the belief of 
Sandis with the rituals of the Ha’esh. 


p Clan Caloni (Jagan). Although this clan retains its own iden- 
tity, many of its members are also associated with one of Jagan’s 
siltreaving families. 


oO 
2) 
7) 
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Skill 

Cultural Jore-Ha'esh 
Herb lore 
Rites-Dreampath 
Acting-ashu 
Etiquette 

Gem lore 
Meditation 
Oratory 

Race lore 

Street lore 

Silent way 
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The following are some of the more common uses for the agents of Ge- 
Ag ent vuria. All players should choose the one which best suits their charac- 
ter:- 
Race : Karro or Ha’esh Gentleman Rogue- This type of agent often works for his own gain and 


sells information to the highest bidder. He is often a high-ranking social- 
ite who performs his work for the thrill of adventure, preferring break- 


Minimum Length: 1 Term ; 
ins to undercover work. 


Requirements : The agent must be skilled in many fields Society Spy- Many of the Gevurian Societies rely on undercover 
iF he is 16 remain undetected in his wack. This x: agents to wean information out of rival organisations. Such 
quires both a calm personality (KAI of at least people usually become full members of two Socie- 
4) and a keen perception (SEN of at least 5). ties but remain loyal to the first. The most com- 


Agents can come from any background mon rivalries are between the Chronological 
for all use the services of spies : and Geographical Societies, and between the 


various factions of the Church. The Insti- 
tute of Law is said to have a special 
branch of undercover agents trained 
to infiltrate every political organisa- 
tion within Gevuria. This is dis- 
missed as nonsense by the Gover- 
nor of Public Affairs in Treth. 


There are many individual power bases 
across Gevuria, all of which rely on 
both political manoeuvring and cov- 
ert operations to stay in power. On 
the largest scale these powers in- 
clude the various Societies, reli- 
gious bodies and regiments of 
Gevuria and all of these have a 
need to collect information 
about their rivals. Much of this 
information is well guarded and 
requires people to infiltrate and 
report back on the other power 
bases. This job is left to the 
agents and spies of the various 
societies. 


Street Informer- These indi- 
viduals work on the streets and 
collect information for the local 
streetmen. They must often in- 
filtrate gangs and other organi- 
sations to uncover information. 
This is a dangerous occupation, 
for the Tavin pay a high price for 
the heads of street informers. 
Ha’esh agents will normally be 


Agents lead a dangerous life for Street Informers. 


they must rely solely on their own 
abilities when they work undercover 
in order to collect information. It can 

take a great length of time to fully pen- 
etrate another society and many agents must 
lead a double life, both in the social circles of 
the upper class and in the dangerous streets of the 
city slums, to cover their tracks from other groups of 


Military Spy - These agents are em- 
ployed by the various Gevurian Regi- 
ments to enter foreign lands as a source 
of reconnaissance and information abroad. 
This career often takes a lifetime to master, 
for many of the other races remain suspicious of 
strangers within their lands. 


power. AC agents are assumed to have left this profession when 
‘ they join the Clondis. Th ill h tacts withi i i 

If an AC chooses to become an agent, he must also determine who em- ee EES ES an ee EN eee HOLE ete ee ne 

ploys him and who he spies on. Both these groups can be generated P ; 

randomly on the ‘Table of Individuals’ which can be found in the “Char- 

acter Events’ section of Character Generation. Starting Equipment: 

The Narrator must detail all the parties involved with the AC agent, and t x 

may wish to allow the AC to keep in touch with his contacts during an 1D6 wealth points blowpipe OR knife 

ongoing campaign. The skills chosen by the AC should reflect his cov- 

ert identity as well as complimenting his true nature. 1 contact in infiltrated organisation 


Skill Skill 
Crowd manoeuvre Race lore 
Combat-knife Street lore 
Combat-unarmed Devise 
Classics Art 
Cultural lore-any 2 types Blowpipe 
Judicial lore Listen 


Library use Read lips 

Acting-any type Sight 

Disguise Speak-any 2 languages 
Etiquette Hiding 

Lie 2 Sneaking 

Persuade 
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Armsman 


Race : Karro 
Minimum Length: 2 Terms 


Requirements : There are two ways to enter this occupation. 
The AC may serve time as an ‘Armsman Recruit’ and then 
become a full-time soldier, or attend the ‘School of 
Martial Studies’ and become a low ranking of- 
ficer. Alternatively an AC can be adopted into 
a regiment if he can show he is suitable. This 
requires a COM of 5+. The AC stays in 

the regiment chosen during his appren- 
ticeship and becomes one of the “fam- 


ily’. 

The Gevurian army consists of eight- 
een regiments of highly disciplined 
troops posted throughout Gevuria, 
each with its own insignia and uni- 
form. The men and women of these 
regiments follow a tradition of strict 
training and honour passed down 
through generations of Karro from the 
continent of Lathmir. Each regiment 
is a close knit unit which adopts only 
the best recruits. Once adopted, the re- 
cruit is considered family and has a 
‘Jaan’, or blood tie to all within the regi- 
ment. Even those who leave the army are 
expected to maintain the Jaan, retain the 
family traditions and uphold the honourable 
name of his peers. 


Currently over half of Gevuria’s troops can be 
found on the borderlands, protecting the realm from 
the threats of invasion from Khos Tavar and Ja’ Hall. The 
wild Ha’esh tribes in Vhastor also maintain a threat to Gevu- 
ria’s northern borders. Most soldiers are of Karro stock and often look 
down on the Ha’esh who they must sometimes protect. 


The Gevurian military has recently begun to train troops in the use of 
the high powered missile weapon known as the rockpipe. Such weapons 
are still relatively rare outside of the Engineering Corps, but the Insti- 
tute of New Science receives a large grant from the Academy of Mili- 
tary Studies to produce a number of these weapons for the military each 
year. The INS remain responsible for the maintenance and upkeep of 
such weaponry. 


The best known of the eighteen regiments are listed below. It is into one 
of these regiments that the AC will most likely be adopted. Every town 


Skill 

Athletics 

Riding- skink 
Combat-military davin (2) 
Combat-unarmed 
Endurance 

Heavy drinking 
Survival-plains 
Survival-swamp 
Cultural lore-Gevurian 
Navigation-land 


2 
2 
4 
3 
4 
1 
2 
2 
2 
2 


has at least one local regiment. 


2™ Regiment. Treth. This regiment is known as “The Red Crows’ due 
to their bright red uniforms. There is an intense rivalry between this 
regiment and the 8". 


6" Regiment. Rol-Katel. ‘The Engineering Corps’ are tied very closely 
to the Institute of New Science and their technology. They wear a dark 
blue uniform. 


8 Regiment. Treth. ‘The Bulldogs’ are the other regiment 
found in Treth. They have a light blue uniform and 
are generally controlled by the Church of Sanc- 
tology. As such they have many ties with the 
Sanctum Guard. 


10" Regiment. Vespin. ‘The Lath- 
mirian Guard’ fight many skirmishes 
with Je’ Khan warbands from the 
west. They wear a distinctive 
black and gold uniform. 


11 Regiment. Pathasha. ‘The 
Wasps’ are posted in the Vhas- 
tor mining town of Pathasha 
to quell the northern Ha’esh 
raiders of the area. They get 
their name from the yellow 
and black uniforms they 
wear. 


13 Regiment. Jevin. 
“Tarson’s Sword’ are the small- 
est of the Gevurian regiments. 
They wear a deep green uniform. 


15 Regiment. Charra. ‘The Grey 
Fist’ is the only Gevurian skink-cav- 
alry regiment. They wear light grey 
uniforms and patrol the southern Vhastor 
borders upon their reptilian mounts. 


ACs who join a Gevurian regiment retain the 
Jaan ties to their family when they become Clondis. 

They will still be regarded as a member of the regiment. 
The AC must remove his rank chevrons, located on his collar, to indi- 
cate that he is a passive member of the family, but may still wear his 
military colours. 


Starting Equipment : 


military uniform military davin 


orange Skichan web skink (officers only) 


Skill 

Tactics-land 

Oratory (Officers only) 
Race lore (Officers only) 
First aid 

Metal craft 

Listen 

Rockpipe 

Sight 

Speak Gevurian 
Speak-any 1 language 
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° can, for they believe such skills are the key to enlightenment. Their 
Ci tanni fighting abilities are not questioned, it is the mastering of the Ways that 


makes a man great. All AC Channi can take one listed art or craft skill to 
iFase ; nie A aerate : 
Race : Havesh leve representation of their intensive training in such fields. 


Like all Ha’esh, Channi remain solemn and quiet in outlook. They admire 
bravery, loyalty, and politeness above all other traits. A Channi must re- 
main smart and well-groomed at all times, for this is an indication of 
character. A tidy appearance indicates inner strength. Many Channi 
shave their heads to further this expression of cleanliness. 


Minimum Length : 3 Terms 


Requirements : Only Ha’esh who have completed the 
Warraji apprenticeship can choose this occupation. 
The AC must spend all three terms with a Channi 
master in the clan cuari and travelling the 
Karro areas of swamp. 


Channi only don their armour when expécting a bat- 
tle. They do not wear it whilst travelling or relax- 
ing, for it is bad luck to wear one’s had’shi in 
times of peace. HPs may be deducted if the 
had’shi is worn at the incorrect time. A lanto 
is the preferred form of dress at other times. 
The Chantin Va is constantly worn and 
tucked into the beltsash of the lanto, or 
slung over the shoulder. 


The Channi are holy warriors chosen from 
the Warraji to protect the clan. They are 
respected throughout Ha’esh society, 
and treated as masters of warcraft. 
Each Channi will challenge any other 
met to test their honour and skill. AC 
Channi are those rare individuals 
amongst the holy warriors that have 
chosen the path of enlightenment. 

They seek to find their place on the 

great wheel of the Chon’da Harek, 

and travel far and wide in their 

search. 


During his apprenticeship, the Channi 
takes the sacred vows of ‘Haj’, which 
is believed to tie the spirits of the land 
to his blade and armour. All Channi 

are honourable individuals who will 
uphold their clan laws and traditions 
when they can. They fear the Kyashi 
and will stop at shrines to pray to the 
local spirits. Travelling Channi carry 
much influence, but are generally 
feared by humble Ha’esh peasants. 

Channi are aware of their importance 

and can be haughty fellows. 


The clan elders do not stop a Channi 
from following his destiny and bless 
the warrior on his travels. The 
Channi must remain true to his sta- 
tion and protect all Ha’esh who require 
his aid. He may be called to return to 
his clan in times of crisis, and is said to 
receive word of this through his dreams. 


Once the AC has completed his 3 terms, 
he is free to leave his clan and to travel 
the path of enlightenment. He takes the 
Gharrana Lo’Teh ritual and receives golden 
eyes to show that he has the blessing of the clan 
elders. Channi are the only AC Ha’esh who still 
retain ties to their clan, even when seeking enlight- 
enment. They wear their Rai proudly. 


The Channi use ancient items of war passed 
down through the generations of their clans. It 
remains a mystery as to how these finely crafted 
pieces of moon-jet metal equipment were produced 
so long ago, for the Ha’esh remain unskilled in the arts 
of metal craft. Once the Channi finishes his 3 terms, the 
Chantin Va (‘spirit blade’) and the set of Juth (‘holy armour’) become Starting Equipment : 

his own. The Channi retains his holy equipment until death, and must 

never let an outsider use his sacred blade. Juth armour Chantin Va 


Channi measure worth not through combat, but by their abilities in dif- 
ferent crafts and arts. All try to master as many peaceful abilities as they | Kan’din bow 


Char Cost Skill Char Cost Skill 

AGL Athletics KAI Race lore 

AGL Riding- skink MAN First aid 

COM Combat- Chantin Va MAN Hideworking 

COM Combat - Knife MAN Stonecraft 

COM Quick strike MAN Woodcraft 

HEA Endurance SEN Art 

HEA Survival-swamp SEN Bow- Kan’din 

KNO Animal lore SEN Listen 

KNO Cultural lore-Ha’esh SEN Play instrument- juttu 
KNO Navigation-land SEN Play instrument- reoni 
KNO Plant lore SEN Sight 

KAI Acting-Ashu SEN Silent Way 

KAI Etiquette SEN Singing 

KAI Meditation SEN Speak-Ha’esh 

KAI Oratory SEN Swimming- water 
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Chiel 
Race : Karro 


Minimum Length: 3 Terms 


Requirements : Only an apprentice of the School of Sanctology in 
Sha-Bro can become a chiel. 


As initiates of the Church of Sanctology, the Chiel are trained by 
a Sanctor (priest) of the religion. All Chiel learn the ways 
of Sandis, the one true God, and the ancient rituals 
used in worship. The Chiel are taught in a Sanc- 
tum (church) and spend much time in medita- 
tion and contemplation of the ways of Sanc- 
tology. A chiel has a revered and re- 
spected place in Karro society and gains 
HPs due to the respect given to a man 
of the cloth. Almost every Karro be- 
lieves in Sandis and respects his 
chosen followers. The church still 
holds much sway in Gevuria and 
this can make the chiel a strong 
ally or a dangerous enemy. 


The Church of Sanctology believe 

that Sandis created the world and 

all living creatures upon it. He 
moulded all mortals, but only one 
in his own image. This one he 
named Karro, and his children are 
now the Karro race; the true heirs of 
Sandis and the planet. It is their duty to 
protect the world and see that all other 
peoples know and respect the ways of 
Sandis and the Karro. This view tends to make 
the Chiel haughty and self-righteous. 


All learn the skills to preach sermons to any who 
will listen. It is a chiel’s duty to spread the divine word of 
Sandis and to convert unbelievers to His way. The Chiel are guided 

by a Sanctor and work for him, either in a sanctum in town, a mission in 
the swamplands or on the road teaching unbelievers the ways of the 
Church. Chiel also learn the rites of exorcism and warding for it is they 
that the public look to for protection against the dark forces of the night. 


The teachings and beliefs of Sandis are all contained within ‘The Au- 
gury’. This is the holy book where the first Karro wrote down the teach- 
ings given to them by Sandis and his disciples on Gargentihr. It is said 
that the book used by each successive High Sanctor is the original Au- 
gury, but all chiel carry a hand-written copy of the book. 


All AC Chiel belong to one of the two main bodies in the church :- 


Skill 

Essa tracing 

Survival swamp 
Classics 

Cultural lore-Gevurian 
Library use 
Literacy-Lathmirian (2) 
Medical lore 
Rites-Sanctology (2) 
Teaching 

Value lore 


4 
2 
2 
3 
3 
Ka 
3 
i} 
3 
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Originists. This is the largest faction and upholds the beliefs of the 
original Lathmirian Church of Sanctology. All the other factions are 
groups that have broken away from the Originists. Its members can still 
remember the times from the home continent when the Church ran the 
state and held all the power of the land. With the rise of the Societies the 
Church has lost much of its powers but many of this body still remain as 
politicians rather than priests. All Originists hold the belief that the church 
must be wealthy in order to carry out the will of Sandis as best they can. 
As such, the collections and taxes raised by the Originists go into build- 
ing grand sanctums and clothing the Sanctors in fine robes. 


Reformists. The Reformists grew disillusioned with the greed 

of the Church and split to form a new faction. This 

faction believes that only money truly needed 

by the sanctum should be taken from the 

people and the rest used to aid their 
flock. The Reformists run simple 

sanctums but are frequently in fi- 
nancial difficulty. 


Even with the split in its 
members into different fac- 
tions, all still believe in the 
same basic facets of the 
religion and are united in 
their belief of Sandis, the 
One True God. There- 
fore the Church is still a 
powerful political force, 
even though some scien- 
tific Society men do not 
attend church and disbe- 
lieve its dogma. The 
Church of Sanctology is 
still the major influence on 
the lives of many of the god- 
fearing lower classes of Gevuria, 
and its members are still revered 
in Karro society. Chiel address one 
another as ‘Brother’. They are called 
‘Father’ by worshippers of Sandis. 


AC chiel are travelling missionaries sent out by the 
Church to spread the word of Sandis. The widespread organisation 
of the Clondis allows these individuals to take their beliefs further afield. 
Many such chiel do not travel in their robes, preferring more practical 
garb, but all wear the Hacha; the dual crescent symbol of the church. 


Starting Equipment : 


hand-written copy of the Augury. 1D20 HPs 


moonmetal Hacha chain ceremonial robes 


Char Cost 
KAI 2 
KAI 3 
KAI 4 
KAI 2 
KAI 3 
2 
1 
1 
3 
3 


Skill 

Etiquette 

Gem lore 
Meditation 
Oratory 

Race lore 

Art 

Play-yinta harp 
Singing 

Speak Lathmirian 
Weather lore 


SEN 
SEN 
SEN 
SEN 
SEN 


oD) anja performers. 


Of course, many people who call themselves danja are nothing more 
than cheap con-men. This criminal element amongst the danja are de- 


Race : Karro or Ha’esh spised and loathed by the true entertainers since it gives their whole 
profession a bad name. Amongst the higher classes the word ‘danja’ is 
Minimum Length: 1 Term already used to describe con-men and undesirables and the town galler- 


ies are thought of as the hang outs for the criminals and thugs of the 


Tavin families. 
Requirements : Until the danja makes a name for himself, he must 


be prepared to perform whatever is asked of him. He must Each danja must choose one of the following sub-classes which 
also be good at his art or he will not get paid. The best suits his aims and motives :- 

danja must therefore be lithe, with an AGL of 
at least 5 and also be able to carry a part 
reasonably with a SEN of at least 4. 


Players- These danja are the true entertainers and 
work amongst their peers to produce plays and 
exhibitions in their town. The thespians are 
also acrobats and dancers but are well ac- 
customed to the gambling, drinking and 
brawling which occur in the gallery. 


In Gevuria there are many entertainers 
who work the streets or in the homes 
of the wealthy to make a living. 
These artisans, minstrels, actors 
and troubadours are known as 
danja. They are generally only 
found in the larger towns and 
ports of Gevuria as these towns 
are the only places large 
enough to sustain them unless 
they are hired by a wealthy 
family. 


Gentleman Danja- There are a few 
of the upper class that tire of the 
easy life quickly and look else- 
where for excitement. These in- 
dividuals enjoy the rowdiness 
and thrills supplied in the gal- 
lery and spend much of their 
time there, often incognito. 


Chancer- These rogues are 

conmen who prey on the more 

naive members of the gallery. 

They are card-sharks and swin- 

dlers who live off their earnings 
made by gambling and cheating. 
By the time the character finishes 
this career he will either be very 
good at cheating and gambling, or 
he will be dead. The former option 
is probably the one to aim for. 


In each of these towns is an 
area known as ‘the gallery’ 
where the danja eat, sleep, 
practise and perform. The 
halls of the local gallery are 
like a commune and offer char- 
acters a cheap place to eat and 
sleep. These places tend to be 
rough and violent, used by local 
gangs, rogues and other undesirables 
as a base. For this reason most danja 
soon learn to take care of themselves as 
life in these places is pretty cheap. Many 
an unsuspecting traveller can spend a night 
in a gallery only to find themselves aboard a 
Chinte’ F’har slave cutter bound for Tellah the next 
morning. 


AC danja have left their profession be- 
hind and have no ties to their previous oc- 
cupation. 


Danja is a collective term for all entertainers who do not travel. It in- Starting Equipment : 

cludes actors, acrobats, street performers and con-men, all of who per- longknife 2 + 1D6 tjhav balls 
form throughout the city and in the galleries. This is not a career for the 
aesthetic performer; life on the streets is rough and so are many of the _ pack of flatback cards 


Skill Skill 

Acute balance Gaming 
Athletics 2 Lie 
Contortionist Persuade 
Crowd manoeuvre Race lore 
Dancing Street lore (2) 
Juggling Sleight of hand 
Combat-brawling Listen 
Combat-longknife Play-any 1 instrument 
Heavy drinking Read Jips 
Classics Sight 

Cultural lore-Gevurian ° Singing 
Acting-any form Throw-jask 
Disguise Tjhav 


3 
2 
3) 
3 
1 

2 
2 
3 
1 

2 
3 
2 
3 
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Doctor of the Healing Arts 


Race : Karro 


Minimum Length: 2 Terms 


Requirements : All doctors must register with the head office in 
Treth. To successfully register the doctor must prove himself able in 
the healing arts and show that he is a person of good stand- 
ing. He requires a KAI and KNO of at least 4. 


The Institute of Medicine has few main centres of 
power outside the headquarters at Ronth and its 
small building in Treth, but all practitioners of 
healing must register with the Institute if they 
are to set up their business within Karro soci- 
ety. Many local Ha’esh healers have failed 
to do so and must practise their art outside 
the safety of swamptown jurisdiction. This 
has had little effect on them as most 
Ha’esh villagers would not visit a Karro 
doctor. 


The Institute tries to have at least one 
member in every Karro town and pro- 
vides medics for both the army regi- 
ments and the local streetmen. Although 
facilities in some areas are limited, those 
found in any major town or port are ex- 
cellent and will provide any registered 
doctor with all the aid he requires. 


Many doctors become researchers for the 
Institute, working on the huge herb-farm 
at Ronth. Others simply travel and docu- 
ment the healing techniques and equipment 
of other cultures they encounter. These indi- 
viduals receive equipment and medical supplies 
from the Institute in return for information and 
research into the techniques and herbs used by the 
natives. Characters who are doctors will receive a suit- 
able amount of herbs and medical supplies for any expe- 
ditions which has the backing of the Institution. 


Institute doctors are respected members of Karro society and have a 
great deal of responsibility to uphold the good name of the Institute of 
Medicine. The doctor’s black tall-hat, black longcoat and side-slung 
medical kit have become synonimous with the healing profession in 
Gevuria, and make these professionals welcome in every swamptown. 


All doctors receive their basic training in Ronth, for the herb-farm there 
has the best facilities for learning and research in the whole of Gevuria. 
The herb-farm has a huge library filled with cures, herbs and remedies 


Skill 

Animal lore 
Classics 

Cultural lore-Gevurian 
Cultural lore-Ha’esh 
Etiquette 

Judicial lore 

Library use 
Literacy-Lathmirian 
Medical lore (2) 
Plant lore 


2 
2 
3 
3 
2 
3 
3 
3 
3 
2 


from across Agasha and beyond. It is the pride of the Institute and only 
the greatest doctors and healers gain access to the upper levels of the 
building where, it is said, there is a scientific device which can heal any 
ailment. 


Much of the herbal knowledge at Ronth comes from the many Ha’esh 

who trade their knowledge of herbs for Karro money and goods. Their 

are many full time Ha’esh workers who care for the herbs and teach 

their uses to the members of the Institute. This makes the Institute’s 

medicine very powerful as they are the only Karro with any knowledge 
of the use of Agashan herbs. 


The Institute of Medicine has in recent years become 
more interested in the politics of Gevuria, and now 
many doctors give up their healing arts to con- 
centrate on a political career using the con- 
tacts made whilst treating the higher mem- 
bers of society. These characters nor- 
mally move to one of the larger towns, 
such as Treth, to concentrate on high 
society. 


Most ACs will stay as travelling 
doctors and may use their papers 
to gain access to the healing-halls 
of any Institute building across 
the land and the supplies within. 
The doctors are often seen as 
neutrals and used in disputes as 
the arbiter and judge. They hold 
much respect in Karro society, 
both in the traditionalist views of 
the Church and in the modern 
views of the new forward think- 
ing Societies. 


AC doctors may be called to per- 
form their arts for the Institute dur- 
ing a continuing campaign. The 
streetmen use members of the Institute 
as medical examiners. The Institute of 
Medicine runs a forensics department in 
every Karro town, and local doctors often 
have to assist in the running of this organisa- 
tion. 


Starting Equipment: 


medical pack doctors papers 


black tall-hat black traveller longcoat 


Loam rod (energy level = 6) 


Skill 

Teaching 

Value lore 
Animal doctor 
Gem lore 
Hypnotism 
Meditation 
Persuade 
Speak-Gevurian 
Speak-Ha’esh 
Speak-Lathmirian 


WONMNWwWAHA WANDA 


It is not unheard of for two of the departments to work together on a 

Fellow of G cogn aphy project but it is quite rare because of the intense rivalry between them 
and the fact that each department is intent on covering the others areas 

of expertise. It is far more common for a department to work with an- 


other society on a project of mutual interest. In fact recently quite a 
close link has been formed between the Geography department and the 


Race : Karro 


Minimum Length: 2 Terms Chronological Society as they have been working together on an accu- 
rate mapping of Gevuria and the surrounding lands. 
Requirements : The Geographical Society is one of the oldest Despite the internal political bickering, the Geographical Society 


and most respected of the Karro institutions to be imported 
from Lathmir. To become a Fellow of the society is an 
honour which only a few reach. ACs require a KNO 
of at least 5 and a KAI of 5+. 


remains in a strong position throughout Gevuria. Its main 

headquarters can be found in Vespin, a town practically 

owned by the Society. Vespin is the most modern of 

all the Gevurian swamptowns, housing the Geo- 

graphical merchant fleet which provides a great 
deal of the Society's wealth. The Society trad- 

ing cutters frequently sail along the river 
Clyss in western Gevuria. 


As a full member of this society, access is gained 
into one of the most esteemed social clubs and 
learning centres in Gevuria. All members join 
one of the four specialised departments of the 
Society. These departments are :- The Geographical Society is one of the 
most politically influential groups to be 
found in Gevuria. With the exception 
of the church, the Geographical Soci- 
ety is the largest single powerblock in 
Gevuria and whilst its power is slowly 
waning in favour of the newer Socie- 
ties, it is still fighting to retain its un- 
matched political control. An AC who 
joins this Society will retain his mem- 
bership when he joins the Clondis and 
may be able to call on favours from 
other high ranking political members 
of the organisation. 


Botany. This department is the smallest and 
most specialised. It has close ties with the 
herb-farm at Ronth. It has a huge botani- 
cal section in its library, rivalled only by 
the Institute of Medicine’s herb library. 
The botanist’s collection is far more var- 
ied, however, dealing not only in heal- 
ing herbs but in all plants. 


Exploration. This department is respon- 
sible for the larger expeditions mounted 
by the society and has a fine equipment 
store for its members. It was this depart- 
ment that led the first expedition to the 
continent of Agasha when it was sighted 
from their home continent of Lathmir. They 
were closely followed by the other depart- 
ments and other Societies, but it is still a mat- 
ter of great pride to them that an expedition 
from their department was the first to land in 
Gevuria. 


A Fellow of Geography belongs to the 
largest and most traditional of the Ge- 
vurian societies, and is expected to dress 
and act with decorum at all times. Accord- 
ing to Society regulations, fellows must re- 
main well presented and polite in every situ- 
ation, for a poor image reflects badly on both 
the individual and the Geographical Society it- 
Geography. The true scholars and cartographers of self. 
the Society. This department specialises in geology and 
map-making. This was the original society from which all 
the other departments have split off; a fact the departments mem- 
bers delight in pointing out. 
Zoology. A widespread department which specialises in the fauna of Starting Equipment : 
Gevuria. This department has a huge library and museum on, not only 
the creatures and animals of Agasha but also Lathmir and even some __sight-scope traveller longcoat 


from the silt seas. 


Skill Skill 
Riding-any Etiquette 
Combat-gentleman’s davin 3 Gem lore 
Survival-any Oratory 
Animal lore Race lore 
Cartography First aid 
Classics Scaling 
Cultural lore-Gevurian Listen 
Cultural lore-any 1 other Sight 

Library use Speak-any 1 language 
Literacy-Lathmirian Weather lore 
Navigation-land Rowing-silt 
Plant lore 


2 
4 
2 
3 
3 
2 
3 
3 
3 
3 
2 
2 


Fellow of History 


Race : Karro 
Minimum Length: 2 Terms 


Requirements : The Chronological Society is the most open of the 
new Societies of Gevuria, and freely accepts all Karro into its ranks. 
To become a Fellow of History all ACs require a KNO of at least 4 
and a SEN of 5+. 


The Chronological Society is, politically, perhaps the weak- 
est of the Gevurian Institutes, due to its multi-racial 
outlook which is seen as rather distasteful amongst 
the Karro upper classes. The Society has been 
run from main offices in Geva since 1522, 
and the presence of all mortal races 
amongst their ranks has added to the cos- 
mopolitan flavour of this town. Despite 
their lack of influence in Gevuria, it is 
this society which has helped bring 
the current peace between the Karro, 
Khos-Tavar, and Ja’ Hall. 


The Fellows of History specialise in 
linguistics, anthropology and the past 
history of Gevuria. The Head Office 
in Geva has a fine Museum of Ar- 
chaeology, which contains remains 
from all eight Agashan realms. Each 
realm has its own department, with rep- 
resentatives from all the races promot- 
ing their homelands. This inter-cultural 
project is regarded as the greatest of its kind, 
and presents a hopeful message for the future 
of Agasha. The sight of Ja’ Hansh, Je’ Khan and 
Khostra in the same room is truly rare. The fact 
that they work together from the Head Office on behalf 
of their people makes the Museum a truly unique place. 


Most AC’s from the Chronological Society will belong to one of the 
following Departments :- 


Dept. of Linguistics. This department specialises in the languages found 
across Agasha, and sends its members to Gevurian embassies as transla- 
tors. Most of the resources of the Department have been devoted to the 
learning of the language of the Windtraders, and the strange hieroglyph- 
ics found on many ancient ruins across Agasha. 


Dept. of Exploration & Archaeology. This department is small but 
well organised. It cannot compete with the vast resources of the Geo- 
graphical Society, but often uses local guides and elders to aid in its 


Skill 

Riding-any 
Combat-gentleman’s davin 
Animal lore 

Cartography 

Classics 

Cultural lore-Gevurian 
Cultural lore-any cultures 
Library use 
Literacy-Lathmirian 
Literacy- any language 
Navigation-land 


2 
4 
3 
3 
2 
3 
RS 
3 
3 


discovery of ancient ruins. This advantage has helped them score sev- 
eral major coups over their Geographical rivals. The Museum of Ar- 
chaeology has a fine collection of antiques and finds snatched under the 
noses of Geographical explorers thanks to their local contacts. 


Dept. of Anthropology. This department deals with the collected his- 
torical and cultural advances made by the peoples of Agasha. The de- 
partment’s extensive library in Geva has contacts with Ne’ Hal, and these 
two great centres of knowledge are responsible for piecing together the 
entire history of the continent. There are thousands of maps, hand-writ- 
ten tomes, kavash and cyanna gems still lying unused within this de- 
partment’s halls, and their trained staff work continually to index this 
vast collection. 


Dept. of Foreign Affairs. The foreign affairs de- 
partment runs all the Gevurian embassies 
found abroad. Their members must be 
trained linguists and versed in the lo- 
cal customs, to avoid starting a dip- 
lomatic incident. (Like war). 
Many Chronological trainees 
are placed in the remote em- 
bassies and consulates in 
places as far away as the Ti- 
Hond Fire Ridge or the 
Kalath High Pass in 
Yaskal. 


The Chronological Soci- 
ety is a close-knit organi- 
sation which has done 
away with the airs and 
graces of Karro Society. 
The members tend to be 
both practical and adaptive. 
They respect the other cultures 
of Agasha and understand them 
far more than any other Karro in- 
stitution. An AC Fellow of History 
will retain his ties to the organisation 
and will be able to use his department’s re- 
sources during a campaign. 


Members of the Chronological Society are infamous for their 
strange customs and dress sense, which is derived from a wide array of 
Agashan cultures and races. Historians traditionally wear simple, dark, 
hooded robes as a sign of equality between every race, sex and creed 
that would hold a place within the Society. 


Starting Equipment : 


leather bound notebook pictograph and 2 films 


Society robes 


Skill 

Plant lore 
Etiquette 
Gem lore 
Oratory 
Race lore 
First aid 
Listen 

Sight 
Speak-any language 
Weather lore 
Rowing-silt 
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Fellow of Science 


Race : Karro 
Minimum Length: 2 Terms 


Requirements : The Academy of Science is run by the Institute of 
New Science and is very open in its membership requirements. All 
applicants require a KNO of at least 5 and a MAN of at least 4 to 
enter. 


The Institute of New Science runs the Academy of Science and encour- 
ages its pupils to experiment in all the fields. The Academy 
has many departments including Physics, Chemistry, En- 
gineering and Communication. Each department is 
run by separate members of the Institute but shares 
its resources with all other members and there 
is little internal bickering such as that found 
in the Geographical Society. 


People of science are still very much a mi- 
nority group sneered at by traditionalists 
but with the increased use of both corn 
engines and signal towers, and the 
wealth and power generated by these 

inventions, both the Institute and the 

Academy are growing in stature. 


The Institute is seen by many of the up- 
per class as a den of revolution and an- 
archy, for it accepts anyone into its ranks 
and condones both change and innova- 
tion. Already the powers that be are fright- 
ened of these upstarts with their new con- 

traptions and ideas. For this reason many sci- 
entists are rather secretive with their work. The 
scientific community is still a close knit body, 
and shares new ideas and innovations through the 
‘New Science Digest’, a journal printed in Rol-Katel 
and read by inventors and scholars across Gevuria. 


Many important technical projects are undertaken by several depart- 
ments of the Institute working together. It is this co-operative approach 
which has lead to groups like the Signaleers gaining a position in soci- 
ety few would have thought possible ten years ago. The majority of 
Academy members learn their art in the swamp-town of Rol-Katel, the 
home of the Institute of New Science. ; 


Most graduates of the Academy go on to join one of the three main 
bodies of power within the Institute of New Science and each character 
who finishes in the Academy has the option to join the Institute as a 
Fellow of the Institute of New Science (FINS) and enter one of the 


Skill 
Combat-gentleman’s davin 
Classics 

Cultural lore-Gevurian 
Library use 
Literacy-Lathmirian 
Literacy-Signaleer 
Science (2) 

Pipe maintenance 
Shipwright 

Teaching 

Gem lore 


Z 
3 
3 
3 
rd 
4 
ee 
3 
3 
2 


following sub-groups. Many scientists work together and co-operation 
between the organisations is common. 


The Engineers. This group controls the corn-engine technology and runs 
the engine-boats used in trade, transport and war. Engineers are practical 
craftsmen who prefer to build devices rather than simply designing. 


The Microtists. These scientists work with clockwork and other smaller 
pieces of technology. They are responsible for dealing with the Institute 
of Kyromancy and provide many of the components used by these 
Formweavers. 


The Signaleers. This department is responsible for the communication 

network which spans the realm, from Charra to Treth. They man the 

signal towers which carry the messages between towns, and have risen 
to a place of great power within Gevuria due to this service. 


Characters from the Academy of Science can gain tem- 

poral use of items from the Institute, providing they 

can justify the use of such equipment. Items such 
as rockpipes and cornboats can be loaned. 


The character must apply for acquisition 
of the item from the appropriate depart- 
ment. He requires two fellow members 
of the local Institute to vouch for him. 
A form is filled in stating the equip- 
ment required, the intended use of the 
equipment and the length of time for 
which he intends to keep the item. 


Every branch of the Institute has vary- 
ing policies on equipment acquisition, 
and it is often down to luck whether 
the character will receive loan of the 
equipment. If the items are loaned to the 
player, it should be remembered that the 
good name of the character and his two 
sponsors depends on the safe return of the 
equipment. Damage to the item can lose the 
character friends, HPs, reputation and money. 
Sometimes AC scientists will be asked to field- 
test a new item or piece of equipment, and must pro- 
duce a report after a set period of time for their superiors. 


The INS has recently developed a hand held version of the powerful 
rockpipe, the Hinchley-Parkington ’75, and AC scientists may take a 
loan of such weapons with the Institute’s permission. 


Starting Equipment : 


PGR OR flathead trigger scientists waistcoat 


loaned rockpipe 


Skill 
Oratory 
Boating 
Devise 
First aid 
Metal craft 
Plug craft 
Stone craft 
Wood craft 
Hand rockpipe 
Rockpipe 


BPANMNNWWNHAN ND 
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Gin-Ghan Player 
Race / Karro or Ha’esh 


Minimum Length: 1 Term 


Requirements : Gin-Ghan players must be strong and agile if they 
are going to survive long in this tough sport. Graduates of the train- 
ing halls in Geva will always find work in one of the many league 
teams around Gevuria but an untrained AC seeking this career must 

have a natural talent for the game. They must have a 
STR of 5+ and an AGL of 6+ if they are to be 
given a place in a team. 


There are many Gin-Ghan leagues across 
Agasha and the sport is now more popu- 
lar than ever. The life of a player is far 
different from the trainees of Geva, 
where the games basics are learnt. 
Teams constantly travel in an area, 
playing amateurs on local pitches 
and other professionals in the 
crowded arenas found in towns 
and ports. Being constantly on the 
move reduces healing time and 
can worsen any injuries received. 
All well-off teams will travel with 
a physician to reduce the effects 
of injury. 


Some towns have their own resident 
teams but most Gin-Ghan squads 
travel throughout the area meeting and 
challenging other sides to games. Al- 
though these groups have smaller 
followings than local town teams because 
of their constant travelling, they are the life- 
blood of the game. They are always moving on to 
new towns and cities and challenging the local side to 
games, which produce huge crowds and entertain both rich 
and poor. 


Although Gin-Ghan is played by 7 man teams, each team has a squad of 
10 to 15 players to combat the frequent injuries and all players are trained 
in at least 2 of the positions mentioned below :- 


Haitos Guard - These heavily armoured defenders have the job of guard- 
ing the scoring poles to prevent the other team from scoring points. 


Guards - These players are also heavily armoured. They help the Haitos 
Guard defend the scoring poles but also work in midfield protecting and 
helping the attackers in their drives to score against the other team. 


Skill 

Acute balance 
Athletics 

Crowd manoeuvre 
Combat-haitos 
Combat-knife 
Combat-unarmed 
Endurance 

Heavy drinking 
Survival-swamp 
Cultural lore-Gevurian 
Cultural lore-Ha’esh 


3 
2 
3 
5 
3 
3 
4 
1 
2 
3 
3 


Strikers - These are the players who have the task of driving into the 
other players defensive area to score points by hitting their scoring poles 
with the ball. They wear lighter armour than the guards but this makes 
them much faster and so they have to rely on their agility and nimble- 
ness to avoid the guards, rather than the protection of their armour. 


The training halls at Geva are where many of the future Gin-Ghan play- 
ers of Gevuria are taught their trade. They also have one of the best 
teams in Gevuria, although many supporters of other teams claim this is 
only because they have the first pick of the trainees. 


Despite a large number of players having trained in the halls at Geva, 
some of Gevuria’s finest players have never received any formal train- 
ing and come from all walks of life. Professional Gin-Ghan 
players can make a great deal of money and can be- 
come well known personalities both on and off 
the field. Recently several of the most re- 
nowned players of the last decade have 
begun their political careers in Treth 
and act as champions for various So- 
cieties. This alarming trend is es- 
pecially popular amongst the less 
traditional Institutes such as the 
Chronological Society and In- 
stitute Of Science. 


The following is a list of the 
top 5 Gevurian Gin-Ghan 
teams for the 1584 season. 


ifs The Geva Nationals 


2. The Lathmirian Rov- 
ers ( the only travelling team in 
the top 5) 


3. The National Geographic 
(Based in Vespin) 


4. The Rol Katel Engines. 


5. The Charra Amateurs (the name is 
deceptive) 


AC Gin-Ghan players will have retired from their 
teams but may still have contacts within the team. 


Starting Equipment: 


gin-ghan strip haitos 


1D6 tjhav 


Skill 

Gaming 
Persuade 
Race lore 

First aid 
Hideworking 
Sleight of hand 
Listen 

Sight 

Speak Gevurian 
Tjhav 


WONMNNNWNNWWND 


Kyromancer 


Race : Karro 


Minimum Length: 5 Terms 


Requirements : Only an apprentice of the School of Kyromancy can 
join the Institute of Kyromancy, for only the pupils of this school suf- 
fer from Dyce Syndrome and have the ability to Phase. 


Before a victim of Dyce Syndrome can become a full Kyro- 
mancer, he must undertake a long treatment of condition- 
ing, as outlined in the Treaty of the Holy Energies. This 
Treaty was agreed between the Church and the Insti- 
tute of Kyromancy in 1571, and acts as a means of 
controlling dangerously unstable victims of Dyce 
Syndrome. 


The treatment undertaken by all apprentices of 
the School of Kyromancy is controlled by 
Witch-hunters of the Church of Sanctology, 
who decide which apprentices are worthy of 
gaining a holy pardon from the Church. All 
apprentice Kyromancers who are deemed of 
unsound mind and unholy disposition are at 
once put to death by the High Surgeons, as 
commanded by the Church. 


Every Kyromancer is a victim of the physi- 
cal disorder known as Dyce Syndrome, and 
now exists in the ethereal state called the Fade. 
The Kyromancer can only touch, feel and in- 
teract with the Physical Sphere by using a tech- 
nological device known as a Dyce Transformer, 
which allows him to Phase into Gargentihr for a 
limited time. Whilst Phasing, the Kyromancer acts 
like any other mortal and may be touched and in- 
jured. It is only in this state that the Kyromancer can 
fully manipulate the Sa-energy of Gargentihr. 


Whilst in the Fade, the Kyromancer has a transparent, spirit- 
like appearance upon Gargentihr. His pale skin shifts-and con- 

stantly flickers as he tries to keep a grip on the Physical Sphere, and 
his voice crackles and buzzes with energy. All Kyromancers have very 
poor senses which must be augmented through the use of technological 
devices known as Kyroware. It is these pieces of equipment that provide 
the Kyromancer with the ability to manipulate the Sa-energy around him. 


All Kyroware must be physically attached to the Kyromancer’s body, be- 
coming a part of him. This involves Sa-melding; a complex surgical proc- 
ess known only to the High Surgeons of the Kyros Instructus. The Kyro- 
mancers rely on these devices of moon-metal and sarakern flesh to inter- 
act with the Physical Sphere. 


Skill 

Combat- Kyroblade 
Control- any Kyroware 
Animal lore 

Classics 


Cultural lore- any two 
Judicial lore 

Literacy- any 

Library use 

Plant lore 

Science 


The constant manipulation of Sa-energy through the body warps the flesh 
and causes the eyes and nails to pale to white; a trait which adds to the 
nightmarish appearance of the members. All Ha’esh fear the Kyromanc- 
ers for their powers oppose the natural order of the land. Their pallid 
features and flickering image increases the alien aura that surrounds them. 


The Institute of Kyromancy may be the smallest of the Karro societies, 
but it is greatly feared by all of its peers. All members of this Institute are 
seen as outcasts by the rest of Gevuria and are treated as such. The super- 
stitious will never look a Kyromancer in the eye and will go out of their 
way to avoid such individuals. Many of the Institute use this fear to their 

advantage and threaten favours out of colleagues in other Societies. 


The Institute has distanced itself from the political intrigues 
of Gevuria by building its main office in the small, 
remote port-town of Jevin where the Kyromancers 
can practice and experiment in the dark arts with 
little interruption. The Institute, known as the 

‘Kyros Instructus’, has a very loose internal 
structure and is used as a training centre, uni- 
versity, and meeting place for the arcane 
scientists. All of its members are, first and 
foremost, individuals and do not wish 
the petty political bickering of a struc- 
tured society to get in the way of their 
studies. 


Although Kyromancers are greatly 

feared, their Society is tolerated by the 

Church because of its usefulness in 
training the Institute renegades who 
convert to religion and become the 
feared Witch-hunters of the Church. It 
is only Kyromancers of this Institute who 
can practice Formweaving in Gevuria, so 
all members have a moon-metal registered 
badge, the Tabla Rasa, fused to their 
Kyrosuit to prove that they are members of 
the Institute. To be caught manipulating the 
Sa-energy without this badge is an act of Her- 
esy and is punishable by death. 


An AC Kyromancer must choose which field of the 
arcane arts he wishes to specialise in, what ‘Control’ 
skills he has and what Kyroware has been Sa-melded to his 

body. All of these steps are fully detailed in the Kyromancy chap- 
ter of the rules. 


Starting Equipment : 


Kyrosuit all required Kyroware 


“Tabla Rasa’ badge laboratory in Jevin 


Skill 
Teaching 
Gem lore 
Hypnotism 
Oratory 
Persuade 
Meditation 
Devise (2) 
Speak- any 
Weather lore 
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Lysh 
Race : Ha’esh 


Minimum Length: 3 Terms 


Requirements : The Lysh are Ha’esh who seek enlightenment and 
the title of Re-cha. To begin this quest, a Lysh must be both wise and 
at peace with himself and his surroundings. The Lysh must have 
finished the Warraji apprenticeship before he can undertake 

further training. 


Lysh are travelling storytellers who cast off their 
clan affiliation and ties. They are seen as 
neutrals who provide news between the 
town clans across Gevuria. Lysh spend 
as much time in the crowded streets of 
Karro towns as they do travelling the 
gravel roads of the swamplands. 


Before the Lysh can begin travel- 
ling in search of enlightenment, 
he must spend much time with 
the Kai-cha of his clan. This time 
is spent being taught the respon- 
sibilities of a travelling Lysh, 
and the skills required to reach 
enlightenment. The Lysh are 
seen as an important means of 
inter-clan communication be- 
tween swamptowns, and are ex- 
pected to learn the arts of commu- 
nication. All Lysh must perform to 
the clans found in plantations, towns 
and roadside cuari, spinning tales and 
acting out legends and fables. The Lysh 
are often the only communication avail- 
able to the more remote ‘civilised’ cuari, and 
are often welcomed by Karro and Ha’esh alike. 


Lysh are expected to travel in their search for en- 
lightenment and they undertake the ‘Gharrana Lo’Teh’ 
ritual when they begin this occupation. They receive their golden eyes 


at this time and are no longer seen as part of the clan. The Kai-cha is the 
only clansman to communicate with the Lysh using ‘Silent Way’, and 


the other members of the clan will avoid the Lysh. He is now a neutral 
party with ties to no clan. 


Skill 

Combat-ghurti 
Survival-swamp 
Animal lore 

Cultural lore- Gevurian 
Cultural lore-Ha’esh 
Herb lore 
Navigation-land 
Plant lore 
Rites-Dreampath 
Acting-Ashu 
Etiquette 

Hidden Tongue 
Meditation 


2 
+ 
3 
3 
3 
2 
2 
3 
2 
2 
4 
4 


Travelling Lysh perform Ashu and play their reoni pipes to make a liv- 
ing. They prefer to play in town cuari, but are often found in klai-dens 
and galleries, where there are more cyls to be made. All Lysh are ex- 
pected to pay homage to each cuari’s Kai-cha and should pass on any 
news to the local elders. All Lysh perform a small ritual at the local clan 
shrine when they enter a cuari, to bring luck and good fortune on their 
travels. 


It is traditional for Lysh to act as bearers of information to any village 
visited. In return for his tales, the Lysh receives both food and board. It 
is considered bad luck and a loss of face to refuse a Lysh such hospital- 
ity. 

Lysh are often employed by the Karro Overlord in the planta- 
tion towns of the swamp to act as an intermediary be- 
tween the two cultures. Many wise Overlords have 
realised the power held by these lore keepers 
when dealing with the native Ha’esh, and use 
them to keep the peace in troubled times. 


The travelling Lysh is also responsible 
for the upkeep of the Kyashi shrines 

found deep within the swamplands. 

All damage must be reported to the 

local clan and the Lysh must return 
with workers to fix the damage. He 
must also bless the shrine in a long 
ceremony. Failure to do so will 
anger the local Kyashi and bears 
bad omens for all. 


Lysh are expected to show neu- 
trality and respect to every town 
clan and are often expected to act 
as a neutral party in local disputes. 
They are a cultural bridge between 

Ha’esh and Karro and often perform 
services for both. As travellers, Lysh 
also gain physical skills to aid their sur- 
vival in street and swamp. 


Starting Equipment : 


Lanto robes pouch of herbs (2D6 doses) 


ghurti 


Skill 

Oratory 
Persuade 

Race lore 

Street lore 
Corncraft 
Bow-short 

Listen 

Play - reoni pipes 
Sight 

Silent Way 
Singing 

Speak- any 1 language 
Weather lore 
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where they can use the vast herb library and help to grow many of the 


OVE ° Several Mujo work alongside the Institute of Medicine’s healers at Ronth, 
f rarer Agashan herbs in the glass houses of the Institute. 


Race : Ha’esh The Mujo uses a small clay cauldron which has been ritually prepared 
to mix his ingredients. This pot is known as a ‘gu-tai’. It takes time, 
patience, skill and the correct ritual to create gudj, and the Mujo must 
spend plenty of time collecting the necessary ingredients for his con- 
coctions. Most Mujo have a sacred ‘Kol’, or ritual hall, which is used to 
Requirements : The Mujo is partially trained by elders of his store the many ingredients required to make the gudj. It is in this 
cuari, and stil] retains the ties to his clan. He must have chamber that the Mujo spends days on end ritually mixing his 
undertaken the Warraji apprenticeship. ingredients and chanting the ancient ceremonies. AC Mujo 
should also have such a Kol. He will carry a satchel to 
collect herbs and other ingredients whilst on his trav- 
els. 


Minimum Length : 3 Terms 


The Mujo or ‘Master of Green Ways’ holds an im- 
portant place within Ha’esh society as both healer 
and herbalist. The town clans all have one Mujo 
who lives on the outskirts of town, close to na- 
ture. The Mujo only takes one apprentice from 
the clan Warraji and will train him in the ways 
of herbalism over the next 3 terms. 


Mujo traditionally wear long robes over their 
lanto. They cover their face and head to sym- 
bolise their separation from their clan. The 
mask is also a practical protection against 
the thick incense and smoke produced dur- 


Mujo remain more in tune with nature than i : : 
ing the production of gudj. 


most other town Ha’esh, and they use 
powers of Belief Magick, albeit in a 
weakened form from that found amongst 
the strange swamp clans. The Mujo are 

experts at mixing various natural sub- 

stances with complex ancient rituals to 

create a wide variety of useful potions, 

powders and pastes. 


AC Mujo are town Ha’esh who receive 
the training from the clan Mujo before 
deciding to take the ‘Gharrana Lo’Teh’ 
ritual and follow the path to enlighten- 
ment. The clan Mujo will accept this de- 
cision and will train another Warraji in 
the AC’s place. The AC will have re- 
ceived blessing from the clan Kai-cha 
and will have golden eyes to show that 
he seeks enlightenment. His ties with his 
clan are then severed. 


All Mujo potions are entirely natural, 

using many different components mixed 
in precise amounts. Each mixture has its 
own ritual which can take several hours 
to perform. The potions only work as de- 
sired if this ritual is completed in a precise 
manner. The Mujo is responsible for pre- 
paring the correct incense and candles for 

every Ha’esh ritual in both town and swamp 
clans. He holds an important place within the 
clan structure. 


Mujo prefer the tranquillity of the green swamp- 
lands to the teeming, bustling towns of Gevuria and 
tend to become loners, spending much of their time pre- 
paring herbs and salves, known as ‘gudj’, for sale in the 
nearest town. Many see the Mujo as antisocial types, but even 


Karro seek these individuals out to buy their wares. 
Starting Equipment : 
Town Mujo have recently been under the watchful eye of the Karro 


witch-hunters who believe that the Mujo have been supplying Ther- 
razha guerrillas with labassh and other chemicals. There is no proof 
behind such accusations and as yet there have been no arrests. 


gu-tai 3D6 prepaired gudj 


Skill Skill 
Combat-ghurti Powders way 
Survival-swamp Salves way 
Animal lore Listen 
Cultural lore-Ha’esh Sight 

Herb lore Silent Way 
Medical lore Singing 

Plant lore Speak- Ha’esh 
Rites- Dreampath Taste 
Meditation Throwing 
Corn craft Weather lore 
Incense way Hiding 
Potions way Sneaking 
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Pathsilker 


Race : Ha’esh 
Minimum Length : 2 Terms 


Requirements: The pathsilkers are usually Ha’esh 
who have retained many of their native beliefs, 
although a few Karro individuals, including the 
noble Lawrence of Vhastor, have been made 
honorary members of the silkers. Since they 
are a form of rural law-keeper, they must be 
observant with SEN of at least 5. They also 

need to be fast and agile, with an AGL of 
4+. Good silkers are rare, and skilled in- 
dividuals from other walks of life are 
welcomed into the pathsilkers commu- 
nity, as are Ha’esh who have finished 
their apprenticeship. 


The pathsilkers are native Gevurian 

Ha’esh who protect and find the safe 

routes through the swamplands of the 

south. They also often work alongside the 

Karro Streetman of the swamptowns and 

act as a rural police force for the more re- 

mote Ha’esh settlements. They can be 
found in all towns and other Ha’esh cuari 
within the swamplands and are a respected 
part of native Gevurian society. They 
traverse the swamp in small, shallow- 
draught barges, using their spears to guide 
and propel them. 


All swamp paths deemed safe by the pathsilk- 
ers are marked using silkworm residue and the 
faint glow given off by the silk can be seen along 
these paths at night. Many pathsilkers train and keep 
sleth as a riding beast. These large, docile reptilian 
creatures are native to the swamps of Gevuria and make 
useful mounts. A pathsilker who has ‘ride-sleth’ skill of at 
least level 3 can be assumed to have a trained sleth as a piece 
of starting equipment. 


The Frontiersmen of the Gevurian military are all pathsilkers who must 
have either ‘Survival-swamp’ or ‘Survival-plains’ and they must also 


Skill 

Athletics 
Riding-skink 
Riding-sleth 
Combat-ghurti 
Combat-long spear 
Endurance 
Survival-plains 
Survival-swamp 
Animal lore 
Cultural lore-Ha’esh 
Navigation-land 
Plant lore 

Animal handling 
Sense sho’ta 
Boating 


2 
2 
3 
4 
4 
2 
2 
2 
3 
2 
2 
4 
4 
2 


have a STE of at least 5. These individuals have formed a tight and 
organised structure and have earned the respect of friends and foe alike. 


All of northern Gevuria is still a wild and uncharted area, filled with 
dangers that the Gevurian army knows little about. To aid the explora- 
tion of this area, the army uses local Ha’esh as trackers, scouts and 
guides and a number of these men are posted with each regiment. 
These frontiersmen use their knowledge of the land to secure 
areas before the army moves in. The Ha’esh do not tend to 
mingle with the armsmen, preferring to group together 
in their own units. Although not outwardly hostile to 
the frontiersmen, many Karro soldiers regard the 
Ha’esh as simple savages and look down on these 
brave people. 


The frontiersmen use the fast, two-legged skink 
lizards as a mount across both the plains and 
in the northern Gevurian swamps. Many fron- 
tiersmen retain their mounts when they leave 
their unit. Although not officially a part of 
the Gevurian army, the frontiersmen have 
begun to form their own units, with insig- 
nia and uniforms. These units are gradually 
being recognised as an important part of the 
northern military strength of Gevuria and 
may soon be melded into the 19" army regi- 
ment. 


A character coming from this background 
will still have contacts within the pathsilk- 
ers or the frontiersmen and should try to 
uphold the codes taught in these outfits. 


Starting Equipment: 


short bow OR bola leather leggings 


swamp barge OR skink Ha’esh waistcoat 


ghurti OR long spear 


Skill 

Corn craft 
Scaling 
Bow-short 
Listen 

Sight 

Silent Way 
Speak Ha’esh 
Throwing-bola 
Weather lore 
Ambush 
Hiding 
Sneaking 
Swimming-water 
Tracking 
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Siltreaver 


Race : Karro or Ha’esh 
Minimum Length: 2 Terms 


Requirements: A weak siltreaver will not last long since he will not 
be able to pull his weight on board his silt cutter. A siltreaver must 
have a minimum STR of 5+. He must also be able to withstand the 
rigours of weeks at sea and must have a HEA of at least 5. 


The siltreavers of Gevuria are a highly organised group of 
privateers who raid the merchant cutters sailing in and 
out of the Gevurian ports. They are also known 
for smuggling contraband into these ports. The 
most renowned siltreavers operate out of 
the town of Jagan, on the treacherous 
west coast of The Bay of Mists. Al- 
though it is well known that Jagan 
is the headquarters of the sil- 
treavers, no solid evidence exists 
of this and the government of 
Treth have had no cause to 
move against the town. The 
treacherous reefs which sur- 
round the port prevent large 
Karro fleets from raiding the 
reaver’s town. 


The siltreavers believe them- 
selves to be privateers and gen- 
tlemen but the rest of Gevurian 
society regard them as a group of 
murdering pirates who should be 
caught and hanged. The largest band 
of siltreavers are led by “The Gover- 
nor of Jagan’, a fearless privateer who 
reputedly leads a secret double life as a 
Karro aristocrat. No one knows the true iden- 
tity of this pirate-king and there is a generous 
bounty on his head. When not raiding merchant ships, 
being chased by Gevurian marines or sailing contraband into 
Treth under cover of darkness, the siltreavers lead a very comfortable and 
civilised existence. 


The town of Jagan has its own social structure and political system where 
high-ranking reavers and members of the Tavin families struggle for power 
over one another. Although the streets of this town are dangerous and 
often deadly for the unwary, the riches of the criminal element have pro- 
duced an upper-class scene the equal of Treth. In Jagan, social standing is 


Cost Skill 

2 Athletics 
Combat-brawling 
Combat-longknife 
Combat-military davin 
Combat-singlestick 
Dual weapon Use 
Endurance 
Navigation-silt 
Shipwright 
Tactics-naval 
Gaming 
Race lore 


2 
a 
4 
3 
4 
4 
2 
| 
3 
2 
3 


based around fame and wealth rather than breeding and many strange 
individuals can be found in the court of the pirate king. The reavers have 
close ties with the Khostran pirates of Joss and often trade with these 
bloodthirsty and dangerous people. Their language has become a code 
amongst the families and is often heard on board the silt-ships. 


The siltreavers have their own code of honour which they try to uphold at 
all times. Each ship’s crew is seen as a separate family in much the same 
way as the regimental families operate. All reavers swear allegiance to 
their ship and only death breaks these bonds. Each family has its own flag 
and owns one of the town quarters. There are often ties and rivalries be- 
tween the siltreavers and the families of the Tavin criminal organisations. 
A character who chooses this career will be affiliated to one of the follow- 
ing main families: 


Sullasin- The most powerful family owns almost half 
of the town of Jagan and is run by the Governor 
himself. The Sullasin ships are behind the 
most daring and skilled raids against the 
merchant-ships in the Bay of Mists. 
Their all-black leather sails are a com- 
mon and feared sight in the bay. 


Harriss- This family concen- 

trates on smuggling and works 

with the Tavin of Treth and 
Geva. They are said to have 
many of the streetmen and 
customs officials of Geva in 
their pay. 


Kuth- This small family own 

two cutters but have made a 

name for themselves due to the 
strict religious codes followed 
by their members. It is said that 

no-one crosses the Kuth and 
lives. 


Tyme- This rich family hold much 
power and influence in the social cir- 
cles of both Jagan and Treth, where many 
of their agents work. The Tyme family are 
proud of their noble heritage and see themselves 
as gentlemen of honour and worth. 


AC siltreavers will have given up their profession but may still 
have ties to their family. 


Starting Equipment : 


siltcoat silt trews 


glass silt-goggles 1 weapon 


Skill 
Hideworking 
Ropemastery 
Sailing 
Scaling 

Bow- long 
Sight 
Speak-Khan’Dha 
Tjhav 
Weather lore 
Ambush 
Swimming-silt 
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soon as possible. Streetmen are known as ‘walkers’ or ‘greys’ and are 
a treetman generally honest and hardworking individuals who strive to protect the 
common folk of the Karro towns. In the poorer Ha’esh regions of town, 
there are fewer streetmen to be found and the law is normally handled by 
pathsilkers working with the local greys. 


Race : Karro 


Each streetman station acts as both a base for the law keepers and a jail for 
holding petty criminals until their trial. The larger towns have prisons to 
hold long-term and dangerous criminals. These institutes are also run by 
Requirements : The streetmen take in members from all levels of the streetmen. In the towns and ports of Gevuria, the streetmen use a 
society and allow anyone to advance through their ranks. Streetmen gressh-drawn carriage as transportation. These large black carriages can 
need to be able to keep their wits about them and for this hold up to 10 men and are known as “Black Marias’. They 
reason a streetman requires SEN of at least 5. are used mostly to contain prisoners but are also used 
Detectives have the same requirements as to transport several streetmen quickly to the scene 
streetmen but they also need a KNO of of a crime. 

5+ because their job involves more 
thought and deduction. Streetmen 
must have a KAI of 6+ before 
they can increase to the rank of 
Detective. 


Minimum Length: 2 Terms 


The higher ranking streetmen are known 
as ‘detectives’ and are responsible 
both for discipline in the ranks and 
for any work of a more investiga- 
tive or covert nature. Although 
generally pulled from the 
higher classes, many detec- 
tives pride themselves with 
the knowledge that they 
have worked up through the 
ranks and have earned their 
title. The detectives have a 
distinctive light grey uni- 
form but often work out of 
this, especially on delicate 
cases. 


The streetmen are the enforce- 
ment arm of the Institute of 
Law and the police force of 
Gevuria. The dark grey 
longcoat and helmet of the 
streetman is a common 
sight in all Karro commu- 
nities. These are the 
watchmen and peace 
keepers who patrol the vil- 
lages, towns and cities to 
keep them safe from crimi- 
nals and thugs. Streetman 
stations vary from the large 
and highly efficient force, 
such as that found in Treth or 
Geva, to the understaffed and 
poorly equipped streetmen that 
patrol the various small swamp 
communities. 


The detectives are hard- 
working and astute individu- 
als who often work in their 
own time as private investiga- 

tors. They are the link between 
the desk-bureaucrats of the Insti- 
tute of Law and the rough and 
ready greys of the street, and must 
be capable in both lines of work. All 
skills marked with a ‘D’ can only be taken 
by the detective characters. 


All streetmen are trained to use the keldin 
bar; a weapon devised by the Institute of New 
Science, which transforms Sa energy into kinetic 
energy. This energy is ‘earthed’ through a target by 


AC streetmen have left their law keeping career 
and must hand in their uniform and badge when they 


prodding him with the bar. The keldin bar is also known as a leave. Their keldin bar and bolt petronel remain in their posses- 
‘quietener’. Some streetmen are trained in the use of bolt petronels which sion. 
are commonly used by the watchmen in the larger towns and ports of 
Gevuria. ; : 
Starting Equipment : 


The streetmen use bulls-eye lanterns which have a focusing lens and shut- 
ters to allow the darkening of the lamp without extinguishing the flame. 


‘ Keldin bar bolt petronel 
They also carry whistles to summon their fellow streetmen to the scene as P 


Skill Skill 
Athletics Literacy-Lathmirian 
Crowd manoeuvre Teaching 
Riding-horse Value lore 
Combat- Keldin bar (2) Disguise 
Combat-unarmed Persuade 
Dual weapon use Race lore 
Endurance Bolt petronel 
Heavy drinking Sight 
Cultural lore-Gevurian Listen 
Judicial lore Hiding 
Library use Sneaking 


3 
2 
4 
3 
4 
4 
1 
i) 
3 
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the largest Tavin family can afford to diverge into the various enterprises 


.) 
Tavin controlled in the towns. 


Each family will have its own tattoo and code of honour. The family head 

e 9 : . 
Race : Karro or Ha’esh is commonly known as the ‘Papa’. It is not uncommon for the smaller 
families to form alliances to muscle in on other Tavin and such violence is 


Minimum Length : 1 Term usually contained within the Tavin underworld. 


As a Tavin, the character should join one of the following families :- 


Requirements : Survival on the streets is dangerous for the unwary, —_ gyjfasin - This family runs much of Jagan and is controlled by the sil- 
so natural abilities are required to be accepted into the world of the —_treayer Governor of that port. The original Sullasin have split from the 
Tavin. Characters require SEN and AGL of at least 5 to make it into _reavers and control the docks of Treth, specialising in smuggling and pro- 
the ‘family’. tection. They wear a silver fish tattoo. 


The Tavin are Karro-run family groups who specialise in or- 
ganised crime. Each collective has grown to be ‘family’ 
in name only and the larger Tavin groups have ex- 
panded to control several pockets across Gevu- 
ria, in towns, plantations and villages. Those 
who join the Tavin are judged on ability 
rather than race. Some Ha’esh clans have 

pledged allegiance to the larger Tavin 
families, and are frequently used as re- 

tainers by the criminals. 


Menhis-Var - This family is a widespread organisation 

with no central core. The Menhis-Var are the hired 

killers and assassins used and feared by the 

other Tavin and nobles. They work inde- 

pendently and wear a golden serpent tat- 
too. Characters from the Var are as- 

sumed to have left the organisation 
and may be hunted. 


Fennris - The Fennris Tavin can 
be found in the cuari and plan- 
tations surrounding the town of 
Rol Katel. They own several 
mansions and have much in- 
fluence over the Ha’esh of this 
Province. The Karro planta- 
tion owners fear the Fennris 
but can do little against them. 
They have a four-petaled 
flower tattoo. 


The Tavin still uphold the traditions 
originated on Lathmir many years 
ago. The Tavin began as family 
servants to the rich Karro nobles 
and these ties to the aristocracy 
have not been broken. The nobles 
still call on the abilities of their as- 
sociated Tavin if they are needed, 
and the Tavin are honour-bound to 


act. 
Geldir - A common sight on the 


streets of Jevin, the Geldir Tavin 
are infamous for their use of tech- 

nical and scientific devices to aid 
their thieving. They are rumoured to 

Y have some ties to the Institute of New 
Science. They have a red wheel tattoo. 


Many of the Tavin have established 
control in the swampland cuari of the 

Ha’esh. They protect the villages from 
bandits and Je’ Khan raiders in return for 

payment in food and land. Some of the 
greatest swampland mansions in Gevuria are 
owned by Tavin papas. These families tend to 
be the smaller Tavin, who could not establish them- 
selves within the towns and ports of Gevuria. They 
have become more in tune with the Ha’esh of the surround- 
ing country and will honourably protect their land. Such Tavin have 


AC Tavin will have left their profession to 
join the Clondis but may still have ties within 
their family. 


even taken to using the Kai-cha as spiritual advisors. Starting Equipment : 

Throughout all the towns of Gevuria there are several of the larger Tavin Thelin tatios longknife 

families, all trying to win power over their rivals. These families usually 

operate in one specific area of town and run their own line of work. Only | 1D20 HP {D6 wealth points 


Cost Skill Skill 
Athletics Street lore 
Crowd manoeuvre Devise 
Combat-Longknife Boating 
Combat-Singlestick Art 
Combat-Unarmed Bolt petronel 
Dual weapon use Listen 
Endurance Sight 
Survival-swamp Tjhav 
Cultural lore-Ha’esh Throw-Jask 
Gaming Ambush 
Lie Hiding 
Persuade Sneaking 
Race lore 
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‘Hurry’ hissed Ganna under her breath. Palmer fumbled with silk and hook in the pale green moonlight, 
cursing as he worked. The two figures stood in the deep shadows of the impressive domed structure that 
was the headquarters of the Geographical Society in Rol-Katel. Three streetmen had recently passed the 
front of the building and would be back along in a matter of minutes. 


Palmer raised the grab-gun to his shoulder and aimed for the small stone balcony 10 yards above him. 
Second time lucky’ he mumbled as he drew a bead. 


Snap. Hiss. The fine silk line arched into the night sky and the hook-claw wound around an ornamental 
corner stone. Palmer tugged the line. He turned grinning to Ganna. 

Told you I'd get it’. 

The Ha'esh stood in the shadows looking unimpressed, her golden eyes glaring. 

‘We are on a time schedule here. We must hurry Shandane. ’ 

She always used second names. It was an old Ha'esh custom and she had claimed that it was important, 


but it still grated Palmer. With a sigh, he pulled the cord once more and began to Climb: 


* * * 


Tymon flipped the lid of his pocket chronometer and looked pensively at the watch face. What was 
taking so damned long ? He crouched back down, deep in the dark shadows of the doorway and looked 
over at Karrath. The Kyromancer looked even more sinister in the dark, with the moonlight passing 
directly through the grey outline of his faded body. 


Minutes crawled by. A light rain started to fall, darkening the sky and reducing visibility further. The 
two Clondis were sheltered behind the wide ornate columns that ran along the building but they had 
been here too long. ‘Karrath peered through the strange metal sensor-piece that was fused over his left 
eye, his Dyce Transformer humming with energy as he Phased into the Physical Sphere. 


‘Two streetmen are coming.’ 
Tymon peered into the night but saw nothing. He decided not to argue. Come on Palmer. Come on. 


Click, The small side door behind themscraped. gently open and Palmer peered out. He'd made it. Per- 
haps he hadn't been bragging about skills picked up with the Fennris. Tymon and Karrath silently 
entered the Society building. 


* * * 


The next morning, Ganna and Tymon returned tothe Zyphyr. The den was jumping with the crews from 
two Yaskali cutters and they had started drinking early. The Chinte’ ¥ har always Knew how to make 


the most of shore leave. 


Through the thick climbing nets and groups of rowdy Chinte’ Ganna caught sight of Yassh. The grey 
furred diplomat sat on the smoky ground floor, just beside the jazz band, Ganna had never seen what 
the fuss about this new Chinte’ music style was; it just sounded like noise to her. By the time that the 
two Clondis had climbed their way over to Yassh, their eyes were heavy and red. The thick, drugged 
smoke found in a Parra Ral just did not seem to agree with other races. 


‘Haltu Rrahr, Ganna Talantiri. Do you haave ourr gem?’ Yassh sat on a bed of cushions, two female 
Chinte ‘curled beside him. He yawned lazily and took.a long drag from his maltu pipe. 


Ganna reached into her lanto and pulled out a small parcel wrapped in leather. She placed it upon the 
low wooden table and bowed. 


‘I hope that this will soothe Chi'chee pride. The Geographical Society meant no offense, I’m sure.’ 
Yassh agreed. “What of the arrmsman?’ 

‘We have discovered his whereabouts and will deal with him tomorrow’. 

The Chinte’ smiled, impressed with Ganna’s etiquette. 


You speak Maharran well my frriend. I will see that you are rewarrded well for this. May Turr ‘arr 
protect you’. 


Tymon stood silently behind and watched the two. He had not understood any of the growling, but felt 
relieved that Ganna was here to deal with the Yaskali. Now for the next part of the job... 


Skills and Their Use 


During his adventures on Gargentihr, an AC will often have to 
rely on the abilities and training that he has picked up during 
character generation and from experience during adventures. An 
AC can perform routine actions such as walking and speaking in 
his native tongue with little chance of failure. In stressful situa- 
tions, or when performing actions which are not so routine, the 
Narrator may ask the player to make a Success Test to determine 
whether the AC succeeds in these more difficult tasks. 


Skill Levels 


Every character picks up skill levels in a number of different 
areas during the creation process. These levels represent the 
amount of expertise an AC has in any given particular field. Each 
skill has a rating between 0 and 10, with the level of expertise 
represented by each level listed below on Table 1. 


Table 1. Skill Expertise 
Level Ability 
0 No ability or experience in Skill 
Inexperienced 
Basic knowledge of skill 
Familiar with skill and associated areas 
Adept in all fields of skill 
Specialist knowledge in certain fields 
Skilled 
Seasoned 
Expert in at least one field 
Master of the skill 
Grand master of the skill 
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During the course of a campaign a character’s skill levels will 
increase through experience. This process is further discussed at 
the end of this chapter. 


Success Tests 


When the Narrator decides that an AC is to attempt a task at 
which he will not necessarily succeed then the character must 
attempt to make a Success Test. There are four stages to this 
Success Test as outlined below:- 


Determine characteristic type of test 

Each skill is related to one of the ACs ten characteristics which 
were discussed in Creation. The characteristics and their result- 
ant skills are further discussed in this chapter. Every Success 
Test is based around one of these characteristics, such as STR 
for physical tests or KAI for feats of mental stamina. It is this 
characteristic which determines the base roll required on a D20 
to achieve success with a skill. This base number is found on the 
Skill Table overleaf. 


Determine which skills apply to test 


The basic Success Test can be modified further with any skills 
which the Narrator deems relevant to the action undertaken. All 
the skills which relate to a particular characteristic are listed un- 
der it on the ACs character sheet. Each level that the AC has in a 
relevant skill increases the target number by one. The higher his 
skill, the easier the Test becomes. 


Rate the difficulty of the task, 


The narrator must determine a Difficulty Factor for every task 
he sets the ACs. There are 4 levels of difficulty, each proving 
more challenging than the one before. 


These are :- 


p Easy- The task should not provide an able person with 
too many problems. 


op Moderate- The task will require some skill and thought 
before completion. 


op Difficult- The task requires both skill and determination 
before success is achieved. 


fp Impossible- Even a skilled master will have problems 
achieving success. 


As the Difficulty Factor increases, the AC’s chance of success is 
reduced. 


> 
Palmer, our intrepid i 
a klai-den run by the local Tavin in the 
hope of finding Rall Herran, an impor- 
tant Fennris lieutenant. As he enters 
the smoke filled interior Palmer scans 
the crowded, hazy room in the hope of 
spotting his quarry. The Narrator ca 
for Palmer's player to make a skill 
_ Success Test using Palmer's ‘Sight’ skill. 
‘Sight’ is based on the SEN characteris- 
tic, so the Narrator compares Palmer's 
SEN of 5 to the Skill Table. The Narra- 
tor has also decided that the task has a 
- Moderate Difficulty Factor because, 
although the reom is crowded and hazy, 
Rall Herran is an imposing figure who 
commands attention. The Narrator 
compares Palmer's SEN of 5 to the 
Moderate column of the Skilf Table. This 
gives the basic success chance of 8. 
Palmer's player adds his skill in ‘Sight’, 
which ts 4, to the basic chance. This 
gives a Success Test total of 12. Palmer's 
player now rolls a D20 and gets a 7.A 
success, since the D2o roll was under the 
Success Test total of 12. 


Palmer spots Rall Herran sitting deep 
in the shadows of a smoky corns 


Table 2. The Skill Table 


Characteristic Easy Moderate Difficult Impossible 
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+1 per char point 


Roll for the success of the task. 


The Narrator refers to the Skill Table and cross references the 
characteristic used in the test with the Difficulty Factor of the 
task. To succeed in the task, the D20 roll must be lower than or 
equal to the number listed on the table. This number is further 
modified by any appropriate skills which the AC may have. For 
any task, a roll of 1 on the D20 always indicates success and a 
roll of 20 indicates failure. 


The skill system allows characters who have a high natural abil- 
ity in a skill (1.e.- a high characteristic) to perform ‘Easy’ and 
‘Moderate’ takes with a high probability of success as these tasks 
rely more on natural skill than any form of training. ‘Difficult’ 
and ‘Impossible’ tasks rely more on the skill level than the natu- 
ral ability of the user and thus highly trained individuals will be 
better equipped to succeed at these levels of difficulty. 


Opposed Success Tests 


There are some Success Tests which pit one characteristic of the 
AC against that of another person or object. This will usually be 
either a feat of physical strength (STR) or mental ability (KAD). 
For example, the STR characteristic could be used in an Op- 
posed Success Test against another person’s STR if the two peo- 
ple were arm-wrestling, or the KAI characteristic could be used 
if two honourable combatants were trying to stare each other 


+1 per char point 


+1 per 2 char points +1 per 3 char points 


down. In either of these cases, the following rules apply. 


1) In Opposed Success Tests, one of the opponents is known 
as the Instigator. This is the person who initiates the test, and 
will usually be the AC. The instigator declares the Difficulty 
Factor of the Success Test, then both opponents must roll for 
success. 


2) The Narrator can determine which skills and other modi- 
fiers are appropriate to the test, as per normal. 


3) If both opponents make the Success Test roll, then they 
are equally matched and the test is drawn. They must try again in 
the following Round, but the position of Instigator swaps to the 
opponent. 


4) If both opponents fail the Success Test, then they are 
equally matched and the test is drawn. They must try again in the 
following Round, but the position of Instigator swaps to the op- 
ponent. The strain of failure will result in both opponents gain- 
ing one level of FAT. This applies to particularly demanding tests 
only, such as arm wrestling or reading a gem. 


5) If one of the opponents succeeds and the other fails the 
Success Test, then the test is over. The succeeding opponent wins 
the test. 


6) If one opponent rolls a natural 1 (A Fortune) then he 
automatically wins the test, even if his opponent also succeeded 
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in making the Success Test. If his opponent also rolled a For- 
tune, the test is drawn. 


7) If one opponent rolls a natural 20 (A Set-Back) then he 
automatically loses the test, even if his opponent also failed the 
Success Test. If his opponent also rolled a Set-Back, the test is 
drawn. 


8) The time involved for each round of the test will vary. 
Arm wrestling will take a Combat Round, but a game of hexboard 
could take several hours to complete. 


9) If there are more than two opponents, such as in a game 
of flatback or in a race, then the rules still apply. Every opponent 
must make the Success Test to stay in the game. Anyone who 
fails drops out until there is only one winner left. The position of 
Instigator continues to move around the opponents, with each 
acting as Instigator for one round. 


@ @ 
Inanimate Resistance 
This test is normally used to determine the outcome of feats of 
strength. All inanimate objects are given a Difficulty Factor rat- 
ing by the narrator. This rating determines the resistance of the 
item for use on the Skill Table. Table 3 below indicates some 
sample STR ratings for objects. 


Larger items may be too heavy or difficult for one person to 
attempt on his own. Each additional person helping to shift an 
item will reduce the Difficulty Factor by one level. The Success 
Test will be made at the level of the strongest participant. Re- 
member that only a certain number of people can attempt the test 
at the one time, depending on the space available. 


Levels higher than Impossible (i.e. - Impossible +2) must be re- 
duced to Impossible or lower before the test can be attempted. 


Table 3. STR Ratings 
Object 

wooden door 

thick wooden door 
reinforced door 


Difficulty 
Difficult 
Impossible 


Impossible +1 
metal gate Impossible +2 


Dalton Lock Impossible +3 


This is done by adding further people to the test. Each additional 
person will reduce the Difficulty by one level. (i.e. - From Im- 
possible +2 down to Impossible +1, and so on). 


Set-Backs and Skills 


If a 20 is rolled before any modifiers are applied, then the char- 
acter automatically fails in his action, even if his chance of suc- 
cess was over 20. 


If the character rolls a 20 whilst attempting a Difficult or an Im- 
possible task, then something disastrous has occurred during the 
attempt, known as a Set-Back. 
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‘The Je’Khan has a KAD of 9 which 
results in a 6 as the target number. 


The Narrator decides that the — 
Je'Khan is used to dealing with 
smooth talkers and is not easily 

fooled by “Persuade’ skill. He adds 4 
to her total, so she needs a 10 or fess. 
The Narrator rolls an 11. 


The Je‘Khan nods slightly and steps 
to one side, allowing Palmer to 
ree eeuite Herran. 


The actual effect of the Set-Back is left up to the Narrator, de- 
pending on what the AC was attempting at the time. Here are 
some examples :- 


$ A Set-Back during a physical Success Test can mean ad- 
ditional FAT increase. 


Palmer was Set-Back after failing an ‘Athletics’ Success 
Test when chasing an urchin through the Bazaar, he might 
find that he not only loses the little tyke, he also gains 3 
FAT levels through a sprained ankle. 


op A Set-Back result in a technical skill can damage equip- 
ment. 


Tymon rolled a Set-Back whilst trying to open a Dalton 
Lock with his Flathead Trigger. A mighty crackle of en- 
ergy shoots out of the lock mechanism and sends Tymon 
leaping back in shock, the blackened remains of his Trig- 
ger in his hand. 


fp A Set-Back can also cause problems with intelligence 
skills, and may alter the information gained. 


Karrath Hess rolls a Set-Back result whilst researching 
the arcane texts of the Thostin Library in Geva for infor- 
mation about the Diamond Falls. The Narrator does not 
tell him that he has rolled the Set-Back and provides him 
with false information and a fake map. 


Karrath sets off immediately, not knowing that the infor- 
mation was placed in the library by a fellow Kyromancer 
as part of an elaborate hoax. (Who knows how a 
Formweaver’s mind works?) 


p A Set-Back result can prove awkward when dealing with 
other people, and may alter their reaction to the AC. 


Ganna of Clan Moun approaches the savage looking 
Ha’esh natives and speaks to them in Ha’esh, on behalf 
of her Shevin. She rolls a Set-Back result whilst using 
her ‘Persuade’ skill and insults the honour of the closest 
junn-painted warrior will a few ill-chosen words. The 
Shevin begin to look nervous as the six warriors begin to 
close, a look of murderous intent on their faces... 


Fortunes and Skills 


A roll of 1 indicates automatic success, no matter how difficult 
the task attempted is. This rule generally only applies to ACs 
and other individuals who are a breed apart from the other sword- 
fodder of the game. 


The Narrator can go one step further, and award bonuses for natu- 
ral rolls of 1. These Fortunes should be the opposite of the Set- 
Back results listed above. 


If the players had rolled a Fortune rather than a Set-Back, then... 


...Palmer would have felt a great surge of energy, losing FAT 
levels after catching up with the urchin in the Bazaar. 


... The Dalton Lock would have slid effortlessly open when Ty- 
mon attempted to use his Flathead Trigger. 


...Karrath would have found a map showing the exact location of 
the Diamond Falls and it’s surroundings. 


...Ganna would have won the loyalty of the savage Ha’esh war- 
riors. 


Ah, if only life were always this simple. 


Unskilled Attempts 


If the character does not possess any skill levels in a particular 
field or skill, then he may find it more difficult, or impossible to 
attempt the task at hand. There are basically two types of skill to 
consider when the character is unskilled in the field. 


Natural Skills 


A Natural Skill is one that everyone possesses to some degree, 
even if they have no levels of the skill. Many of these skills are 
natural abilities, with skill levels simply honing powers already 
possessed by the character. 

Examples of Natural skills include :- 

Brawling Crowd manoeuvre Lie 
Knife 


Sight 


Gaming 


Throwing 


Heavy drinking Athletics 


Listen Singing Dancing 


An AC can attempt these tasks without having any levels in the 
appropriate skill. They simply do not gain any bonuses for skill 
levels. 


Trained Skills 

A Trained Skill is one where technique and knowledge are an 
important part of the learning process. Only those that have re- 
ceived training in the particular field will have any chance of 
making a Success Test. 


Examples of Trained Skills include :- 


Animal lore Cultural lore Glass craft 
Medical lore 


Meditation 


Cartography Devise 


Classics Dual weapon use 


Contortionist Gem lore 


Literacy 


An AC can only attempt such skills if he has had training in the 
field. No character can attempt a Success Test in a Trained Skill 
if he has no levels in the skill. 


Which skills are which? 


As a rule of thumb, ask whether the AC would have any chance 
of attempting the task without prior knowledge or training. If the 
answer is ‘Yes’, then the skill is a Natural Skill. If the answer is 
‘No’, then the skill is a Trained Skill. As usual, the Narrator’s 
decision is final. 
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Speeding Things Up 

The Narrator should determine the time that a task will take an 
AC. The character can attempt to complete a task in a shorter 
time than that indicated by the Narrator by increasing the Diffi- 
culty Factor of the task. For every additional level of difficulty 
added, the time taken to complete the task will be halved. Thus 
two levels added to the Difficulty Factor will quarter the time 
taken. No task can be increased above ‘Impossible’ difficulty. 


Skill Level Limitations 


During Creation, the character cannot learn any skill higher than 
the level of the governing characteristic. 


Characters are also limited to taking skills to a maximum of level 
6 in every characteristic, regardless of how high their character- 
istics are. This is in addition to the above limitation. 


This is the only time that these limitations are applied; charac- 
ters can increase their skills past their characteristic through ex- 
perience and training, as discussed at the end of this chapter. 


Palmer had a starting SEN of 5. 
During Creation he could not 
take any skill listed under that 
characteristic any higher than 

‘et. level 5. | 


Palmer also had a starting KNO 
of 7, but could only buy skills to 
evel 6 during Creation. No new _ 
AC can begin play fie ‘Sea- 
— sonedinany skill. ff 


Filling in the Character Sheet 


Each skill taken by the AC should be written down under the 
appropriate characteristic, along with the current skill level 
known. 


The chances of making an Easy, Moderate, Difficult, and Impos- 
sible skill roll for each known skill can be written down the E/ 
M/D/TIcolumns of the character sheet for quick reference by 
the player during the game. This allows the player to quickly 
know his chances of success when using a particular skill. 


e e e 
Skill Descriptions 
The remainder of this chapter describes all of the skills included 
in “Tales of Gargentihr’. Each skill is described in alphabetical 
order under its appropriate characteristic. The number beside each 
skill is the cost per level of the skill in SPs. This is used in Crea- 
tion and in gaining further experience with the skill. 


Each skill description lists the general uses for that particular 
skill and is meant as a brief overview rather than a concrete set 


of rules. Suggestions are given about the variables which would 


change the Difficulty Factor of any task undertaken which would 
involve the skill. As always, the specific details are left to the 
imagination of the Narrator. 


“Learn your 
talents well, 
Clondis. Trust 
me; you'll need 
them." 


A if ity S k e ff 
All agility skills require some degree of deftness and manoeu- 


vrability to complete. The skills classed under this characteristic 
are listed in alphabetical order below:- 


Acute Balance - 3 


With this skill an AC gains a modifier to any manoeuvre he makes 
which involves either balance or light footed movement. This 
allows the AC to walk tightropes, stand on precarious ledges and 
other such precise and dangerous stunts involving steady bal- 
ance. The Difficulty Factor depends on the weather conditions 
and the length and width of the walk. 


Athletics - 2 
This skill covers any agile manoeuvre such as :- 


p Running - This skill is used for chases on foot and in- 
volves an Opposed Success Test. The person being chased 
is the Instigator and calls the Difficulty Factor for the 
chase. 


Each party will gain 2 FAT each Round that the chase 
continues. If the Instigator loses the test, then one of his 
opponents has caught up with him. If the Instigator wins 
the test, then he loses his opponents. 


es Vaulting - Allows the character to jump up to twice his 
height horizontally, or up to his height vertically at ‘Dif- 
ficult’ Difficulty Factor. This requires a running start to 
the jump. The Difficulty Factor is a measure of the length 
of jump attempted and the run up available. All charac- 
ters get to know the difficulty of the jump before attempt- 
ing it; you can usually tell if you are going to plummet to 
your doom. 


p Climbing- Allows the character to scale vertical surfaces 
such as cliffs and walls without equipment, ropes and 
pitons. The Difficulty Factor depends on how sheer the 
surface is and how easy it is to get a grip. One additional 
FAT level is gained every time that the character fails his 
skill Success Test. A Set-Back result may cause him to 
fall! Dangerous and difficult climbs are best attempted 
with equipment and require the ‘Scaling’ skill. 


Contortionist - 5 


This specialist skill enables its user to successfully escape bonds 
and to squeeze through tight gaps which he could not normally 
pass. The technique for doing so involves dislocating limbs and 
joints and twisting the body in horrible ways. The smallest gap 
that a character could squeeze through is 12" by 12". For escape 
purposes, the bonds are given a Difficulty Factor and an escape 
time by the Narrator. A streetman’s bond-cuffs would be more 
difficult to remove than a siltreavers rope ties, for example. 


Crowd Manoeuvre - 3 


Many port and swamptown streets swarm with people going about 
their business and manoeuvring through these heaving masses is 
a delicate art. An AC with this skill is talented in moving through 
large bodies of people and in both following people or losing 
one’s self in these conditions. 


This skiJ) can also be used in chase situations through busy streets. 
In this case, both parties involved must make an Opposed Suc- 


cess Test, with the Difficulty Factor being determined by the 
density of the crowd. If either party fails, he may be tripped up, 
jostled or bumped to the ground and cannot move anywhere for 
D6 Rounds. FAT levels may also be gained when passing through 
especially heavy crowds. 


Dancing - 1 


The user is skilled in the art of dancing and artistic motion. Many 
regional forms may be learnt. This skill is practised in every ba- 
zaar, inn and gallery across Agasha and is used in many reli- 
gious ceremonies and rituals. Groups such as the Chinte’ spirit 
dancers have turned this skill into a fine art form. 


Juggling - 2 


A Success Test allows the user of this skill to keep a number of 
objects in the air at the same time. The Difficulty Factor is based 
on the number, bulk and awkwardness of the items being jug- 
gled. The Danja of Agasha are often experts in this field and can 
be seen practising in any busy market place with all sorts of ob- 
jects. 


Riding - 2 


This skill has a separate subgroup for each creature commonly 
used on Gargentihr as a riding beast. On Agasha these include 
horse, gressh, sleth and skink. The skill also gives the user the 
ability to groom and care for his mount. It also covers the use of 
such creatures for pulling carriages and carts. In these situations 
it is the ability not only to control the creature but also the vehi- 
cle being pulled. 


Generally, riding Success Tests are only made if a difficult ma- 
noeuvre is carried out whilst on a mount, such as combat, calm- 
ing a startled beast or other such tasks. The Difficulty Factor 
generally depends on the temperament of the animal and the 
manoeuvre attempted. 


FAT levels will be gained if riding over a long period of time. (1 
FAT per two hours riding). 


Gressh can be 
tricky beasts to 
handle 
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Combat Skills 


Combat skills are generally various techniques applied in battle. 
They cover the use of many different weapons and a few unique 
abilities which improve a warrior’s fighting ability. 


Combat - Various costs 


This is the skill of using weapons, including natural weapons, in 
combat situations for either attack or defence. Combat skill has 
many weapon subgroups, listed in the Skill List at the end of this 
chapter. One of these subgroups must be chosen when this skill 
is purchased. Combat is discussed in detail in the Combat chap- 
ter of the rules. 


Dual Weapon Use- 4 


This skill allows the user to wield two weapons in combat and 
attack with both in the same round. Without this skill the charac- 
ter may only attack with one and defend with the other. This is a 
difficult action to attempt and the user requires both the ‘Dual 
Weapon Use’ skill and the appropriate weapon skills. 


When a character takes this skill he must choose which weapons 
he will use it with. One weapon will be used in his off-hand, and 
he will be trained to use it thus; so even if he is using the same 
type of weapon in each hand he must be trained in it twice, once 
normally and once for his off-hand. This skill is not actually rolled 
in combat but acts as a limit. When using two weapons, neither 
may be used at a skill level higher than the character’s skill in 
‘Dual Weapon Use’. (i.e.- If Palmer has this skill at 4 and two 
weapon skills at levels 2 and 7, then he can use both skills but 
they count as levels 2 and 4). 


Essa tracing- 4 


This combat skill is the only one which requires an in-depth ex- 
planation. It is used by the Chiel of the Church of Sandis. The 
Essa are the thirty-two religious symbols which are found in the 
Augury. The Karro believe that these mystical signs were first 
drawn by Sandis at the dawn of time, but they are more likely to 
be power-keys once used by the Ancients. 


When correctly drawn in the air, the Essa displace the surround- 
ing Sa-energy, and give it a physical energy-form. This energy 
manifests itself as a deep red 10" orb which floats in front of the 
Chiel. This orb can be used in a series of physical attacks and 
defences against opponents. 


All melee combat rules apply to Essa tracing, but the Chiel is 
seen to simply stand and trace symbols in the air as opposed to 
physically attacking and defending. These symbols direct the orb 
in a number of offensive and defensive moves which his oppo- 
nents must attempt to parry and dodge. The statistics given for 
Essa tracing in the Melee Weapons Table in the Equipment chap- 
ter are for the energy displacement caused by this orb. Damage 
is caused by the orb striking the target. The orb will dissipate 
when the Chiel closes the Augury and stops drawing the sym- 
bols in the air. A successful Disarm maneuover will remove the 
Augury from the Chiel’s grasp. 


When tracing the Essa, the Chiel is required to hold the Augury 
in his left hand whilst drawing the symbols in the air with his 
right. No words need to be said with this attack, but often a Chiel 
will chant as he traces. The Augury is not required to use this 
power, but no Karro would believe this fact. The Chiel must be 
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in physical contact with the Augury to use this skill. 


Narrators should apply all other obvious combat rules to the skill. 
The Chiel must be within melee range, uses Base INIT, can use 
any combat manoeuvres, and can parry with the orb. Remember 
that this is more like a form of physical combat rather than a type 
of magic, but try to encourage a Chiel player to describe the 
orb’s movements. Attack Difficulty depends on the user, but can 
be modified by his belief in Sandis if you are feeling particularly 
vindictive. 


Quick Strike- 5 


This specialist skill is learnt only by master swordsmen. It is a 
difficult and refined skill which takes much practice to master. A 
Success Test roll increases the users INIT for the Combat Round 
by 1 per Difficulty Factor chosen. (i.e. - Easy adds 1 to INIT, 
Moderate adds 2 to INIT, and so on). This allows the user to land 
his blow faster than he would usually be able to. The AC must 
state that he is using this skill before he roll his INIT for the 
current Round. 


If the user fails his Success Test, then his INIT for the Round is 
reduced by one for each level of Difficulty he had chosen. 


aC 


Dalshra Skills 


The following skills provide the user with the powers to channel 
Sa-energy. These skills are grouped under the DAL characteris- 
tic and their uses are further detailed in the Kyromancy chapter. 


Control - 4 


The Kyromancer manipulates Sa-energy by passing it through 
his Kyrosuit and into separate devices called Kyroware. Each 
piece of Kyroware is an individual item and must be controlled 
using a separate subgroup of the ‘Control’ skill. 


Almost every piece of Kyroware has it’s own ‘Control’ skill. 
The description of the Kyroware in the Kyromancy chapter lists 
which ‘Control’ skill is required for the device. 


Health Skills 


All of these skills relate to the fitness of their user and are thus 
governed by the HEA characteristic. 


Endurance- 4 


This skill gives its user more stamina and helps prevent the loss 
of FAT. The ‘Endurance’ skill is added to any HEA Success Tests 
made to resist the effects of a Wound received in combat. More 
details of these tests are given in the Combat chapter. 


Heavy Drinking - 1 


This skill gives a bonus to any success tests made which involve 
drinking alcohol in any great quantity. The AC will be able to 
withstand a greater amount of imbibing before he passes out. 


For every unit of alcohol consumed, the character must make a 
‘Heavy Drinking’ Success Test at a Difficulty Factor depending 
on the strength of the drink. This can vary from watered beer 
(Easy), klai (Moderate), mull (Difficult), sarassh (Difficult) to 
koul (Impossible). All Ha’esh take one off the Difficulty Factor 
of the drink due to their natural resistance to the effects of alco- 
hol. 


A failed Success Test roll will add two FAT levels to the AC’s 
Energy Bar until he passes out. 


A successful ‘Heavy Drinking’ Success Test at Moderate diffi- 
culty will negate the effects of a hangover in the morning. Fail- 
ure means that the FAT gained from drink will not be removed 
until that evening. The characters may still rest and sleep to re- 
move gained FAT. 


Survival - 2 


This skill enables the character to find food and shelter for him- 
self in a hostile environment. The Difficulty Factor is based on 
the specific terrain in the immediate area. For every additional 
person provided for, the difficulty of the test is increased by one 
level. There are several subgroups in this skill and all must be 
learnt separately. 


p Swamp - includes marshland and jungle, such as the 
Gevurian swamplands and the Ho-Tang delta in Khos- 
Tavar. 


Plains - includes steppes and desert, such as the rocky 
desert of Vhastor and the salt-flats of Tellah. 


the barren Ti-Hond Fire Ridge in Ghent to the lush moun- 
tain valleys of Yaskal. 


Forest - includes woodland and jungle, such as the dense 
canopy of the Sharheel Forest in Khos-Tavar to the light 
woods around the shores of Tellah. 


9 Mountains - includes highlands and alpine territories, from 


Mechanical devices aid the arcane powers 
of the Kyromancers 
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Kai Skills 
Many skills require a strong element of luck, charm, charisma 


and empathy to carry off. These skills are all related to the KAI 
characteristic and are discussed below. 


Acting - 2 


This is a skill which not only covers on-stage performance but 
also provides the ability to assume or feign other identities and 
convince an audience that this is his true personality. Combined 
with skills such as ‘Lie’ and ‘Disguise’ the character can per- 
form great feats of falsehood and deceit. The Difficulty Factor 
depends on how different the role to be played varies from the 
characters own personality and background. All actors special- 
ise in one type of recital or form of acting which they can enact 
and quote from at will. Such areas are :- 


p Ashu - The Ha’esh form of story-telling through acting 
covers many types of story but always contains at least 
one Kyashi in the narrative. 


p Mimaceous - This is a straight form of acting, usually 
associated with sad tales and stories, and minimalist sets. 
Amongst the Karro it is said to be the highest form of the 
art. 


p Mime-dancing - This ancient style of Chinte’ acting tells 
tales to music. It is a very beautiful and graceful art which 
uses ornate masks and costumes to tell silent fables. 


es Naratti - An acrobatic method of acting, which tells comic 
tales with a moralistic ending. This is a popular style 
amongst the poor, who enjoy the sheer spectacle of it all. 


Animal doctor- 4 


There are many types of animal to be found on Gargentihr and 
some of these are used by mortal races in areas such as farming 
and transport. These creatures are regarded as a valuable com- 
modity and thus treated with care. The animal doctor skill al- 
lows the user to spot and heal any injuries or illness which the 
creature has contracted. This can be a difficult process especially 
if the creature is of a rare or exotic breed. The animal doctor can 
also groom and tend to most common animals found on Gargen- 
tihr. Difficulty depends on the rarity of the illness and on the 
breed of animal. 


Animal handling - 4 


Some people have a way with animals and find them easy to 
train and command. This skill reflects this and is the characters 
ability to train wild animals and to empathise with tamed crea- 
tures. The animals temperament will affect the Difficulty Factor. 


Disguise - 3 


This ability will allow the user to undertake a false outward ap- 
pearance which will fool the casual observer. Close scrutiny will 
always reveal the user to any who know him, unless acting, lie or 
some other means of bluffing or decoy keep the eagle-eyed at 
bay. Characters with this skill are also adept at spotting others 
who are using disguises. The Difficulty Factor depends on how 
much the character is altering his appearance and on what make- 
up is available to him. 


Etiquette - 2 


This skill covers the characters knowledge of how to behave in 
the upper social circles of any culture. With this skill the charac- 
ter will know which piece of silverware to use at a Khostran 
lord’s banquet, will be able to correctly perform the Chinte’ drasp 
tea ceremony and will perform with the correct airs and graces 
when in good company. Characters with the ‘Etiquette’ skill can 
hide their rough edges whilst in distinguished company and will 
remain polite and well-mannered. The Difficulty Factor depends 
on how alien the surroundings are to the character. 


Gaming - 2 


In every tavern and klai-den across the land, games of skill and 
chance are played for money and pleasure. There are many vari- 
ations of the games and only an expert can claim to know them 
all. This skill allows the user to play the games and to cheat 
(Sandis forbid !). 


Common games include Flatback; a complex card game with 
many regional variations, and Hexboard; a two player wargame 
involving many carved counters which are moved on a hexago- 
nal grid. In the rougher taverns, Mumbelty peg is popular. This 
involves moving a dagger quickly between fingers laid out on a 
table. The loser loses money and fingers. 


Gaming involves making an Opposed Success Test, with the 
Difficulty Factor depending on the skill of the others playing the 
game. All characters involved in the game are considered as In- 
stigators and get to choose a Difficulty Factor for the round. All 
players must either stay in at the highest difficulty level by pay- 
ing the stake for that round, or fold and lose. This goes on until 
only one player makes a successful gaming Success Test. This is 
the player who wins the kitty which comprises of the stakes 
thrown in by every player during the game. 


_ Karrath is a cautious player and 
decides to fold. He loses his initial 5 
Cyl stake does not have to place 
_ any more money into the kitty. 

Tymon agrees to Palmer's Difficulty 


factor and stays in, Both remaini: 
players place a further 5 Cyls into 
the kitty and attempt a Difficult 


‘Gaming skill Success Test. Palmer 
— makes his and Tymon fails, so 
Palmer wins the hand. He gets the — 
25 Cyl kitty and smiles . yat 
his friends, before getting the next 
: round of Klai in. 


Gem lore- 3 


Across Gargentihr can be found many gem types with useful and 
mystical properties. Familiarity with this skill provides the fol- 
lowing abilities:- 


oe The Karro use an invention called a Gem Reader (GR) to 
read information stored within the gems and crystals. This 
skill covers the use of a GR to identify the gem type and 
the powers it has, and allows the character to access any 
information held in the gem-libraries across Agasha. This 
skill is also required to invoke the powers of the gems 
via the GR. 


p Cry-cutters must be used to mine these valuable gems. 
This skill provides the user with familiarity with such 
equipment. 


Gems can be most strenuous to read correctly and characters us- 
ing gems may gain FAT levels. 1 level of FAT is gained per level 
of Difficulty involved in the Success Test. (i.e- an Easy test adds 
1 FAT, a Moderate test adds 2 FAT, etc). A successful Success 
Test roll will negate these additional FAT levels. 


Myr and Ryamis traders known as ‘Horw’ are particularly skilled 
at gem recognition, and do not require a GR to read the gems. 
Some gems are very old and hold information about the mysteri- 
ous past of Gargentihr. These facinating items are detailed in the 
Gems section of the rules. 


Hidden Tongue- 4 


This is one of the Ha’esh Ways, and may only be used by that 
race. It is a mental ability which is only taught by Kai-cha to 
others that seek enlightenment. ‘Hidden Tongue’ allows the user 
to alter the emotions and thoughts of any target that he speaks to. 
The target will believe that the user of this skill is telling him the 
truth, unless the information presented opposes a particularly 
strong view held by the target. The warraji must say the thought 
aloud to the target, which will then be repeated aloud and be 
believed by the target. Difficulty depends on the believability of 
the thought, and the patience and will power of the recipient. 


Hypnotism- 4 


This skill is a difficult one to master. It may be used on any sub- 
ject and both people must concentrate on each other for at least a 
whole turn. If the subject is unwilling then he gets to double his 
KAI characteristic for all the resistance rolls. During this turn 
the subject is placed in a trance and if an Opposed Success Test 
roll is made against the KAI of the subject, the user has success- 
fully hypnotised him. Once hypnotised, the subject enters into a 
trance and the character can perform the following actions :- 


@ Give simple commands which the subject must obey. If 
these commands are homicidal, reckless or out of char- 
acter, then the character must make a further opposed re- 
sistance roll to make his subject obey him. 


Make the subject recall events with more clarity than is 
possible in a conscious state. 


Place the target in a trance which removes the need for 
medical anaesthetic. 


Give the subject a post-hypnotic suggestion. A further 
opposed resistance roll is made. If successful, the sug- 
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gestion will take place when the subject is removed from 
the trance, and is triggered by a specific stimulus chosen 
by the hypnotist. The Difficulty Factor may increase de- 
pending on the requirements of the suggestion. The sub- 
ject will not be aware of the suggestion and when it is 
triggered he must make a Difficult KAI Success Test or 
carry out the suggestion. 


If any of the rolls are failed then the subject will come out of the 
trance but will only be vaguely aware of the encounter. 


Lie- 2 


All people can lie, this skill just makes one better at it. This skill 
is realised to be one of the ACs most used skills and tends to be 
practised frequently. The actual player must first come up with 
the lie to be told and from this the Narrator can determine the 
Difficulty Factor of the lie. If the skill roll is failed then the char- 
acter has not convinced the listener and will have to alter his 
story. Every failed lie after the first raises the Difficulty Factor 
by one level. 


Meditation - 4 


With the constant ebbing of Sa through all mortals, the power of 
meditation is a useful one. The user can control this Sa-flow to a 
certain extent and can use the energy for his own benefit. A ‘Medi- 
tation’ skill roll can be attempted every four hours, with the player 
determining his own Difficulty Factor. The FAT lost through the 
use of meditation is as follows :- 
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Easy - 3 FAT levels lost. 
Moderate -_ 6 FAT levels lost. 
Difficult - 9 FAT levels lost. 
Impossible - All FAT levels lost. 


Ten minutes uninterrupted medi- 
tation is enough to gain these re- 
ductions. A failed roll will result 
in no reduction of FAT levels, but 
the user can attempt the Success 
Test again in four hours. 


Oratory - 2 


This skill covers the ability to talk to large bodies of people in 
order to teach or communicate. The orator can project his voice 
in a distinct and interesting manner which will hold an audience 
enthralled. The user cannot totally change his audiences views 
but can heighten or lessen feelings which the audience share. 
The Difficulty Factor depends on how similar the audiences feel- 
ings are to the message being given by the orator. 


Persuade - 3 


The user can try to manipulate and bend the feelings and atti- 
tudes of a single target towards those of the user. This skill also 
covers the ability to haggle and bargain in the bazaars of Agasha 
and the ability to seduce members of the opposite sex. The Dif- 
ficulty Factor is determined by how well the player ‘persuades’ 
to the Narrator, further modified by the targets feelings on the 
subject. 


Race lore- 3 


This skill represents the ability to analyse the psychology of a 
mortal and determine his state of mind. It is both a form of racial 
etiquette and psychology skill. This skill can determine whether 
a person is lying, angry, sad and other general emotions and 
thoughts. It is also useful for inter-racial encounters and can pacify 
otherwise hostile meetings. 


To use this skill on a member of a particular race the user must 
have a specialist knowledge (skill level 5 or higher) in the appro- 
priate ‘culture lore’ skill. The Difficulty Factor depends on the 
subjects ability to hide his feelings. Khostra are masters of de- 
ception and can mask their true thoughts well. The Difficulty 
Factor for encounters with this race will normally be higher than 
with other races. 


Race lore allows the user to mingle with other races. Using this 
skill will make communication easier with people of the race, 
and will aid him in travels through the different realms of Aga- 
sha. Life is often easier if you can understand the psychology of 
the race that you are dealing with. 


Sense sho’ta- 4 


This is an ancient Way learnt by Ha’esh and can only be taken by 
Ha’esh characters. There are many Ha’esh who still follow the 
ways of their ancestors and who know the secrets of these an- 
cient people. One common type of ancient power is the ability to 
read the energy signature of someone who is well known to the 
user. Everyone has their own signature with a scent which can 
linger for up to an hour in calm conditions. 


To read a signature takes a calm inner spirit and only a skilled 
Ha’esh can follow this sho’ta (soul sign). He can track like a 
bloodhound any whose scent is known to him providing a trace 
of their signature can be found. It takes over a week of being 
with someone for their sho’ta to be learnt by the user but once 
known, it is never forgotten. The Ha’esh sees this signature as a 
series of faintly coloured lines in the air which get stronger the 
nearer the subject is. These lines are often too faint to follow, 
especially in wet or windy weather. The Difficulty Factor de- 
pends on the current conditions, and the strength of the surround- 
ing Sa winds. 


Street lore- 3 


This skill covers the character’s knowledge of large towns and 
their workings. In many ways, all towns are similar and this skill 
allows the user to find his way around in any large population 
centre. The character with this skill is also ‘streetwise’ and will 
know how to get hold of illegal items and how to contact impor- 
tant criminal elements in the town. It also allows him to recog- 
nise gang colours, signs and members within the town. The Dif- 
ficulty Factor will depend on the character’s familiarity with the 
town and how difficult it is to get hold of the item, or person, in 
question. 


You can find anything 
in the streets of Rol- 
Katel if you know 
where to look 


yyiieeninl 
es rie »» 
Behe ‘ay ms 
Talk UTE Sng 


97 


Knowledge Skills 


Although all skills require knowledge, there is a group of skills 
which require much scholastic effort and study to learn. These 
skills are collected under the KNO characteristic and are listed 
below. 


Animal lore - 2 


This skill provides the user with a knowledge of the many crea- 
tures which inhabit the land of Agasha. The user will be able to 
recognise common species of animal, bird, fish or insect and 
may know details of their eating habits, areas commonly found 
and the like. The rarity of the animal will determine the Diffi- 
culty Factor of the test. 


Building craft - 3 


As technology advances it has become easier to build structures 
of increasing complexity. This skill gives the user the knowl- 
edge of building and fortifications as well as the skill to build the 
dams and raised platforms seen in the Karro settlements of the 
Gevurian swampland. 


Cartography - 3 


This skill covers both the drawing and reading of maps. A good 
cartographer can not only draw his own maps but can also deci- 
pher other peoples. He will be able to recognise the area drawn if 
he has some knowledge of the location. 


Classics - 2 


Over the years on Gargentihr, there have been a great many schol- 
ars from different races who have written pieces of literature 
which are now regarded as essential parts of their culture’s make- 
up. Translations of these classics are common place, both in book 
and gem form, and give the reader an insight into the feelings 
and cultural beliefs of other people. 


The classics include the philosophies of Wilbee the Ja’ Hansh, 
the stirring Je’ Khan war-poetry of Klangar Neesh, and the 
musings of the brilliant and insane Dr Eculstuun of Treth. Diffi- 
culty usually depends on the scope and availability of the sub- 
ject. Those versed in the classics can normally bore other listen- 
ers to death by reciting their favourite passages. 


Cultural lore- 3 


Each race of Gargentihr has its own legends, customs, beliefs 
and rituals and it is this skill which encompasses what the user 
knows of the separate cultures. Each race is a different subgroup 
and must be learnt separately from the others. It is this skill which 
reflects how well a person can blend into the background in a 
specific area. It also reflects how much a character can be af- 
fected by the culture and its religions. The Belief chapter deals 
with the relevance of this skill with regards to the powers of 
Belief. 


The two most commonly found Cultural lore subgroups in Ge- 
vuria are :- 


op Gevuria - This covers the Karro culture which is now the 
most dominant force in the realm. It covers the recent 
history of the Karro on Lathmir and all of the history of 
the Agashan Karro. 


op Ha’esh - This skill covers the ancient rituals, legends, 
traditions and ways of the people of the Gevurian swamps. 
The swamp Ha’esh have the power to use Belief Magick 
and those with this skill can be affected by such magick. 
Karro players can gain this skill through interaction with 
the Ha’esh of the deep swamps as they begin to uncover 
the mysteries of the Ancients. 


Herb lore- 3 


On Gargentihr any piece of flora which has a useful quality is 
known as a herb. Plant lore will identify the plant as a herb but 
will not reveal its properties. This skill allows the user to iden- 
tify and utilise the more useful herbs of Gargentihr. Many of 
these plants and herbs are rare and of great value and this skill 
also allows the user to preserve the herbs for a period of time 
before they dry out and are useless. The Herbs section gives 
descriptions of many of the more common herbs found on Agasha. 


Judicial lore - 3 


All races and cultures have separate laws and different means of 
enforcement. This skill gives the user insight into the more com- 
mon laws of the different peoples of Agasha and the intricacies 
of the judicial and political systems applied. The Difficulty Fac- 
tor depends on how complex the local legal and political system 
is and how many facts are open to the character. 


Library use- 3 


There is no better way to 
learn of a subject than to 
read about it. However 
this requires access to 
books, and even with the 
aid of the new print en- 
gines used by the scien- 
tists of Gevuria, books 
remain a rare and valu- 
able item. Few scholars 
can afford the luxury of 
their own books and so most learn to use the libraries run by the 
various Societies and universities across the land. 


This skill is required not only to find books within a library but 
also used to gain access to the facilities within. Most scholars 
are wary of strangers using their valuable written works and re- 
quire some persuasion to let an unknown into the premises. The 
Difficulty Factor will depend on the exact nature of the informa- 
tion being looked for and on how large the library is. 


Literacy - Various costs 


Most languages have a written form and this must be learnt sepa- 
rately from the speaking skill. It is still common in the lower 
classes to be illiterate and the written word is a luxury afforded 
only by the wealthy and those who follow the paths of learning. 
Table 4 (page 103) of this chapter lists the most common lan- 
guages of Agasha and the cost to learn each. 


Medical lore - 3 


This skill is commonly used by the learned Doctors of Gevuria. 
It is a more advanced form of the ‘First aid’ skill and applies a 
greater wealth of knowledge and skill to the healing process. 
The Healing section of Game Mechanics covers the methods of 
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healing in more detail. ‘Medical Lore’ also covers the use of the 
technical equipment known as Loam Rods (See Equipment). 


There are 3 subgroups to this skill, covering the different mortal 
races to be found on Gargentihr. These are :- 


p Human - This subgroup covers all 4 human types found 
on Agasha. 


p Maharran - This subgroup covers both the Chinte’ and 
Ryamis races. 


£ Jerrick - This subgroup covers the Ja’Hansh, Je’ Khan 
and Khostra. 


Only races covered by the subgroups known can be healed using 
this skill. Unlike ‘First aid’ which only covers the healing of 
combat-related wounds, ‘Medical lore’ covers ailments, disease, 
and all other forms of illness. 


Navigation - 2 


This skill allows the user to find his direction by using the stars, 
the sun, point stones, or other devices. There are four subgroups 
which are mutually exclusive and must be learnt separately. These 
are :- 


op Land - This subgroup covers all navigation inland in all 
terrain. 


p Air 


traders. 


- This subgroup covers navigation for the wind- 


p Sea - This subgroup covers navigation around the coast 
of Agasha only. 


p Continental - Only the Chinte’ F’har can cross the silt 
oceans and know the secrets of continental navigation. 


The Difficulty Factor depends on the familiarity of the terrain 
and the weather conditions. 


Pipe maintenance - 3 


The rockpipe is a delicate and rare piece of equipment which 
without constant care and attention will cease to function cor- 
rectly. This skill provides the knowledge required to maintain 
and fix the pipe and keep it in full working order. Rockpipes are 
discussed fully in the Equipment chapter of this book. 


Plant lore- 2 


There are many forms of flora to be found across Gargentihr. 
Some of these, such as the glow-bush, are useful and some, like 
the arrowquill, should be avoided. This skill allows both recog- 
nition of plants and the knowledge of where to find them. The 
user will also recognise herbs but requires herb lore to properly 
utilise these special plants. The Difficulty Factor is based on the 
rarity of the plant. 


Rites- 3 


This skill represents a knowledge and understanding of the indi- 
vidual beliefs of a religion. The two covered in Gevuria are :- 


p Sanctology - This covers the Doctrines of the Church of 
Sanctology. A character with ‘Rites’ will be able to quote 
from the scripture at will, decipher religious texts and 
will know the Church’s opinion on current religious and 
political matters. The Difficulty Factor depends on the 


amount of detail required to be uncovered on a specific 
topic. 


p Dreampath - This covers the Ha’esh belief of the Kyashi 
spirits and their ties to all of nature and the Dreampaths. 
With this skill the user can recite tales of the various 
Kyashi and can identify the trappings and signs of all the 
main spirits. The user can also perform the rituals and 
ceremonies which are believed to invoke the powers of 
the Kyashi, and can search for both Light and Black 
Dreampaths. 


This skill also covers the rites of exorcism performed against the 
victim of a possession by a creature of the Darklands and allows 
the user to set up wards against such abominations. 


Science - 4 


‘The land of Gevuria can be divided into two categories; those 
that use the technology of the Institute of New Science and those 
that will be left behind!’ 


Tulworth Haltaran, MINS. 
Chief Technician, Engine Island. 


The peoples of Gargentihr are currently witnessing a change in 
their surroundings as the old beliefs and ways of magic die out 
and the new regime of science and technology begins. This skill 
covers the young sciences which are currently being developed, 
including engineering, physics, mathematics and chemistry. This 
skill is most common in Gevuria where technology is most ad- 
vanced and the Institute of New Science is now gaining in power. 
Common forms of technology include corn engines, Corean 


boards, PGRs, pictographs and skichan webs. 
There are two separate uses of this skill as discussed below :- 


op The user has developed a scientific way of thinking and 
can attempt to grasp the concepts of any of the new tech- 
nologies and devices. The user can attempt to work any 
technological item. Difficulty depends on the complex- 
ity of the concept or device. 


pp The user can apply this skill to repair and modify techno- 
logical equipment with which he is familiar. This com- 
monly involves the use of a Flathead trigger and other 
tools. Difficulty depends on the complexity of the item 
and the tools available. 


Shipwright - 3 


Building boats is a craft which has been best mastered by the 
Chinte’ F’har, with their narrow cutters. Only these ships can 
truly sail the seas of silt; other craft hug the coastline for protec- 
tion and navigational reasons. Although the design of the Chinte’ 
cutters remains shrouded in mystery, there are many who strive 
to build boats capable of traversing the silt. This skill covers the 
ability to design and build coastal ships with the Difficulty Fac- 
tor depending on the exact requirements of the vessel. It takes a 
full season to build a ship. 


Tactics - 3 


A good military leader is not simply an expert swordsman; he 
must also have the skills to lead men and the ability to use these 
men to gain the greatest advantage over his opponent. Tactics 
has two subgroups. These are :- 


p Land - covers the ability to utilise ground troops in the 
best strategy possible. 


p Sea - covers the same techniques but is applied to naval 
situations. 


Tactics also helps to spot ambushes and to spot flaws in an oppo- 
nents force. These abilities can be used at any scale from man to 
man duelling to full scale military assaults. Knowledge of the 
numbers, fighting styles, weapons and armour used by the sepa- 
rate races is also covered by this skill. Difficulty depends on past 
experience. 


Teaching - 3 


The Teaching skill allows skills to be passed between people but 
this takes time and effort. The section on experience and learn- 
ing in this chapter shows how the ‘Teaching’ skill works. 


Value lore- 2 


This skill allows the user to try to determine the approximate 
value of any particular item. It also allows traders to work out 
rough exchange rates between realms and currencies. Difficulty 
depends on the rarity of the item or the complexity of the local 
economy. 


Manipulation Skills 
The following skills involve both manual dexterity and good co- 


ordination to perform. They are grouped together under the MAN. 
characteristic. 


Boating - 2 


The rivers of Agasha are traversed by many different craft in- 
cluding the long narrow boats of the Tellahn barge-families and 
the smoking cornboats of the Gevurian engineers. All these ves- 
sels require careful handling along the rivers and in the swamp- 
lands. Boating provides the user with the necessary skills to navi- 
gate hidden currents and pass safely along these waterways. The 
Difficulty Factor depends on hidden dangers and the boat-mans’ 
familiarity with his surroundings. ’ 
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Corn craft - 2 


The bladder corn plant has many uses in the swamp culture of 
the Ha’esh and this skill covers the shaping of the corn reeds into 
items of note. The corn can be used to make the feared dolls of 
the Kai-cha, as well as many other signs and wards which are 
used as protection against angry Kyashi. This skill also allows 
the user to make and read the corn-signs used by Ha’esh hunters 
to mark safe water-holes, places of danger, clan boundaries, and 
other points of interest throughout Gevuria. 


Devise- 4 


There are a few scientifically minded people who have unrav- 
elled the intricacies of clockwork and other mechanical devices, 
and it is the ‘devise’ skill that reflects the ability to physically 
build or work such contraptions. ‘Devise’ covers a range of ac- 
tions from picking a lock to building a water clock or other me- 
chanical item. The difficulty depends on familiarity with the de- 
vice and the mechanics within. 


First aid- 2 


This provides a basic knowledge and ability to apply medical 
treatment to all combat injuries. The Healing section of Game 
Mechanics has more information on the healing process and the 
skills involved. 
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Glass craft- 4 


This skill is used by the Chinte’ F’har of the Skycutter moun- 
tains to forge their glass-metal. Rarely is it taught to outsiders as 
the glass gives the Chinte’ military and trading power. The user 
of this skill can forge and shape the glass into any desired shape, 
with the Difficulty Factor based on the shape desired. 


Hideworking - 2 


The forming and shaping of leather into armour and other items 
requires the use of Hideworking. The most common leathers are 
the thick and durable sleth hide and the soft and smooth hide of 
the skink. This skill is useful for shaping the huge leather sails 
which propel ships across the seas of silt and for making the 
tough leather longcoats worn by sailors and siltreavers alike. 


Incense Way - 2 


This skill is required to ritually prepare and mix herbal incense, 
with powers outlined in the Herbs section of the rules. 


Metal craft - 3 


This skill covers both the shaping and hardening of metals into 
armour, weapons and more mundane objects. The Digest chap- 
ter has a complete section on the metals found on Agasha and 
their comparative strengths. The Difficulty Factor depends on 
the number of materials being mixed to form the alloy, as well as 
the complexity of the object being made. Making a simple dag- 
ger from a base metal would be easy, as would beating dents 
from a breastplate. 


Plug craft- 3 


The strange and powerful devices built by the Myrdall known as 
rockpipes require special rocks as ammunition. These rocks, or 
‘plugs’, must be cut and polished to an exact size if they are to be 
used in the pipe. Plug craft provides the knowledge to correctly 
choose and shape the rocks required so that they may be used in 
the rockpipe. The difficulty depends on the rock type used. 


Potions Way - 2 


This skill is required to ritually prepare and brew herbal liquids 
and potions, with powers outlined in the Herbs section of the 
rules. 


Powders Way - 2 


This skill is required to ritually prepare and mix herbal powders, 
with powers outlined in the Herbs section of the rules. 


Rope mastery - 2 


Especially amongst the sailors of Agasha, a knowledge of the 
different knots and techniques used to tie and weave rope and 
worm silk correctly is important. Rope mastery also covers “Knot 
tongue’; a simple code using different knots as letters and often 
used by sailors, merchants and rogues as a means of communi- 
cation and numerical notation. The Difficulty Factor determines 
how strong the knot tied is, how easy it is to untie another knot, 
or how complex the ‘Knot tongue’ code used is. 


Sailing - 3 


This skill is used by the merchants, navies and siltreavers of 
Agasha. It covers both simple shipboard maintenance and also 
the complexities of rigging and sails. An AC with the sailing 


skill will know at least the rudiments of sailing the seas of silt 
and simple shipboard etiquette. 


Salves Way - 2 


This skill is required to ritually prepare and mix herbal pastes 
and salves, with powers outlined in the Herbs section of the rules. 


Scaling - 3 


This skill covers the use of climbing equipment to scale sheer 
surfaces or to climb treacherous terrain. The equipment will vary 
depending on the climb. In Gevuria, there are native Ha’esh who 
use scale-chains and pitons to climb the mighty Gei-trees of the 
swamps. These can reach over 400 feet in height and are scaled 
for the honey-like sap found in their highest branches. The Diffi- 
culty Factor depends on how sheer the surface is and other con- 
ditions faced during the climb. 1 FAT level will be gained for 
every Success Test failed. 


Sleight of hand - 3 


In the port town galleries of the Danja there are many who make 
a living through games of trickery and deception. These games 
require the ability to cheat without being seen and the con-men 
rely on their sleight of hand skill to fool those who watch them. 
This skill also allows rogues to remove a purse or pick a pocket 
without his victims knowledge. The Difficulty Factor is chosen 
by the character, but his victim can make a ‘Gaming’, ‘Sight’, or 
‘Slight of hand’ Success Test to spot the character using this 
skill. This test must be at the level of difficulty that the character 
used in his ‘Slight of hand’ test to start with. 


Stonecraft - 2 


This skill covers the ability to work with stone as a medium for 
both building and carving. Only simple building designs can be 
built using this skill and ‘Building craft’ skill is required for any 
complex structure. 


Trapping- 2 


This skill covers both the setting and disarming of traps. Traps 
vary between simple dhro-nets to capture sea worms to poison- 
ous chaja pits which can sever the limbs of the unwary. The Dif- 
ficulty Factor is chosen by the character and dictates how com- 
plex and dangerous the trap is. The Difficulty Factor is also the 
target difficulty required to be rolled by any victim attempting to 
spot the trap before it is sprung. 


Woodcraft - 2 


Woodcraft is the ACs ability to shape, carve and form items in 
wood. It also covers fletching and bow making. The Difficulty 
Factor is based on the wood used and the complexity of the carv- 
ing to be undertaken. 


ee 
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Senses Skills 


All characters can use their senses for detection and communi- 
cation purposes. The SEN characteristic indicates the ACs natu- 
ral talent in these areas. 


Art- 2 


Across the land many use artistic means as a form of communi- 
cation. This skill gives its user both the ability to communicate 
using a visual medium and also allows appreciation of art. The 
technical skill gained makes forgery possible and also allows the 
user to recognise regional styles of art. It is generally accepted 
that Khostran art is the highest form of this visual skill and good 
copies of this style can reach impressive prices amongst the rich. 
The Difficulty Factor determines the complexity of the subject 
to be created or copied. 


Blowpipe - 3 


These small and easily concealable weapons are most often used 
by Khostran assassins, although it is not unheard of for the agents 
and spies of certain Gevurian societies to be found in possession 
of these items. A blowpipe is a hollow tube that is used to blow 
darts (often poisoned) at a target. Its statistics can be found in the 
Ranged Combat section of the Combat chapter. 


Bolt Petronel- 4 


The bolt petronel is the missile weapon commonly used by the 
streetmen of Gevuria. It works on the principals of a bow fixed 
across a wooden stock with a trigger mechanism attached. It fires 
6" metal bolts. The use of the petronel is covered in the Ranged 
Combat section of the rules covering Combat. 


Bow- 4 


There are many people who learn to shoot a bow whether it be 
for necessity or for sport. Similarly there are different types of 
bow for separate cultures. The Je’Khan prefer a powerful long- 
bow, whilst Ha’esh hunters use a smaller version which is more 
useful in swamplands and forest. This skill is discussed more 
fully under the Ranged Combat section of the Combat chapter. 


Hand Rockpipe- 4 


The hand held version of the powerful rockpipe missile weapon 
is a recent addition to the many inventions of the Institute of 
New Science. This weapon is devastating in close range situa- 
tion but takes an entire Combat Round to reload. The Hinchley- 
Parkington ’75 is the most famous version of the weapon, and 
has already made a name for itself across all of Agasha. This 
skill covers the use of all hand held versions of the rockpipe. 
More details of these weapons are given under the Ranged Com- 
bat section of the Combat chapter. 


Listen - 2 


The ability to hear the footfalls of a thief or the conversation at 
the next table can sometimes increase a persons longevity more 
than a good blade. To keep aware is to keep alive and this skill 
can give an alert AC the edge. The Difficulty Factor depends on 
elements such as range and background noise. 


Play Instrument - 1 


This skill indicates familiarity with one of the many instruments 
found on Gargentihr. Common types include:- 


The mellow jhuttu pipe favoured by the Ja’ Hansh and the Church 
of Sanctology. 


The deep and threatening sleth horn appreciated by Je’Khan 
warriors and used by that race. 


The sweet yinta harp often found in the homes of the rich. 
The sad reoni pipes of the native Ha’esh swamplanders. 


Each race appreciates different sounds and styles of music and a 
travelling artist must be careful what type of music he plays. A 
good musician will know tunes to play for every occasion and 
every crowd. 


Read lips- 4 


In many circles information equals wealth. Thus the collection 
of information can be a fast route to some easy money and there 
are many who seek this path. The art of reading lips is not an 
easy one; with some races it is near impossible. For those who 
seek information it can be a very useful skill and for those who 
wish to keep secrets it is one to be wary of. The lip reader must 
know the tongue being spoken at least at level 6. The Difficulty 
Factor depends on the race speaking and the distance between 
the reader and his target. 


Rockpipe- 4 


This rare Myrdall device requires both skill and accuracy to use 
correctly. It is a temperamental piece of equipment, as individual 
as its owner, and is often in need of repair. Under the correct 
conditions it can be a devastating weapon, however. This is the 
skill which is used to fire a rockpipe accurately. It is used when- 
ever a character is trying to shoot a target using the ranged com- 
bat rules of the Combat chapter. 


Sight - 2 


This skill is an essential one for any who adventure on Gargen- 
tihr, for only the wary survive. The sight skill may be the ACs 
only hope of spotting an assassin or trap before it is too late and 
even the most confident traveller must rely on his senses once in 
a while. Usually the Difficulty Factor depends on the abilities of 
the opponent, whether this is in hiding himself or disguising his 
deadly trap from the character’s view. Range, weather and dark- 
ness can further increase the Difficulty Factor of a ‘Sight’ suc- 
cess roll. 


Silent Way - 3 


This is one of the Ha’esh ancient Ways and may only be learnt 
by Ha’esh characters. It allows them to communicate with one 
another using ultra sonic sounds transmitted by their small sec- 
ond ear holes. This works like any spoken language but can only 
be heard by those with the ‘Silent Way’ skill. All Ha’esh learn 
the Silent Way for it is used by aii clan members as a form of 
everyday conversation. It is a difficult ability to master and is 
taught during the ritual time called the Fynning. 


Levels in ‘silent way’ work like any ‘speak language’ skill. The 
maximum range over which a message can be sent is 100 yards 
per level of skill of the speaker. Obviously the receiver must be 
within his own maximum range if he is to reply. All users can 
communicate to a whole group of Ha’esh with this skill, or can 
choose to channel his ‘voice’ so that only one target will hear. 
Most Ha’esh use the Way to communicate only with other mem- 
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bers of their clan, but some town Ha’esh speak to other town- Smell- 2 
clans using the skill. It is generally only used outside of a char- 
acters clan with trusted friends such as members of his own She- 
vin. 


All ACs have the ability to detect strong scents and smells. This 
skill allows both detection and recognition of any reasonably 
strong smell. Chinte’ F’har have exceptionally sensitive snouts 
Singing- 1 and can pick up scents far easier than humans. 


Like the other arts, singing is a skill which can be appreciated by Speak- Various costs 
one culture and loathed by another. The skilled singer will know 
when to shut up and get out. Some audiences can cause many 
problems for the budding musical star; Jouk are renowned for 
being especially tone deaf and Je’Khan woman can be set into a 
killing frenzy if the wrong note is hit. Difficulty factors normally 
depend on the singer’s audience. 


There are many different languages to be found on Gargentihr 
and even more regional dialects. Each race has separate methods 
of communicating, involving speech, motion and gesture. A 
breakdown of the most common languages is found on Table 4 
below. Table 5 overleaf shows what each level of the skill means. 


Table 4. Languages of Agasha. 
Language Notes Literacy Speak 


Gevurian A new simple tongue which is a mixture of Ha’esh and Lathmirian. It is commonly none 2 
spoken in the towns and larger villages of the swamplands and is used by both 
Karro and town Ha’esh. 


Lathmirian The original Karro language from their home continent. It is now used little by the 
common folk but remains the language of scholars, nobles, and the Church. It is 
complex and rather dry language with few descriptive words. 


Ha’esh The language of the native swamplanders. Still common in the swamps, it is a 
poetic and descriptive tongue favoured by many actors, artistes and Danja. 


Low Chinte’ The language of Chinte’ F’har sailors and traders commonly spoken in the port 
cities of Yaskal. This high screeching language is also used by other races, and is 
the most common trading language. 


Maharran Spoken by the High Chinte’ lords found in the mountain strongholds of Yaskal and 
rarely heard elsewhere. It is as complex as Lathmirian and sounds like a clumsy 
mixture of growls and snarls. 


Tellahn Spoken by the northern Jouk of Tellah. It is a difficult language to speak for non- 
Jouk, for it is filled with bone-clicks and chirps via the Jouk’s’ dislocating jaw. 


Raaq The Roquan of Ghent speak this soft and simple tongue. It is a subtle language 
with much emphasis on tone and gesture to determine meaning. Many words 
have over thirty separate interpretations. 


Mountain Ha’esh This blunt and simple language is used by the tribal folk of Vhastor and other 
regions of Agasha. It has many individual dialects but is simple enough to make 
communication between tribes easy. 


Signaleer This is a coded language used by the members of the Institute of New Science via 
their signaltowers and Corean boards. A written version has been designed, and 
is now being used for shorthand note-taking. 


Jerrick This ancient language is spoken by the Ja’Hansh people and is the oldest surviv- 
ing tongue in common use. Many ancient texts and gems use this language. It has 
many hushed and soft ‘sss’ and ‘jhu’ sounds. 


A similar language to Jerrick spoken by the inhabitants of Ja’Hall. The Sister-clans 
each have a separate dialect which can make communication more strained be- 
tween members of the Je’Khan race. It is a very fast language with sharp snapped 
tones and words, and an almost lisped ‘s’ sound. 


Khan’Dha The Khostra of the east speak this soft growling whine. It is a tongue filled with 
: double meanings and veiled threats, suitable for such a race. There are many rolled 
‘r’ type sounds and a low background moan indicates the speaker’s emotion. 


Myr This thick rumbling language is filled with curious bubbling sounds. The Myrdall 
speak this tongue with ease, but other mortals have difficulty pronouncing the 
deep sounds involved. 


The Ryamis speak this fast chattering language which has a continuous back- 
ground whistling which is very hard to imitate. 


Taste- 4 


Taste is a difficult skill to refine but can help to define ingredi- 
ents, and may also detect poisons, in food and drink. The Ryamis 
have very sensitive taste buds and are often hired by High Chinte’ 
lords as chefs due to this fact. 


Throwing - 3 


‘Throwing’ skill allows the user to accurately throw any item 
and can be used as a form of attack. (See Ranged Combat). 
Each throwing weapon is a separate subgroup of the skill and 
must be learnt separately. All throwing weapons are classed as 
‘similar weapons’ and the user can use his skill to throw all other 
subgroups of this skill with a -2 modifier. 


These subgroups include Bola, Javelin, Jask, Tandin, Tjhav and 
other easily thrown items such as rocks and gudj (See Herbs). 


Tjhav- 3 


This ancient sport is played by many in inns across the country 
in a tjhav pit. A spiked ball is thrown at a coloured board, with 
points scored depending on the area hit. It is believed to be an 
old Ryamis game, for the wing-kin are extremely competent at 
it. The game is often played outside rougher inns as the balls can 
do considerable damage when thrown in a confined space. 


Like ‘Gaming’, all players choose a Difficulty Factor for the round 
and must either play at the highest factor chosen or drop out of 
the game. If the character fails his Success Test at the Difficulty 
Factor chosen, then he too is out of the game. The longest sur- 
viving player wins the kitty determined at the start of play. The 
tjhav ball is itself a useful throwing weapon and is covered un- 
der Ranged Combat. It can also be counted as a further sub- 
group of the ‘Throwing’ skill. 


Touch - 2 


This skill is the ability to detect and feel changes in the persons 
surroundings. Actively, this skill allows the user to feel across a 
surface for changes and flaws and to detect unseen cracks and 
gaps. Passively, this skill enables the user to feel changes in the 
wind or a thief trying to pick his pocket. 


Table 5. Language Levels. 
Level Ability with Spoken Language 
Recognition of speech 

Communicate in 1 word concepts 

Slow paced basic conversation understood 
Communicate in simple sentences 
Converse freely in basic tongue 


Fluent to native level. Dialects understood 


Regional accents recognised and imitated 


1 
2 
3 
4 
5 
A) 
7 
8 
9 


All dialects spoken perfectly 


—_ 
oO 


Archaic forms recognised and understood 


Complex technical and scholarly concepts understood 


Weather lore- 3 


There are many who claim that they can predict the weather but 
it is a difficult thing to do. This skill increases the chance of 
prediction and is based on a mixture of senses, knowledge and 
gut instinct. This is always a difficult skill to use and should not 
be heavily relied upon for weather patterns change quickly on 
Gargentihr. A successful roll will determine the following days 
weather, with an increased Difficulty Factor for every further 
day predicted. The Difficulty Factor increases during unpredict- 
able times, such as the moon seasons of Adrach and Nedra. 


Ability with Written Language 

Recognise written form 

Simple words recognised 

Simple writings and passages understood 
Basic paragraphs written and understood 
Simple books written and understood 
Literate 

Regional dialects recognised 

Complex terms understood 

All dialects written and understood perfectly 


Archaic forms recognised and understood 
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Stealth Skills 


At some time in his career an adventurer will have to rely on his 
ability to perform covert actions without being detected. Such 
skills are grouped under the STE characteristic. 


Ambush- 3 


The world of Gargentihr is a dangerous place and many seek 
every possible advantage in combat to increase their chance of 
survival. This skill allows the user to organise and carry out am- 
bushes on any unsuspecting victim, and also allows the user to 
spot obvious sites for an attack. ‘Ambush’ skill gives a bonus to 
surprise if correctly used, as discussed in the relevant section of 
the Combat chapter. 


When planning an ambush, one character is chosen to make the 
‘Ambush’ Success Test. This character is responsible for judg- 
ing when to attack and signals to his comrades at the appropriate 
time. One of the defenders is also chosen to make an ‘Ambush’ 
Success Test. This character acts as the scout for the defenders 
and keeps an eye out for such attacks. 


The two parties, both attacker and defender, then make an Op- 
posed Success Test using the ‘Ambush’ skill. If the scout wins, 
he spots the ambush attempt. If the attacker wins, he success- 
fully ambushes the defenders. A draw indicates that the ambush 
was only partially successful. The defenders count as Surprised, 
rather than Ambushed. 


Hiding - 2 

This skill is the ACs ability to successfully avoid detection by 
hiding and can be used both in urban and rural settings. The Dif- 
ficulty Factor depends on the amount of cover available, how 
dark it is and how wary the spotter is at the time. If the ‘hiding’ 
Success Test is made then the unwary will not spot the character. 


If it is failed, the opponent can make a ‘sight’ test to see if he can 
spot the character. 


Sneaking - 2 


With this skill the AC can move quietly and use his surround- 
ings to remain undetected by anyone in the area. The Difficulty 
Factor is modified by how much cover there is to use, how noisy 
the ground cover is, how dark it is and how wary any potential 
listeners may be. If the ‘sneaking’ Success Test is made, then the 
character has managed to move silently. 


Tracking - 2 


Many of the more primitive people of Agasha rely on the skills 
of the tracker for food and shelter. This skill allows the user to 
track both man and beast and also gives him a general knowI- 
edge of the land around him. Good trackers can avoid even the 
best laid poison mines of the Khostra whilst still following the 
tracks of his quarry. The Difficulty increases depending on the 
information that the character has on his quarry. 


Strength Skills 


The following skills are all related to the STR characteristic. 
Rowing - 1 
This skill has two subgroups :- 


p Rowing - water covers the use of oars to row a boat in 
the freshwater rivers and swamps of Gargentihr. 


p Rowing - slap boats covers rowing in the silt seas. A 
slapboat uses a centre mounted paddle which passes 
through a raised hole in the centre of the boat. It propels 
the boat over the silt in a similar manner to oars in water, 
but is a slower process. 


Both groups involve very different techniques and default to each 
other at -3. The Difficulty Factor is based on the weather condi- 
tions. FAT levels will be increased by 1 per failed skill roll. 


Swimming - 1 
There are two types of swimming skill and, like rowing, both are 


very different from one another. 


$ Swimming - water is used in freshwater lakes and riv- 
ers. 


- Swimming - silt requires a very slow and graceful mo- 
tion to prevent sinking into the thick silt. Swimming in 
silt is a slow process as quick movements tend to pull the 
swimmer down. 


Both skills are mutually exclusive and must be learnt separately. 
The Difficulty Factor depends on the condition under which the 
character is swimming as well as the encumbrance they are car- 
rying. The character’s FAT levels are increased by | per failed 
skill roll. 
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Skill List 
Skill 

Acting 

Acute Balance 
Ambush 
Animal doctor 
Animal handling 
Animal lore 
Art 

Athletics 
Blowpipe 
Boating 

Bolt Petronel 
Bow 

Building craft 
Cartography 
Classics 
Combat 
Agashan axe 
Bodyblades 
Brawling 
Chantin Va 
Davin, gentleman’s 
Davin, military 
Deathneedle 
Ghurti 

Haitos 

Hantoth 

Jai blade 

Kala 

Keldin bar 
Kellick 

Knife 

Kyroblade 
Longknife 
Shield 
Singlestick 
Spear, short 
Spear, long 
Ta-hun 

Tellahn blade 


Unarmed 


Cost 
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Skill 
Contortionist 
Control 

Corn craft 
Crowd Manoeuvre 
Cultural lore 
Dancing 

Devise 
Disguise 

Dual Weapon Use 
Endurance 
Essa tracing 
Etiquette 

First aid 
Gaming 

Gem lore 

Glass craft 
Hand Rockpipe 
Heavy Drinking 
Herb lore 
Hidden Tongue 
Hideworking 
Hiding 
Hypnotism 
Incense Way 
Judicial lore 
Juggling 
Library use 

Lie 

Listen 

Literacy 
Medical lore 
Meditation 
Metal craft 
Navigation 
Oratory 
Persuade 

Pipe maintenance 
Plant lore 

Play Instrument 


Plug craft 
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Cost 


5 
4 
2 
3 
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Skill 
Potions Way 
Powders Way 
Quick Strike 
Race lore 
Read lips 
Riding 

Rites 
Rockpipe 
Rope mastery 
Rowing 
Sailing 
Salves Way 
Scaling 
Science 
Sense sho’ta 
Shipwright 
Sight 

Silent Way 
Singing 
Sleight of hand 
Smell 
Sneaking 
Speak 
Stonecraft 
Street lore 
Survival 
Swimming 
Tactics 

Taste 
Teaching 
Throwing 
Tjhav 

Touch 
Tracking 
Trapping 
Value lore 
Weather lore 


Woodcraft 
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Major Tarrin De'cey of the 18th Regiment 
wears the traditional uniform of the 
‘Swamp Rats’. 


Character Advancement 


As characters complete adventures and explore the world of Gar- 
gentihr, they will get the chance to advance in their known skills 
and will also be able to pick up new ones. The Narrator provides 
the characters with Experience points (XP) at the end of each 
game session, which can be spent on advancement. The number 
of Experience points given to the player depends on how much 
he contributed to the adventure. Table 6 below gives the Narra- 
tor an idea of how many Experience points he should give out. 


The Narrator should award an appropriate amount of points from 
each of the categories on Table 6. The total is told separately to 
each player who notes it on his character sheet. The Narrator 
should feel free to add bonuses for particularly difficult and chal- 
lenging scenarios. An average adventure lasting two or three ses- 
sions should gain the character roughly 4 Experience Points per 
session, with a bonus for completion of the scenario. 


Self esteem plays an important part in the advancement of an 
AC, and HP lost or gained during a session will affect the XP 
total. For each HP gained during a session, the XP total is also 
increased by one. Similarly, for every HP lost during the session, 
the XP total is decreased by one. This total cannot be reduced 
below 0. 


Spending Experience Points 
The XP received by the character may be spent at the end of the 
adventure. The character can :- 


fp Increase any skill which he has that was used in the ad- 
venture. 


Table 6. Experience Points (XP) 
Experience Category 
Danger Level of Plot 
Little or no danger involved. 


$ Increase any skill in which he has no levels but came in 
contact with during the adventure. These skills must be 
easily picked up, such as ‘Listen’ or ‘Cultural lore’ of a 
race met and interacted with during the scenario. The cost 
to start a skill this way is the ‘cost per level’ of the skill, 
as listed in character generation and this chapter. Once 
purchased they may be put up through experience as nor- 
mal. The Narrator has the final say in whether a specific 
skill may be purchased. 


es Save XP towards putting up high level skills when one 
scenario’s total points is not enough to increase a skill by 
a level. 


Cost to Increase Skills 


The cost in XP to increase skills is based on the character’s cur- 
rent level in the skill and the cost code of the skill. The following 
formula is used to calculate the cost to raise the skill by one 
level. A skill can only be raised one level at a time. 


COST = Current Level x Cost per level of skill 


Teaching and Practice 


Experience is not the only way to increase skill levels. The use 
of a teacher is a valid way to improve skills without spending 
XP. All that is required is time and a skilled individual who is 
willing to teach. Books and gems can also teach, but take longer. 


Element of risk / possible repercussions from events could haunt the character 
At least one life or death decision made by character 
A real deathfest. People dropping like flies all around. ( No points if the players caused this!) 


Character’s Thought Contribution In Adventure 


Couch potato 
A few good suggestions and ideas 
Character thinks up a master plan 


Character’s Actions and Deeds In Adventure 
Narrator and other players forget that character was in adventure 
A few good moves and noticeable skill rolls made 


Breathtaking moves and heroics 


Role-play 
‘Uh. What’s my name again?’ 


Tries to remember names and places 


Oscar nominee 


Completion of Adventure 
Missed the point completely 
Caught a flashing glimpse of the plot 

Knew the basics and the main characters involved 
Cut through a tangled web of sub-plots 

Obviously read the Narrator’s scenario notes 
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The Teacher 


There are two separate types of teacher :- 


1) Practical - The individual who is training the character has 
‘Teaching’ skill. This form of teaching is the fastest and has the 
best chances of success. The tutor requires both the skill being 
taught and the “Teaching” skill. The tutor can teach any skill up 
to the level which is known by him but is limited by his level of 
‘Teaching’. 


Tutors without ‘Teaching’ skill can only teach a skill to level 2. 
A teacher without the “Teaching’ skill doubles the time required 
to learn. 


2) Theoretic - Only instruction manuals and gems fall under this 
category. Such items can only teach skills up to three levels less 
than the level known by them. 


Time to Learn 


All characters can spend a number of hours per day learning a 
skill equal to their level in the characteristic which governs the 
skill. (i.e. - with a KNO of 4, a character can spend 4 hours per 
day learning KNO skills). 


The following table lists the number of hours of teaching re- 
quired to reach the new level of the skill. 


Table 7. Time to Learn 


Time to Learn 
24 hours 
24 hours 
36 hours 
36 hours 
48 hours 
60 hours 
70 hours 
80 hours 
90 hours 
100 hours 


New Level 


1 
2 
3 
4 
5 
) 
7 
8 
9 

10 


If the teacher does not have ‘Teaching’ skill, then the time is 
doubled. 


The Narrator must decide how much money the teacher will want 
to teach the character. Adventures can be set around trying to 
find a teacher, or teaching can be used as payment for a job car- 
ried out by the characters. As a guide only, a teacher will charge 
2 cyls per hour, per skill cost point. 


Practise 

The character can also improve through practise on his own. This 
technique takes three times the length of time listed on table 7 
and no skill may be increased past the character’s governing char- 
acteristic. Only ‘Natural’ skills (see earlier in this chapter) can 
be improved through practise. 


Characteristic Improvement 


A character can train to increase any of his physical characteris- 
tics. These are increased through practise and take six times the 


A sand-scarred 
Durquin merchant. 
These Roquan 
control the mighty 
Thar-Hai on the 
plains of Vhastor 


time listed on table 7 with a teacher and 12 times as long with- 
out. This will cost approximately 10 cyls an hour. 


All teaching and practise must be undertaken on a reasonably 
continual basis; a character cannot take longer than 2 weeks be- 
tween each part of the lesson or practise, else the training will be 
of little use. 


The Complications of Learning 

The Narrator should be careful with the use of teaching in his 
campaign. Players allowed to go wild with the “Teaching” skill 
will end up teaching each other all their skills, and players given 
free access to books and teachers whenever they want them will 
end up as experts in every skill in the game. To combat these 
problems consider the following. 


Teachers are not just hanging about waiting for the characters to 
turn up looking for lessons. Teachers, especially for the more 
specialised skills, can be hard to find and even if the character 
finds a teacher for his chosen skill, the teacher may have many 
other students. He may only be able to devote a small amount of 
time to this one character, teaching him one level in the skill, 
before he has to move onto another student. If a teacher is popu- 
lar and has many students he will put up the cost of his services. 


Libraries in Gevuria do not allow their books to be taken from 
the premises and the head librarian may not be too happy with a 
character who dances round the floor, holding a book, whilst he 
practices the davin strikes shown in the illustrations. This is true 
of gems as well, but they have the additional problem in that 
they must be read through the library’s gem reader. 


Gems and books are rare and valuable items and will be both 
difficult to find and expensive to buy. The Narrator should pre- 
vent players from gaining several skills through teaching. It is 
far more rewarding to learn through experience. 
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Combat 


The deep, monotonous chiming of old Scraper struck the seventh hour in the distance, barely 
audible through the morning mist. A fine rain fell, slowly seeping through Palmer's thick tarran 
as he crossed Chansis park to the Gallan Strip. Two figures, greyin the first light of dawn, stood 
by the small western pavilion. 


‘They ‘re early’, commented Tymon dryly. Palmer couldn't helpifist smile, remembering his friend's 
protests when he had accepted Tesh 's duel. Tymon had swornpblind that fie would never again act 
as a second for his hot-headed friend. The dampness absorbe#t all other Sound as they made their 
way across the Strip. 


Tesh had already stripped to his silken shirt, his second ign his dark | bie officers jacket. He 
stood with davin raised to chin, silently reciting his regimental prayet tobandis ‘The tivo Clondis 
entered the eastern pavilion and Palmer prepared for combasy He wished loud that skichan webs 
could be worn in a duel. : 


The opponents slowly approached one another, oblivious to the aire Palmer stepped, softly, slowly 
along the strip, never once dropping his gaze. He felt the bload begin to pound im his veins, felt the 
weight of balanced steel in his hand. Time slowed and all becamectent, 


Razor accuracy, a blur of speed. The two figures passed, Palmer stiting figh and Tesh centring on 
the torso. Blades sparked, once, twice, then again. ly ss to theleft, hisoppontent mirroring 
the move. No pain, no blood. He was alive. 


Tesh raised his davin into a mock salute, a thin smile upon his fis. Their eyes locked again as both 
Karro searched for a sign of weakness. Time slowed once again as rain whispered against glisten- 
ing cobbles. Palmer moved first, feigning left and thrusting towards the right shoutder, Tesh 
whiplashed high, knocking the blow aside as both men passed for a second time. 


Step, turn, thrust. Palmer chose to hold back, awaiting an opening. He saw an opportunity and 
went for it. Tesh reacted immediately, parrying Palmer's low attack and reposting with lightning 
accuracy too quickly for his opponent to respond. Streak of crimson; flash} hot agony. Palmer 
staggered as Tesh's blade sliced through flesh-and deep into his right bicep. Biting back the pain, 
he felt his arm grow heavy and watched his davin slowly spin from his hand. 


Clutching his bleeding arm, Palmer grimaced as his opponent stepped backwards and again sa- 
luted. 


‘My honour is satisfied. I trust that you'll keep your impertinent remarks to yourself in the 
future.” Tesh turned quickly and returned to his second. 


Tymon approached Palmer and removed the loam-rod from his doctor's bag. He natrowly man- 
aged to contain the smile that threatened to break across his faceeWith a face of mock concern the 
scientist ventured, 


“Perhaps the good doctor will think twice before insulting the Engineering Corps whilst their 
finest swordsman stands but five yards away’. 


When he was sure that Tesh was out of earshot, Tymowt0titinued, 
“D’ you think that he fell for it?” 
Palmer answered wryly, 


“He better; he damn near Killed me! I just hope-that Ganna and Hess have finished their part of 
the plan.’ 


The Risks of Combat 


During his time on Gargentihr an AC may find himself in many 
situations where there is no easy way out without a fight. Wise 
adventurers will fight sparingly and only when there is no other 
option available, but the world is still a dangerous and uncivi- 
lised place and there will be times when an AC relies on his 
skills with a blade to keep himself alive. Combat represents a 
burst of concentrated action which may only last a few seconds 
of game time but can take several minutes of real time to play 
out. 


Imagine the fights as being seen in slow motion with every move 
which the combatants make graphically described. This is not a 
hack and slay system; combat is quick and often fatal and in 
many cases players should be encouraged to flee rather than fight 
to the bitter end. Careful judgement of when to do so may result 
in some ACs lasting to a ripe old age. (Say about 28 or so ....) 


Combat is an important part of all RPGs. It combines great risk 
with heroic action, and gives all the players involved a chance to 
grasp a conclusive victory over their opponents. The Karro re- 
gard the use of the thin bladed davin as a great art, and treat 
combat accordingly. 
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The Narrator’s Role in Combat 


The Narrator must set the scene of the combat and must play all 
of the adversaries facing the players. He is responsible for keep- 
ing the action moving and for describing all that occurs. This can 
be especially tricky when there are a number of combatants to 


play. 


The Narrator must decide what each NC is going to do in the 
Combat Round, and should plan every combat in advance. Give 
each NC objectives and goals and try to stick to them during a 
fight. Remember that the NCs are people too. They will not fight 
to the death unless they have to. If you rely on common sense, 
your NCs will behave more realistically. 


As Narrator, you are the referee, and have total control over the 
action. You determine the outcome of every attack and must re- 
main unbiased at all times. Role-playing is not simply Narrator 
Vs Players. Both must work together to create an ongoing story. 
The players are the stars of the show; give them the edge, but 
only just. 


Most importantly, remember that the rules are there to help you, 
not bog you down. Keeping the action going is the most impor- 
tant part of storytelling, so get to know the rules. The system is 
quick once you know how it works. We have deliberately done 
away with charts and tables to avoid looking up rules during 
combat. This keeps everything flowing and allows the role-play- 
ing to take over from the dice rolling. 


Find a balance between using the rules and telling the story. Use 
the dice rolls as best you can, but if the result does not fit into the 
story, then twist it a bit! As Narrator your word is final. Just don't 
let the players see you cheating. 


The Combat Round 


The simulation of combat is broken down into small intervals of 
time known as Combat Rounds. A Combat Round is a quantum 
of killing energy in which players attempt a series of attack and 
defence manoeuvres with the intention of harming their oppo- 
nents and remaining unscathed themselves. 


The length of a Combat Round is not a fixed time. It varies de- 
pending on the actions of the combatants. In an exaggerated ritu- 
alistic duel, each Round could last 20 seconds, as the duellists 
slowly circle one another, looking to psyche each other out. The 
Round might also be as short as three seconds when two fren- 
zied combatants close and exchange a flurry of blows. On aver- 
age, a Combat Round will last approximately 6 seconds. 


A Combat Round does not consist of one blow and one parry. 
Rather, it is a series of swings, lunges, parries, ripostes and eva- 
sive manoeuvres. The blows represented by successful attack 
rolls are simply the ones landed in that particular Combat Round. 


The Combat Round Sequence 


The following sequence shows the order of the Combat Round. 
Each segment of the Round is then further detailed {ater in this 
chapter. 


iT 


Determine Initiative for combatants 


Each character rolls 1D6 to determine random INIT. The 
list below shows the factors which determine each combat- 
ants total INIT for the Round:- 


The character’s current initiative rating. 
The random initiative from the D6 roll. 
Any situation modifiers occurring this round. 


These factors are added together. The character with the high- 
est INIT acts first and in a fight between two combatants is 
known as the ‘attacker.’ The Narrator works around the ta- 
ble of players, dealing with the actions of each one sepa- 
rately, from fastest to slowest. If two or more characters have 
equal INIT then they will act simultaneously. 


Determine Fatigue Effects 

When a player rolls for INIT there is a chance his character 
will suffer a FAT penalty due to the stress and adrenaline of 
combat. If a player rolls a 5 or a 6 on the D6 for INIT then 
his extra push of energy will cost him | level of FAT added 
to his Energy Bar. 


Attacker Determines Difficulty Factor 
The attacker determines the difficulty factor for his attack. 
He can choose to attack at any of the 4 difficulty levels; 


The Combat Round Sequence 


Easy, Moderate, Difficult or Impossible. The resulting choice 
affects the opponent’s chance of defending the attack. 


Attacker Rolls to Hit 


The attacker must make a Success Test based on his COM 
characteristic and modified by his combat skill. This test is 
made at the Difficulty Factor chosen by the attacker above. 
If this test is successful, then the attacker has hit his oppo- 
nent. Further modifiers can affect this roll. 


Defender Rolls to Defend 


The defender can attempt to evade a successful attack by 
making a Success Test based on his COM characteristic and 
modified by his combat skill. The Difficulty Factor for the 
test must equal the Difficulty Factor of the attack. Further 
modifiers can affect this roll. 


Fortunes And Set-Backs 


If, whilst rolling to attack or defend, the player rolls a natu- 
ral 20 then his character has suffered a Set-Back. This will 
normally be an effect detrimental to the situation at hand, 
such as dropping his weapon or losing his HEA Success 
Test against the Wound Effect. 


If, on the other hand, the player rolls a natural | then his 
character has gained a fortune. This will normally be an ef- 
fect beneficial to his current situation, such as gaining extra 
DAM to his attack or disarming his opponent. 


The effects of Fortunes and Set-Backs occur instantly. 


Determine Location of Hit 

If the attack was successful and the defender failed to de- 
fend, then the attacker rolls 1D20 to determine the location 
hit by his attack. 

The defender will receive damage to the location hit. There 
are two types of damage to note; Blood Loss and Wound 
Effects. 


Determine the effects of Blood Loss 


The defender will gain a number of FAT levels due to the 
blood loss and pain caused by the injury. The FAT gained is 
determined by rolling 2D10 and adding the two numbers 
together. The Blood Loss gained is further modified by the 
following factors:- 


The weapon used by the attacker. 
The STR of the attacker. 
The armour worn by the defender. 


These factors are applied to the number rolled on the dice 
and the remaining number of FAT points are added to the 


defender’s Energy Bar. 


Determine the Wound Effects 


Each time a character is hit by an attack there is a chance 
that he will suffer further effects from the blow. This is known 
as the ‘Wound Effect’. The Wound Effect will only occur if 


the defender took any Blood Loss from the attack. If the 
defender’s armour reduced the FAT level to 0, then the ef- 
fect cannot occur. If this is the case go to the book-keeping 
step below. 


If the defender gained any FAT through Blood Loss, then 
there is a chance that he will suffer a Wound Effect. The 
defender must make a HEA Success Test at the Difficulty 
Factor equal to that used by the attacker to successfully hit. 
This Success test is modified as follows :- 


Each level that the defender has in ‘Endurance’ skill increases 
the HEA Success Test by 1. 


Any current FAT modifiers from the Energy Bar reduces the 
HEA Success Test by the number listed. 


If the defender fails the Success Test, he will take a Wound 
Effect. For each Wound Effect suffered any tasks attempted 
by the character will be one Difficulty Level harder. He will 
also gain one FAT level on his Energy Bar per Round for 
each Wound Effect gained until a Healing Test is made 
against the wound. Both these effects are cumulative, so if a 
character has taken two Wound Effects then all tasks will be 
two Difficulty Levels harder and the character will add two 
FAT levels to his Energy Bar every Round . The Narrator 
will also determine if there are any other effects of the Wound 
Effect. All effects take place immediately and the player notes 
down the Wound Effect taken. 

If the defender makes the Success Test, then he does not 
receive any further effects from the attack. The FAT gained 
through Blood loss still affects him, however. 


Book-keeping 

All the wounds taken are recorded and the effects apply im- 
mediately. The combatant with the next highest initiative 
can then commence his attack by determining the Difficulty 
Factor. 


Combat Rules 


‘Life in the New World is hard, my friend. You'd better be able 
to use that davin hanging from your side.’ 


Lighter, 


Barman of the Sanctor’s Temptation. 


Interacting with the Environment 


Combat is a very important part of ‘Tales of Gargentihr’. It is a 
time for great heroics and it should give every character a chance 
to shine amongst his peers. Like all good films and books, a 
combat scene should both be exciting and memorable. To achieve 
this in a RPG, the players must interact with their environment. 


Each scene of combat should be as individual as any character or 
plot. To achieve this, each scene must be both different and memo- 
rable, and the players should be able to picture the action in their 
heads. 


The Narrator must describe the scene as well as he can. Every 
player should be visualising the same location, else confusion 
will reign. The most effective way to achieve this is to use maps 
and floor plans. 


Just before you stage a fight in a scenario, start to describe things 
in as much detail as you can manage. Slowing down the action 
and going into precise detail heightens the senses of the players. 
They will anticipate the action and start to get excited. Place the 
floorplan in the centre of the table and mark the position of every 
important AC and NC. (Models are especially useful for this). 
Detail the various features on the map and let the players know 
what is going on around them. When you start the fight, they are 
already thinking on the same wavelength and have pictured the 
scene. Let the battle commence! 


Now that the players know what the surrounding environment 
is, they can interact with it. The players should examine the map 
and note the important features. You will find that acrobatic leaps 
over fallen gei branches, tricky footing on the side of steep hills, 
and wrestling contests on top of giant boulders add greatly to the 
combat scenes. Each separate conflict becomes individual and 
more memorable for it. 


Situation Modifiers 

When you are ready to add extra complexity to your combat 
scenes, you can add Situation Modifiers to spice up your battles. 
These modifiers represent the various situations which may arise 
during combat. All the modifiers are cumulative and may change 
from turn to turn. 


The Situation Modifiers are added to the attacker’s COM based 
Success Test, and will either increase or decrease his chance of 
success. 


The Situation Modifiers also apply to the defender’s COM Suc- 
cess Test for evading the attack. Modifiers such as ‘Surprise’ 
and ‘low visibility’ apply to both attack and defence rolls. 


The Narrator is free to add any other modifiers as they arise. Be 
careful not to over use situation modifiers. Every combat should 
be as memorable as you would hope the scenario to be. Plan 
each combat before it arises and have a good idea of the area in 


Table 1. Situation Modifiers 


Situation Modifier 
Poor footing or mobility -2 
Surprised during combat -2 
Low visibility -2 
Attacking with an Improvised weapon 4 
Attacking blindly 9) 


Attacking from vantage point +2 
Attacking unsuspecting opponent +3 
Attacking opponent's blind side +4 


which it is to take place. This way the players can plan what their 
characters are going to do and what aspects of the environment 
they are going to use to their advantage. 


You should always be thinking of new situations for the combat 
scenes. The players should be grateful for every advantage they 
manage to gain for themselves, as well as groaning each time 
that an enemy gains a situation advantage over them. 


Before Jamie took Palmer into the following Combat Example, 
the Narrator slowed down the action and described every sur- 
rounding detail; the lingering wisps of fog crawling like fingers 
down the dim cobbled lane, the scurrying of rats and delts in the 
dark, the smell of warm klai still lingering on Palmer’s breath in 
the cool night air. Jamie knows that every time the Narrator starts 
to do this, a fight is just around the corner. He starts to get wor- 
ried, because he hasn’t got the backing of his fellow Shevin mem- 
bers. 


The Narrator places a 25 mm scale map of the lane on the table. 
He places three models onto the map; Palmer’s figure and two 
Tavin models. The scene is thus set for the combat. 


Palmer has got into a spot of bother 
on his way home from the Ghowda 
one night. Two Fennris rogues have 
decided to follow him from the 
Golden Deuce tavern and now step 
out into the lantern-lit street which 
he currently staggers down. The 
smile to one another as they 
knives from beneath their 
jackets and ask Palmer to ane his 
pockets. Our hero is in no mood for 


such intrusions, and promptly tells 
the rascals to eat sleth ties The 
Narrator decides to begin a Combat 
Round. 


Jamie says that Palmer is going to 
draw his gentleman's davin and try 
to warn the two off. The Narrator 
states that the thugs are going to 
rush Palmer. The fight is on! 
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Initiative (INIT) 


Every character, including NCs, has an initiative, or INIT. This 
number shows their base reaction time and determines how 
quickly the character can strike in combat. 


Each Character’s INIT for the round is based on :- 


p Character’s base INIT. This attribute is calculated from 
the AGL characteristic as found in the Attributes section 
of the Creation chapter. The Narrator should have a note 
of the INIT for all of the NCs involved in the combat. As 
a character becomes increasingly fatigued, his base INIT 
level will drop. This is shown on the Energy Bar on his 
character sheet. 


fp Random INIT from a dice roll. Each character must 
roll 1D6 and add the number generated to their Base INIT. 
This number represents random factors such as uneven 
ground, weapon advantage, and luck which may slow a 
character up. It is included to bring that degree of uncer- 
tainty, which exists in real combat, into the game. 


The two factors above are added together to give the character’s 
INIT for this Combat Round. The total represents the speed with 
which the character can react. 


The character with the highest INIT total will act first, and all 
combat involving this AC and his opponents should be resolved 
first. Then the character with the next highest INIT total can act 
out his Combat Round and so on. If two or more characters have 
equal INIT then they will act simultaneously. If they are in com- 
bat with each other pick one character to act first, but the second 
character can be assumed to act before any of the first characters 
actions happened, ie - if he was injured by the first characters 
attack he can perform his action before any modifiers for that 
damage are applied. A character can defend against attacks at 
any time, even if his opponent gets his hit in first. 


Initiative must be calculated for each combatant. 


Movement During Combat 


Moving during combat is a tricky business. You must keep an 
eye on your opponent and also avoid any obstacles nearby. It is 
difficult to move with speed and care with so much happening 
around you. 


There are two types of movement allowed during a Combat 
Round; Careful Movement and the Combat Run. Any faster form 
of movement is too dangerous to attempt whilst in a melee situ- 
ation. 


oo Careful Movement allows a character to move up to 10 
Yards whilst in combat. The character steps slowly and 
is fully aware of all that goes on around him. A character 
using Careful Movement can attack and defend as nor- 
mal. 


fp The Combat Run allows characters to close quickly on 
their opponents whilst still keeping their wits about them. 
The runner is still aware of his surroundings but may miss 
ambushes and hidden obstacles, at the Narrator’s discre- 
tion. A character using the Combat Run can attack and 
defend as normal, but receives one extra FAT level per 
Round due to additional exertion. 


Characters who have not yet entered the fight may Sprint, pro- 
viding that the terrain is flat and there are no nearby obstacles. A 
character cannot sprint into combat, but must slow to a Combat 
Run before entering the fray. A character can sprint 40 yards per 
Round. See the ‘Athletics’ skill description in the Skills chapter 
for details on chases. 
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Palmer's base INIT isig. ashe 

has an AGEL of 7. Janie bole a4 

on the D6 giving him a total — 
INIT of 18. 


The Narrator looks at the stats 
for the thugs; they have a base 
INIT of 13. The Narrator decides 
to keep things fast moving in 
combat and so rolls only 1D6 for 
both the NCs’ INIT (normally he 
would roll a separate D6 ay 
each NC). He rolls a 2, so the 
thugs INIT totalis 15. Palmer — 
will strike before the NCs, be- — 
cause his total INIT is higher. 


Because Palmer did not rolla 5 
or a 6 on his D6 for INIT he does 
not gain any FAT this Round. 


. 


The Narrator has placed a floor 
plan out on the table, showing 
the location of the lane where 

Palmer is confronted. He places 
models on the map indicating 
that the thugs are currently 4 

yards away from Palmer. This is 

within walking distance of their 

quarry, so the two Fennris thugs 

start to slowly approach Palmer. 
This costs them no additional 

FAT. 


If the thugs had been 11 yards 
away, then they would have had 
to use a Combat Run to reach 
Palmer. This would have cost 
them one additional FAT each. 
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Table 2 above lists the two types of movement allowed in com- 
bat situations. 


Table 2. Movement Rates 


Movement Type Yards perround' FAT per Round 
Careful Move 10 ) 
Combat Run 20 1 


Characters can move and still attack or defend, providing that 
they do not move further than the distances outlined in Table 2. 
If a character moves further, then he cannot hit in the current 
Combat Round. FAT gained due to movement is in addition to 
any other FAT gained due to combat. 


Surprise 

If the character is alert and expecting trouble but is surprised, 
then he will always act after his opponent. (He will still get an 
attack in before the end of the Combat Round). The Narrator 
must decide if the player was expecting trouble. If he was not, 
then he will be ambushed. 


The Narrator decides that Palmer 
was not surprised by the attack 
because the thugs confronted him 
openly before attacking. Palmer can 
thus attack one of the thugs before 
they hit him. 


As seen earlier, Palmer draws his 
davin this round to attack his foes. 
He carries his davin in a scabbard 
on his belt, and thus can instantly 
draw it. The Narrator decides that 


the two Fennris prepared their 
weapons in the alley and do not 
have to spend any additional time 


preparing. 
Palmer will make one attack and 
two defence rolls in this Combat 


Round (One against each thug). He 
elects to attack the Fennris on the 
left. The thugs can both make one 

attack in this Round. 


Ambush 


Ambush is a special case of surprise where the character is caught 
completely unprepared and unalert by hidden attackers. (ie, wan- 
dering through an alley daydreaming). In the first round of an 
ambush the character being attacked gets no actions (No attack 
or defence). In future rounds, the character can act as usual. 


When planning an ambush, one character is chosen to make the 
‘Ambush’ Success Test. This character is responsible for judg- 
ing when to attack and signals to his comrades at the appropri- 
ate time. One of the defenders is also chosen to make an ‘Am- 
bush’ Success Test. This character acts as the scout for the de- 
fenders and keeps an eye out for such attacks. 


The two parties, both attacker and defender, then make an Op- 
posed Success Test using the ‘Ambush’ skill. If the scout wins, 
he spots the ambush attempt. If the attacker wins, he success- 
fully ambushes the defenders. A draw indicates that the ambush 
was only partially successful. The defenders count as Surprised, 
rather than Ambushed. 


Preparing A Weapon 

If the player has a weapon handy, then it takes no time to prepare 
for combat. ‘Handy’ weapons are usually kept in belts, scab- 
bards, or some other place which is easily reached. The players 
may have to check with the Narrator first if they plan to conceal 
their weapons. 


If a character wishes to get out a weapon that is in a backpack or 
bag, it will take at least one round, at the Narrator’s discretion. 
Characters who rely on weapons hidden in a sleeping bag will 
soon regret it when their opponents are closing in for the kill. 


Combat Actions 


In any one Combat Round, a character may perform a limited 
number of combat actions. He may perform the following: 


p He can defend against all attacks made against him. He 
may not defend against the same attack more than once. 


$ He can make one attack. A character may only perform 
two attacks in a round if he has the ‘Dual Weapon’ skill 
or if he is using the All Out Attack Manoeuvre. 


Using Two Weapons 

If a character has ‘Dual Weapon’ skill, then he may make two 
attacks in the one Combat Round. The first attack will be at nor- 
mal INIT, with the second attack occurring at the end of the Com- 
bat Round. 


e 

Fatigue 

If a 5 or a 6 is rolled on the D6 rolled for INIT, then the player 
making the roll marks one level of FAT on to the Energy Bar on 
his character sheet. Combat is a stressful situation, and even char- 
acters who do not move or fight during the round must mark up 
this FAT point if they roll it. Fatigue is discussed more fully in 
the Mechanics chapter. 
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Attacking 

An attack is any attempt to injure a target by striking him with a 
weapon. This weapon could be anything from a fist to an Agashan 
axe or even an uprooted tree. A character’s attack will normally 
occur on the combat phase of a round equal to his total INIT. An 
attack is not simply one swing or strike; rather it is a series of 
swings, lunges, feigns, and evasive motions, over the period of a 
Combat Round. If an attack is successful then one of the blows 
has hit your opponent. 


The Combat Characteristic (COM) 


Combat on Gargentihr is part skill and part ceremony. A great 
deal of the combat technique involves psyching out your oppo- 
nent as you try to spot a weakness which you can exploit. All 
combat skills are classed as COM skills and it is this characteris- 
tic which determines your ability in battle. 


The character’s COM defines the ‘Characteristic’ column number 
on the Skill Table for both attack and defence rolls in combat. 
Any combat skills further add to the success chance as normal 
skills would. Proficiency in a weapon skill not only denotes an 
ability to attack but also an ability to defend with that weapon. 
Each weapon has its own technique and each must be learnt sepa- 
rately. (There are ‘similar’ weapon classes. These are discussed 
later in this chapter). 


The Difficulty Factor for the Attack, 


When two combatants attack each other, the combatant with the 
higher INIT hits first and is known as the attacker. The other 
combatant is known as the defender. The attacker must now make 
a Success Test based on his COM and any combat skill in the 
weapon which he is currently using. In combat, the character, 
rather than the Narrator chooses the Difficulty Factor for the at- 
tack. 


The character can choose any of the four levels of difficulty, 
from ‘Easy’ to ‘Impossible’. The attacker must then make a COM 
based Success Test at the level of difficulty chosen. This leaves 
the attacker to play off his own ability against that of his oppo- 
nent; the more difficult the attack made, the harder it is to defend 
against. 


Combat Manoeuvres 


There are several special attacks and defences open to any char- 
acter with at least one level of combat skill in the weapon which 
he is using. These manoeuvres can be attempted at any level of 
difficulty. Unless otherwise stated, the manoeuvres can be car- 
ried out using any COM based combat skill. 


p Precise Attack. With this manoeuvre the character is 
waiting for the opportunity to get a blow in to a more 
lethal location. The player gets no attack this Round, 
though he can still defend. The combatant acts as normal 
in the following Round but if he is successful in his at- 
tack he can hit a location of his choice with no need to 
roll for the area hit. 


p All Out Attack. With this manoeuvre, the attacker is 
putting all his mind and body into a furious assault of 
blows. The result is a frenzied attack which contains great 
strength but has little finesse. The attacker cannot defend 
this Round, but receives two attacks both at the end of 
the Round, after all other attacks. If two characters at- 
tempt this manoeuvre in the same Round they will both 
act after all other actions and their INIT relative to each 
other can then be determined as normal. 


Death Blow. This precise attack may only be used against 
unconscious opponents. The character automatically hits 
and the target is dead. 


Disarm. This manoeuvre is carried out as a normal at- 
tack, but the combatant must state that he is trying to 
disarm his opponent before he rolls to hit. A successful 
disarm manoeuvre removes the opponent’s weapon from 
his grasp for D6 yards in a random direction. If the de- 
fender manages to parry this attack, then the attacker will 
lose his weapon in a similar manner instead. 


e 
Defending 
If an attacker successfully hits, then his opponent receives the 
opportunity to defend against the blow. The defender can use 


any combat skill to augment his defence, including ‘Unarmed 
combat’ and ‘Brawling’. 


Palmer has a COM of 4. This is the 
number that he looks up on the ‘Charac- 
teristic’ column on the left side of the 
Skill Table when rolling to attack or 
defend. 

Palmer has the highest total INIT and is 
known as the ‘attacker for this round. 
He wants to take the first thug down 
quickly and declares a ‘Difficult’ attack. 
The skill Table is now referred to. 
Patmer has a COM of 4 and a ‘Gentle- 
man’s Daviw skill of 4. A ‘Difficult’ level 
of attack has been called, which requires 
a roll of 3 or less on a D20 to complete. 


The 4 skill levels of davin takes this 
target to 7. Palmer thus needs to roll 7 or 
under to hit. 
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lanterns in this part 
and cgplies a Sas $8 

me vii op Olina ie Si 
Piette cue oad nate 

TnuGd Pons io hit kis ap oting 
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The Defence Roll 

Defending is not simply one parry or dodge, but rather is a series 
of blocks, parries, feigns and dodges. It does not matter whether 
the defender uses davin, spear or unarmed combat to evade the 
blows. Each skill has its own technique and all are effective. If, 
for example, the defender is using a gentleman’s davin then he is 
most likely using it to parry some blows whilst dodging others. 
If, on the other hand, the defender is using ‘Unarmed’ skill it is 
unlikely that he is parrying his opponents sword with his arm, 
but rather he will be using his skill to duck and dodge the blows. 


To avoid being hit the defender must make a Success test based 
on his COM and the appropriate combat skill, at the same Diffi- 
culty Factor as that used by the attacker to hit. If this roll is suc- 
cessful then the defender has managed to avoid being hit by that 
particular opponent during the Combat Round. 


It should be noted that the defender is allowed to try to evade 
every attack that is made against him. But he may only defend 
against each attack once, even if he has Dual Weapon Skill. 


The chance of the defender successfully avoiding the attack is 
reduced as the Difficulty Factor is increased because the defender 
must make his defence roll at the same Difficulty Factor as the 
attack. (i.e.- If the attacker makes an attack at a ‘Moderate’ Dif- 
ficulty Factor, then the defender must defend also at the “Moder- 
ate’ factor to avoid the blow.) 


Set-Backs And Fortunes 


If a player rolls a natural 1 or a natural 20 during combat, then 
his character will either suffer a Set-Back, or gain a Fortune. The 
effects of Set-Backs and Fortunes are left to the discretion of the 
Narrator. The Set-Backs and Fortunes laid out below are general 
ideas that should fit into any combat, but the best idea is to make 


Palmer has successfully hit the 
nearest Fennris thug, but the ruf- 
fian gets a chance to defend against 

the blow. | 


The thug has a COM of 4 anda 


Longknife’ skill of 3. Palmer's attack 
was a ‘Difficult’ Success Test. The 
‘= thus requires to make a “Diffi- 
cult’ Success Test on the Skills Table 


to parry. This requires a rofl of 3 or 
ss on a D20, but his 3 skill levels 
take this to a 6. The Narrator again 


applies a Situation Modifi -2 for 
fg visibility. vs it 
number is 4 or less on a D2o, The 
Fennris rolls an 8 and fails to parry 
Palmer's attack. 


up your own as they occur throughout a continuing story. Al- 
ways try to use an event that fits best with the action at hand. 
This will help the players realise that even their most unlucky 
mistakes are important parts of the ongoing plot. 


The effects of Set-Backs and Favours occur instantly. It is up to 
the Narrator to fit them into the flow of the combat. 


Set-Backs 


If a player rolls a natural 20 during combat his character will 
suffer a Set-Back. A Set-Backs is an event which will hinder the 
character. The exact effect is left up to the Narrator, although it 
should be a event which fits in with the current action of the 
story. Combatants may still receive their normal actions in the 
Round, even after a Set-Back has occurred, unless the outcome 
states otherwise. 


In addition to any other effects, a natural 20 means the character 
failed to perform his intended action, even if his chance was 20 
or greater. 


Several general Set-Backs are :- 


p Combatant loses weapon - This disarms the combatant. 
He cannot attack with the weapon until he picks it up 
from the ground. The combatant must spend a full Com- 
bat Round to reach his weapon and pick it up. He cannot 
attack during the Round but he may still defend using 
‘unarmed' or ‘brawling’ skills. 


The combatant can choose to ignore the loss of his weapon 
and may continue to fight with natural weapons (fists and 
feet) or by drawing another weapon that he is carrying. 
The combatant suffers no further modifiers if either of 
these options are followed. 


This event may fit into the story if the combatant just 
attempted to defend; the weapon was knocked from his 
hand due to his poor parrying technique. 


fp Weapon is broken - The combatant’s weapon is broken 
and can no longer be used in combat. The combatant can 
continue to fight with natural weapons (fists and feet) or 
by drawing another weapon that he is carrying. The com- 
batant suffers no further modifiers if either of these op- 
tions are followed. 


This event may fit into the story if the combatant at- 
tempted to hit an opponent; he mistimes his blow and the 
weapon smashes off the ground or a wall. 


fp Combatant receives no Defence roll against the next 

attack - The combatant is unable to parry or evade the 

next incoming attack. His opponent can choose his Diffi- 

culty Factor as normal for additional damage. This Set- 

Back only lasts until the end of the next Combat Round. 

If no-one attacks the combatant by this time, then he has 
recovered and can defend as normal. 


The combatant attempted a tricky manoeuvre and lost 
his footing, he is wide open as he tries to regain his bal- 
ance. 


fp Gain FAT - The combatant gains additional points of 
FAT onto his Energy Bar through additional strain and 
muscle damage. These points are treated as normal FAT. 
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They may be healed through Rest and Sleep. 


The combatant overstretched himself and strained a mus- 
cle. 


Fortunes 

If a player rolls a natural 1 (ie. before any modifiers are applied) 
during combat his character will suffer a Fortune. Fortunes are 
all events which will aid the attacker. Like Set-Backs, they oc- 
cur instantly and the combatant may still receive his normal ac- 
tions in the Round, even after a Fortune has occurred, unless the 
outcome states otherwise. 


In addition to any other effects, a natural 1 means the character 
successfully performed his intended action, even if his chance 
was less than 1. 


Several general Fortunes are :- 


$ Opponent receives no Defence roll for this attack - 
The attacker’s opponent receives no chance to parry or 
evade the attack. If the attacker makes his Attack Suc- 
cess Test, then he hits his opponent. The attacker must 
still roll to hit his opponent as normal, and must choose 

what Difficulty Factor to attack at. 


The combatant performed a perfect thrust which left the 
defender no chance of evading the blow. 


oo Mark off FAT levels from your Energy Bar - The at- 
tacker regains some of his lost energy. He reduces his 
FAT on the Energy Bar by the amount stated. FAT levels 
gained through Encumbrance cannot be reduced from this 
Fortune. The attacker need not successfully attack 
to gain this Fortune. 


A surge of adrenaline gives the combatant his sec- 
ond wind. 


oe Opponent receives no HEA Success Test for this at- 
tack - The defender receives no HEA Success Test against 
the attacker’s attack this round. He automatically takes a 
Wound Effects if the attacker hits. 


The attacker must still hit his opponent before this for- 
tune can be of any advantage and the defender still re- 
ceives a defence roll. 


The combatant strikes deep into a vital area of his oppo- 
nents body. 


p Combatant gains DAM - The attacker gains additional 
points of DAM to his total. The attacker must still hit his 
opponent before this fortune can be of any advantage. 


A surge of strength allows the combatant to swing a 
mighty blow into his opponent. 


ep Combatant disarms opponent - This disarms the com- 

batants opponent. He cannot attack with the weapon un- 

til he picks it up from the ground. He must spend a full 
Combat Round to reach his weapon and pick it up. 

He cannot attack during the Round but may still 

defend by dodging. 


The combatants opponent can choose to ig- 
nore the loss of his weapon and may continue 


to fight with natural weapons (fists and feet) or by draw- 
ing another weapon that he is carrying. He suffers no fur- 
ther modifiers if either of these options are followed. 


A masterful parry by the combatant spins his opponents 
weapon out of his grasp. 


Location 


Before determining the damage done by an attack it is important 
to first determine the location hit. This is for two reasons - 


p Each of a characters locations may have different AVs, 
depending on the clothing and armour worn. 


oa | The exact effects of any Wound Effects, as determined 
by the Narrator, will depend on the location hit. 


It is also good for story telling purposes to know exactly where a 
blow landed and players should be encouraged to describe their 
attacks. If a player states that his character is going for a deep 
thrust with his davin then go along with his description if possi- 
ble. If he hits well in the chest then describe how ‘lunging strongly 
his blade slides deep into his opponents chest’. If the player had 
stated that his character was pounding his opponent with his fists 
then describe the same good hit as 'a myriad of good blows to the 
chest leave your opponent winded’. 
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Determining Location 

Location is determined by rolling 1D20 and comparing the 
number rolled to the figure on the character sheet. The picture 
above shows the figure from the character sheet and the spread 
of the location rolls. 


Once the location has been determined the next step is to calcu- 
late any damage done. 


Damage (DAM) 


Successful attacks which are not defended have the potential to 
cause damage to the defender. The method below details exactly 
what effects are caused by the attack. 


There are two types of damage which can occur during combat, 
these are Blood Loss and Wound Effects and they are both de- 
scribed below. 


Blood Loss 


‘Blood Loss’ represents the continual effects of injuries that 
slowly wear a character down. The fatigue gained through cuts, 
bruises and the loss of blood soon mounts up and will have a 
detrimental effect on the character. In game terms this pain and 
exhaustion is called Blood Loss. 


Blood Loss is represented by additional FAT levels added to the 
character’s Energy Bar. These levels will slow the character down 
and reduce his chance of successfully completing any tasks. Even- 
tually Blood Loss will lead to collapse and perhaps even death. 


Table 3. STR Damage Modifier 


STR of attacker DAM modifier 
1-2 -1 

3-6 0 

7-8 +1 

9-10 +2 

11-12 +4 

13-15 +6 

16+ +8 


The Amount of Blood Loss Caused 

Blood Loss is measured in DAM. Each point of DAM equals | 
FAT added to the character’s Energy bar. The attacker rolls 2D10 
and adds the resulting numbers together. (Remember that a 0 on 
a D10 counts as zero). This gives the base DAM of the attack. 


The amount of Blood Loss caused is modified by a number of 
factors as described below :- 


p Rolled Damage. To determine the base DAM done the 
attacker rolls 2D10 and adds the results together, giving 
a number between 0 and 18 . This amount represents how 
well the attacker has struck his opponent. 


oa Weapon Type. All weapons have a DAM factor listed in 
the Equipment section. This DAM factor is an additional 
amount of Blood Loss caused by that weapon type. Basi- 
cally the larger the weapon, the greater the additional 
Blood Loss caused. All weapon statistics are given in the 
Melee Weapon Table in the Equipment chapter. 


8 Attackers STR. The Strength characteristic of the at- 
tacker can alter the Blood Loss caused. The modifiers 
shown on table 3 below are given, depending on STR. 


*;) Reductions to DAM through Armour. The total Blood 
Loss caused is reduced by the amount of armour worn by 
the defender in the location that was hit. All pieces of 
clothing and armour have an Armour Value (AV) which 
is subtracted from the total DAM. Only the AV in the 
location hit is subtracted. 


Palmer must now see if he has injured 
his opponent. Jamie rolls a D2o for 
location and 2Di0 for base DAM to 

determine the outcome of the attack. 
He lunges calmly into his opponent’s 
arm and hits for 11 DAM. 


Palmer must now calculate his DAM 
total. He is using a gentleman’s davin 
(8 DAM) and has a STR of 5 (0 DAM). 
This Jae a total of 19 DAM. Palmer 
has hit the thug’s right arm with the 
thrust so any armour worn in that 
location is subtracted from the DAM 
done. The thug is wearing a kass 
jacket which has an AV of 7 in the 
arms. He also wears a cotton shirt 
which has an AV of 3, but only the 
highest AV counts. This reduces the 
total DAM done to 12. The Narrator 
adds 12 FAT to the thug’s Energy Bar 
total, which is not quite enough to 
cause any fatigue modifiers. 


The davin cuts deep into the Fennris 
thug's shoulder. Now we must see if 
the injury causes any Wound Effects. 
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These factors are added together. The resulting number of DAM 
equals the FAT added to the defender’s Energy Bar. 


If the total FAT, including all modifiers for DAM and AV, add up 
to 0 or less, then the defenders armour has absorbed the attack 
and he takes no wounds. No Wound Effects will affect the de- 
fender if this is the case. 


If the total FAT, including all modifiers for DAM and AV, add up 
to 1 or more, then the attacker has injured his opponent. Each 
point of DAM done results in 1 FAT being added to the defend- 
er’s Energy Bar. Any Fatigue Modifiers gained through the in- 
crease in FAT levels are applied immediately. Even the HEA 
Success Test for Wound Effects from this attack are affected by 
this modifier. 


Collapse 

Blood Loss can cause even the greatest combatant to eventually 
collapse through shock and fatigue. When the FAT level on the 
Energy Bar reaches ‘Collapse’, the character falls unconscious 
through exhaustion and pain. He cannot continue until he has 
rested. See the Mechanics chapter for details on rest and heal- 


ing. 


Death 

A character may die if massive amounts of Blood Loss occur. When 
the FAT level on the Energy Bar reaches ‘Death’, the character will 
die in a number of Rounds equal to the character’s HEA character- 
istic. Normal Fatigue gains through exertion cannot produce this 
effect; it is Blood Loss which kills the character. 


Wound Effects 


Every time a character is hit there is a chance that more serious 
damage is caused other than the cuts, bruises and FAT of Blood 
Loss. These effects are known as Wound Effects and represent 
more immediate and dangerous results, such as internal bleed- 
ing, fractures and organ damage. 


If the defender gained any FAT through Blood Loss, then there is 
a chance that he will receive a ‘Wound Effect’. If the defender’s 
armour absorbed all of the DAM, then there is no chance of the 
‘Wound Effect’ taking place. 


The defender gets a chance to avoid taking the ‘Wound Effect’. 
He must make a HEA Success Test at the same Difficulty Factor 
as he was initially hit by the attacker. The more difficult the ini- 
tial attack was, the greater the chance that the ‘Wound Effect’ 
will affect the defender. It is thus the attackers skill with his 
weapon that determines the chance of the ‘Wound Effect’ affect- 
ing the defender. 


The defender’s HEA Success Test is modified by the following 
factors :- 


p Each level that the defender has in ‘Endurance’ skill in- 
creases the chance of success by 1. 


op All Energy Bar Fatigue Modifiers affect all Success Tests, 
including this one. Even Fatigue Modifiers received from 
this Combat Round are subtracted from the chance of 
success. 


If the defender fails the Success Test, he will take a ‘Wound Ef- 
fect’. The Wound Effects take place immediately. 


Palmer's attack caused Blood Loss 
and so we must now determine 
whether the thug suffers a Wound 

) Effect. ! 


Palmer attacked at a Difficult level, 
so the defenders HEA Success Test is 
also at this Difficulty Factor. The 
thug has a HEA of 4 and has basic 
training (2 levels) in the ‘Endurance’ 
skill. His chance of success is 5 or less 
on a D20. He rolls a 7. 


The thug thus takes a Wound Effect. 
All his actions, including combat 
actions, will now be one level of 
Difficulty higher than he chooses. He 
will also take one FAT per Round. 
Because it was a Difficult Wound 
Effect the Narrator also decides that 
Palmer's thrust sliced through the 
thug's shoulder muscles leaving his 
arm useless until it is healed 


His arm hanging limp and useless, the 
thug's longknife clatters to the 


ground. Watching Palmer warily, he 
stumbles backwards before turning on 
his heels and fleeing into the night. 


If the defender makes the Success Test, then he does not receive 
any further effects from the attack. FAT gained through Blood 
Loss still affects the defender, however. 


Wound Effects in Game terms 

The defender now needs to know the effects of any Wound Ef- 
fects taken. All Wound Effects have two main effects and these 
are :- 


p Each Wound Effect suffered by the character will increase 
the Difficulty Factor of all tasks attempted by him by one 
level. That is, all Easy tasks will have to be rolled at 
Moderate Difficulty, all Moderate tasks at Difficult Dif- 
ficulty and all Difficult tasks at Impossible Difficulty. The 
character will be unable to perform Impossible tasks at 
all. A task includes any form of skill use, including com- 

bat and both mental and physical skills. 


oe Each Wound Effect suffered by the character will also 
add one FAT level to his Energy Bar every Round, in- 
cluding the Round in which the Wound Effect is taken. 
He will continue gaining FAT every Round until a Heal- 
ing Test is made against the wound (see the Mechanics 
Chapter). When a Healing Test is made against the Wound 
the character will stop gaining FAT whether the Test fails 
or succeeds. 


p Normal FAT and FAT gained through Blood Loss cannot 
be healed until all Wound Effects have been removed 
through healing. 
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These effects are cumulative. If a character has two Wound Ef- 
fects then all tasks will be rolled for at two Difficulty Factors 
higher (Easy tasks will be rolled as if they were Difficult, Mod- 
erate tasks as if they were Impossible and both Difficult and 
Impossible tasks will not be able to be performed at all). As well 
as this the character will have to add two FAT levels to his En- 
ergy Bar every Round. The character will not be able to heal any 
FAT or reduce any levels on his Energy Bar until both Wound 
Effects have been fully healed and removed. If only one Wound 
Effect is healed then the full effects of the remaining Wound 
Effect remain, including not being able to remove FAT levels 
from the Energy Bar. 


The Narrators Effects 

As well as these standard Wound Effects the Narrator should 
add his own effects and description to Wound Effects which oc- 
cur in his story. A Wound Effect is a serious injury and other 
effects should be used to show this. 


These effects are completely at the Narrators discretion but the 
severity should be based around the following factors :- _ 


op The Difficulty Factor of the attack which caused the 
Wound Effect. An Impossible Wound Effect may well 
cause fatal wounds which could kill a character very 
quickly if medical attention is not forthcoming, whereas 
itis more likely that an Easy Wound Effect will just stun 
a character for a while or cause his limb to go numb. 


es The amount of Blood Loss taken. Whilst it is possible for 
a light cut to cause serious internal damage, it is far more 
likely that a heavy cut, causing major Blood Loss will 
have far more serious Wound Effects. 


fp The amount by which the defender failed his HEA Suc- 
cess Test by. If the character was looking for a fairly low 
number and rolled well over it, then increase the severity 
of the Wound Effect slightly. Instead of a numb arm, give 
him a broken finger or instead of stunning him give him 
slight concussion. If the player rolled a Set-Back then 
something pretty nasty should happen such as a broken 
bone or being knocked unconscious. 


p The location hit. Obviously a character hit in the head is 
far more likely to be KOd than one hit in the leg. 


Of course, all these factors are at the Narrators discretion, but 
the Difficulty Factor is probably the most important factor for 
determining the severity of the Wound Effect the other three fac- 
tors should be thought of more as modifiers to the result. The 
other important factor is the character taking the Wound Effect, 
a minor antagonist taking an Impossible, or maybe even a Diffi- 
cult, Wound Effect would probably be killed outright by the blow, 
whereas an AC would be fatally wounded but with enough time 
to be saved by his fellow Shevin. 


Below is a list of Wound Effects. These are only examples to 
give you an idea. Try not to refer to these during the game, just 
go with the flow of the story and keep the effects in line with the 
severity of the attack. Read them through and try to remember 
the spirit of the effects when you are playing. 


Blinded : A blinded character can not attack or defend 
for the remainder of the combat. Blindness remains until 
the wound is healed. 


p Dying : A character who is dying lies unconscious in a 
coma. He is losing a lot of blood and requires immediate 
medical attention. If the character does not receive medi- 
cal attention within a number of Rounds equal to his HEA 
characteristic, then he will die. 


An AC or important NC in this situation may be able to 
hold on slightly longer for medical attention, or to give 
the other players a dying soliloquy. This option should 
only be used at the Narrator’s discretion. 


p Knocked back : A character who is knocked back loses 

his footing and will act last in the next round, regardless 

of his INIT. If the character has not acted in the current 

round, he will lose his chance to do so. This includes 
attack actions. 


The distance knocked back can have a great effect on 
play if the fight takes place on a ledge or a cliff top, where 
every inch of space matters. 


p Prone : A character who is prone receives no attack or 

defence actions next Round as he tries to rise to his feet. 

The character also loses any unused actions this round, 
including attacks. 


oe Render limb useless : A limb that is rendered useless 
lies limp and will hinder the character greatly. 


If it is an arm, the character will drop anything held and 
cannot use weapons or items with the limb. It is assumed 
that all ACs and NCs are right-handed, unless stated oth- 
erwise. 


If it is a leg, the character will fall to the ground and can 
only drag his leg or limp slowly (The character can only 
move 4 yards per Round). 


This could last until healed, or if the attack wasn't too 
severe, until the end of the combat. 


3 Stunned : A stunned character cannot attack and may 

only defend as he attempts to gather his wits. This will 

only usually last until the end of the next Combat Round 
following the current one. 


A character stunned for the remainder of the combat has 
suffered shock. He receives the above penalties each round 
and will only recover once the fight is over. 


A character who is stunned until healed has some form 
of concussion. He will suffer all the effects of being 
stunned until he is healed. 


p Unconscious : An unconscious character is out for the 
rest of the combat and will remain so until the Wound 
Effect is healed. 


Healing Wound Effects 


The player must keep close track of Wound Effects until they are 
healed. Wound Effects must be healed before the character’s FAT 
level can be reduced. If a character remains in possession of one 
of a Wound Effect, then he is too severely wounded to recover 
from the effects of FAT. His FAT levels on his Energy Bar can 
still increase, however, if he continues to exert himself after re- 
ceiving the wound. Further FAT levels also cannot be reduced 
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until the wound is healed. .If the defender receives two Wound 

Effects then both wounds affect the character. If only one wound 

is healed, then all of the limiting effects of the other wound still 4 

apply, including the limitation on reducing FAT. If the thug in our example had been 
- } wearing a red skichan web, it would 

All Wound Effects have a Difficulty Factor of the Success Test have ed to absorb Palmer’s 


required to heal the wound. ‘First aid’ or ‘Medical lore’ skill is : attack. No dice are rolled ‘for DAM, 
required to heal the wound. The healing process is described under so he inflicts a total of 8 DAM against 
the Mechanics chapter. The Difficulty of the Healing Success the web. (8 DAM for his davin, o 
Test required to heal a Wound Effect is equal to the Difficulty DAM for his STR). 

Factor of the Attack which caused the wound. It is therefore im- Palin culd Mead bo th tha whee 
portant for players to keep a track of Wound Effects. vick FF efore Ke nflic ts any 
Characters will stop gaining FAT from a Wound Effect when- injury. (8 DAM from the first hit + 8 
ever a Healing Success Test is made against the Wound Effect, y more from the second = 16 DAM from 


the web's total of 20. The web would 
be left with an Absorption Level of 4). 
The third hit would reduce the web’s 


DAM absorption by Skichan webs | Absorption Level from 4 to o and 
Skichan webs protect individuals in a different way from armour. ; cause it to shut The other 4 
The webs can absorb a total amount of damage depending on 
their colour. 


whether the Success Test succeeds or fails. 


DAM caused by Palmer’s attack are 
then passed onto the thug in the 


normal way. 
Any attack which is not successfully defended against will strike Pali Worl vole Mount 
the web before it is applied to the defender. The total DAM done 5 i 
effects to his basic attack of 4 DAM. 
by the attack is deducted from the Web Absorption Level. The the thu q’s ara would pro hei. dé 
defender’s modifiers for Armour are not applied. The web sur- usual, The th tent notuse his 
rounds the wearer and protects him before the attack hits his | skichan web for a further hour until 


armour. 


it had recharged itself. 


No dice are rolled for attacks against Skichan Webs until the 
Absorption Level reaches 0. The DAM total that is reduced from 
the web consists of only weapon DAM and strength DAM. 


When the web’s Absorption Level is reduced to 0, it no longer 
protects the wearer, and any additional DAM passes through to 
the defender as it would in a normal attack. 2D 10 are now rolled 
as normal to determine the wound caused. 


ea The web will not regenerate lost absorption 
<6 . levels until it is switched off. After 5 minutes 
of being switched on, the energy of the web dissi- 
pates and the web instantly powers down and switches off. 


Once the web has been switched off, or has been automatically 
“ powered down through the loss of all Absorption Levels, the 
web begins to recharge and cannot be switched back on. Re- 
~~ charging the unit takes 1 hour. After this time, the web can be 
_ used again. 


Table 4. Skichan Web Types 


Web Colour Absorption Level 
Red 20 
Orange 30 


Yellow 40 
Green 50 
Blue 60 
Violet 70 
White 80 
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At the end of the first round, 
Palmer has seen the first of his foes 
off with a violent slash to his shoul- 

der. Turning to face the second 
Fennris, he snarls, 


yi: the same, m 
You looking for e same, my 


This proves too much for the thug, 
who spins around and hightails it 

way down into the foggy 
fs Cobbledock before stop- 


allt. 


streets 
ping. Palmer smiles to himself as he 
turns towards the Sanctor’s Temp- 
tation. ‘Not a bad example of com- 
bat on Gargentihr’ he thinks as he 
goes in search { “ calming pint of 
AGS Foy aN 


e e e 
Fighting Against N(Cs 
The detailed combat rules described previously are for the ben- 
efit of the players. They must concern themselves with their FAT, 
movements and actions far more than the Narrator must do with 
most NCs. The ACs should be seen as the stars of the scenario, 


with their every action being detailed. You do not need all this 
detail to use NCs. 


The NC's Statistics 

You need not detail every characteristic, attribute and skill owned 
by an NC. You should just record the data that you need to know. 
There are basically two types of NC; the actor and the antago- 
nist. 


Actors 

The Actor is a character that plays a part in the scenario, but will 
not appear in any fights. This includes the helpful klai-den owner, 
the patron who hires the Shevin and the streetwise informant 
who is a friend of the Clondis. These characters will not get in- 
volved in combat situations, and so no combat statistics are 
needed. A description of the character, with perhaps a few rel- 
evant skills should suffice. 


Antagonists 

These NCs are in the scenario as an obstacle and they will prob- 
ably end up fighting the ACs. Guards, streetmen, Tavin thugs 
and Chinte’ sailors are all examples of this type of NC. You will 
need some information on the combat prowess of such individu- 
als. The following section shows you what you need to know. 


NCs Combat Statistics 


There are seven statistics required for NC Antagonists. These 
are as follows :- 


INIT. All NCs need to know their Base INIT, which de- 
termines how fast they are. 


Hit Success Test (HIT). The NC should have his chance 
of hitting for Easy, Moderate, Difficult and Impossible 
Success Tests listed for the type of weapons that he is 
most likely to use. 


Damage (DAM). The NC should have his total DAM 
modifier for weapon type and STR recorded. 


Defence (DEF). The NC should have his chance of evad- 
ing the AC’s attack listed. This should be done for Easy, 
Moderate, Difficult and Impossible Success Tests. 


HEA Success Test (HEA). The NC should have his HEA 
Success Test chances listed for preventing “Wound Ef- 
fects’. This should include any modifiers for the ‘Endur- 
ance’ skill. 


Armour Values (AV). The NC should have any armour 
worn recorded in this section. The AVs are separated de- 
pending on location. The AV rating is subtracted from 
the DAM done by an AC in the usual way. 


Fatigue Rating (FAT). The NC requires a total FAT rat- 
ing, to allow any wounds taken to be marked off. The 
NC’s FAT rating is, in effect, a reduced version of the 
AC’s Energy Bar, but there are a few changes made for 
simplicity. 


+ 86 #8 #8 6 6 


There are only two levels listed on the NCs FAT Rating. The 
first lists the amount of FAT that the NC can withstand before he 
receives a -4 FAT Modifier which is applied to all Success Tests 
from that moment on. This -4 modifier works like one of the 
FAT Modifiers listed on the Energy Bar. It applies to movement 
rates, Base INIT and all Success Tests. 


The NCs first FAT Rating level is equal to :- 
(STR + 14) - ENC carried. 


This represents the average amount of FAT levels which can be 
gained before any modifiers occur. 


The second level lists the further amount of FAT that the NC can 
withstand before he collapses in exhaustion. No further modifi- 
ers are taken during these FAT levels, but the -4 Modifier is ap- 
plied to INIT, movement and all Success Tests made whilst the 
NC remains within this FAT level. 


If the NC takes any additiona] FAT over this second amount, he 
will die. 


The NCs second FAT Rating is 16 for a human. 


For morale purposes, most NCs will surrender or flee when they 
receive the -4 Modifier. Only really desperate and psychotic char- 
acters continue to fight on after this stage. 
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In our combat Be as the Narra- 

tor was using an NC record sheet to 

keep track of the Fennris thugs, who 

both had ical statistics for ease 

of use. The thugs had STR 4 and 

_ were wearing cotton clothes, soft 

- feather boots (1 ENC) and kass 
jackets (1 ENC). They also carried 

tre (1 ENC). This gave them 


rst FAT level of 15. (4 + 14 - 3). If 
Palmer had had done over 15 DAM to 


_ one of the thugs, then the NC would 
have received a -4 fatigue modifier 
to his Base I Jism movement 


rates and all pe fy his Success Tests. 


Recording NCs 

If you so desire, then you can play all NCs exactly as you 
would an AC. You may prefer to keep a full character sheet 
of information on each streetman or Tavin lieutenant encoun- 
tered. This NC system is designed for simplicity and ease of 
use. As Narrator, you will have less book-keeping to do and 
can concentrate on running the scenario. 


Try to see the Antagonists as bit-part actors. They are only 
in the scenario for a limited time, and therefore are not as 
important to the story as the ACs. They require less fleshing 
out and thus have a smaller character sheet. The Record Sheet 
opposite is best suited for Antagonist NCs and Henchmen. 


To differentiate between the different members of any NC 
group, the Narrator should describe each NC separately. This 
will not only add some personality to the NCs, but it is also 
a useful reference tool during combat. Everyone will know 
who they are fighting and the Narrator can keep track of 
each NCs wounds and FAT. 


The description need not be a detailed affair. It should merely 
be enough to differentiate between each NC within the group 
by using one word or phrase. The Narrator can write the 
description down on each NCs record sheet for reference. 
Simple descriptions would include :- 


hook nose big ears black beard 
stumpy one eye warty 
lanky skinny club foot 
scar face albino cross eye 


Each NC will then be seen as an individual and will be easier 
to picture. A sample NC sheet is shown to the right. 


Important NCs 


Some NCs are almost as important as the ACs and should have a 
far greater chance of survival than lesser NCs. There are two 
types of important NCs as described below :- 


f 


The Master NC - These individuals are not described in 
game terms, at least until the players are a match for them. 
They are true heroes and villains, capable of outwitting 
and besting the players. The Master NC may not always 
have the upper hand, but he is at least equal in strength to 
the entire AC Shevin. Characters such as Jasper Spry and 
The Cuckoo, from the example scenario at the end of the 
book, are examples of Master NCs. At the beginning of 
the campaign they are forces beyond the ACs sphere of 
control. 


The Henchman - These individuals are important NCs, 
who are normally associated with a Master NC. The 
henchman is capable of handling a couple of ACs at the 
one time, but can be bested through careful planning and 
skilled role-playing. The henchmen are more commonly 
met than their masters and can be fun to play. Characters 
such as Lighter and Khakk, from the starting scenario, 
are examples of henchmen. 


If met in combat, both of these types of NC should use the entire 
combat rules. They are at least the equal of the ACs. 


ac Distinguishing Features 


7 a 


STR: 

HEA : 

AGL: 

COM : 

' 

Armour Type : 
First FAT Rating 
(Equals (STR+14) - ENC 


Right Arm 
AV 


Second FAT Rating 
(-4 to INIT and all skills) 


Some Advice 


During combat, feel free to alter any dice rolls that you make 
behind your screen. (The players should NEVER see you do 
this. They might feel that you’re cheating. You’re not; you’re 
altering the outcome to keep the story flowing). Rolls that acci- 
dentally kill ACs, finish a combat too soon, or keep a combat 
going for too long should be modified to have the desired effect. 
Go with the flow. Whatever feels right is right. Remember that 
you are the film director trying to keep the pace of the adventure, 
so keep things moving. A Narrator should always be prepared to 
fix things so that a story may be told in the best way possible. 


Unusual Situations 


This section covers some of the alternative combat situations 
which may arise during a game. Adventurers never do anything 
the easy way, so don’t be surprised if you find yourself making 
up rules for fighting blind and underwater, whilst still on horse- 
back with one hand tied behind your back. 


Unarmed Combat 


There will be times when the players are caught without weap- 
ons and will still have to enter combat. In these situations there 
are two skills which will be of use; ‘Brawling’ and ‘Unarmed’. 
This type of combat works exactly as normal melee combat but 
allows opponents to use techniques such as grapple, throw and 
pin. ‘Brawling’ skill covers natural attacks such as punch, kick 
and the use of such things as a Roquan’s claws or a Khostran’s 
sharpened bones. ‘Unarmed’ combat brings in a greater degree 
of training and skill and can be much more effective to use. 


Improvised Weapons 

There may be other situations when a character is caught in a 
combat situation without a weapon but does not wish to fight 
unarmed. In these situations an improvised weapon may be used, 
such as a bottle, a chair or a stick. Normal combat rules apply 
here, including a -2 situation modifier for using an improvised 
weapon. 


Table 5 lists some of the more common objects used as impro- 
vised weapons. If any other object is used the narrator should 
use the statistics of the closest object from the list, modified for 
any differences. 


Characters can improve with improvised weapons if they so de- 
sire. Their use is included under the ‘Brawling’ skill and the 
modifier with this skill includes the use of any of the improvised 
weapons. The -2 to the success roll for improvised weapons 
still applies even if this skill is used. 


Table 5. Improvised Weapons. 


Object Min STR 
Bottle 


Cudgel 
Stool 
Bench 
Table 


Entangling Attacks 


Another kind of attack involves entangling an opponent and 
thereby immobilising them. This particular attack can be per- 
formed with objects like cloaks, nets and whips. The attacker 
rolls to hit in the normal way but if the attack is successful it 
does no damage. Instead, the defender must make an AGL Suc- 
cess Test at the same difficulty as the attack. 


If the defender is successful, there is no effect from the attack. If 
he fails, a location, determined as normal, is entangled and com- 
pletely immobilised. The entangled character may untangle him- 
self by spending a full Combat Round doing nothing else and 
then making an AGL Success Test at the same Difficulty as the 
original attack. He can attempt to escape the entangle once per 
Round. 


Using Your Other Hand 


All characters are considered to be right-handed, unless other- 
wise stated. If the character’s main hand is immobile, then he 
may wish to fight using his offhand. He can still use the weapon 
skill but receives a -4 to all combat Success 

Tests with the weapon. 


— 
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Similar Weapons 

If the character is trained in one type of weapon and tries to use 
a similar weapon, i.e. one within the same box on table 6 below, 
then he may still use his trained weapon skill but receives a -2 
modifier to all COM Success Test rolls with the weapon. If the 
weapon is not similar it must be used unskilled. 


*Note that the swordcane is listed with the Gentleman’s davin. 
The swordcane has been designed for use by society men who 
are already comfortable with the gentleman’s davin and no nega- 
tive modifier is applied when swapping between these two weap- 
ons. 


Table 6. Similar Weapons 


Hantoth Military Davin Deathneedle 

Gentleman's davin*| Kelick Knife 

Swordcane Tellahn blade Longknife 
Jai blade 


Short bow 
Composite bow 
Long bow 


Singlestick 
Tellahn hammer 


Longspear 
Shortspear 
Ta-hun 
Haitos 


Mounted Combat 


On Agasha there are several types of mount, the most common 
being the horse, the sleth, the gressh and the skink. It is possible 
to fight from the back of all of these creatures but there are 
differences in each case. 


Horseback 

Fighting from horseback is not an easy thing to do and both rider 
and horse must be trained. Untrained horses will panic in com- 
bat and the rider will have his hands full simply controlling his 
mount. For every attack made from horseback, a ‘Riding’ skill 
Success Test must be made at the same difficulty as the COM 
Success Test. A successful ‘Riding’ roll also adds | to the at- 
tacking DAM factor. 


If the ‘Riding’ roll fails then the attacker cannot hit this turn. If 
the roll is a Set-Back then the attacker will fall off his horse. 


Defending from horseback is easier and a +3 is received to all 
defence Success Test rolls whether you make the ‘Riding’ roll 
for this turn or not. Remember that the mount can be attacked 
and will defend itself. Well trained horses can also attack with 
hoof and teeth. Horses are a rare and valuable commodity on 
Gargentihr and few owners would take unnecessary risks with 
their mounts. The best option from horseback is to flee. 


Skink Riders 

The lizard-like skink is acommon mount, especially in the moun- 
tainous realm of Yaskal. Skink are ridden upright on two legs 
and are fast and steady mounts. They are, however, very timid 
creatures and are difficult to control in battles. The normal rules 
apply to skink mounts but the ‘Riding’ Success Test roll must be 


at least one level higher than the attack roll. All skink produce a 
vile smelling odour when they are frightened and will certainly 
do so in combat. A wise rider will always carry a swamp-mask 
or other form of cover to protect themselves from this horrible 
stench. 


Larger Mounts 

Both the gressh and the sleth are huge beasts, too large to be 
ridden like a horse. These creatures usually carry a howdah or a 
similar contraption which provides great protection for the rid- 
ers. Only long weapons, such as spears, and missile weapons, 
can reach from the ground to the howdah. All other forms of 
attack will be futile against the riders. 


No ‘Riding’ skill Success Test is required to attack from these 
creatures as they are far less easily intimidated than the smaller 
mounts. Many gressh are trained for war in Tellah and can be 
deadly beasts. The sleth is a more passive creature but the sensi- 
ble combatant should always be wary of a creature of such size. 


The Karro regiment 
known as the ‘Grey 
Fist’ patrol Vhastor 
on skink mounts 


def 


Ranged Combat 


Ranged combat includes all forms of attack which must travel 
some distance to hit their target. The SEN characteristic is used 
in place of COM to indicate that a good eye is the prime requi- 
site with ranged combat. There are two separate forms of ranged 
attack :- 


Thrown weapons 


These weapons can usually be used in melee combat but are also 
balanced for throwing. These also include improvised weapons 
such as rocks. Common thrown weapons include Ha’esh bola 
and javelin, as well as more unusual weapons such as the jasks 
common amongst danja. All these weapons use the ‘Throwing’ 
skill and count as ‘similar weapons’. ACs with this skill can use 
any other subgroup from his own with only a -2 modifier to hit. 


Thrown weapons still receive the STR bonus to damage and can 
receive a DAM bonus for increasing the difficulty of the attack. 
The ranges listed in the ‘Missile Weapons’ table of the Equip- 
ment chapter show the range bands for each weapon. 


Projectile weapons 
All of these weapons launch a missile at the target and do not 
receive a modifier to damage from the STR of the attacker. These 
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sights of his rockpipe. The JeKhan guard stood 


over 50 yards away sy SH towards the brow 
of the hill Relaxing his body, Tymon aimed up. 


In the first round of combat, T% epares to 
fire ian on. he take wef Round 
to ready. Je‘Khan continues to walk up the 
Bee yn decides that he will spend two 
aiming whilst the Je“Khan continues 
walking. At the start of the fourth Round, Rab 
rolls for INIT. Tymon's base INIT is 13, added to 
the 5 on the D6 for a total of 18. A FAT level is 
also indicated, so Rab marks it down on his 
Energy Bar. The Je‘Khan continues to walk and 
is unaware of her peril. She does not need to roll 
for INIT. 


The Narrator decides that the exact range is 58 
yards; still within the Moderate range for a 
short rockpipe. Ni must make a SEN 
Success Test at M ate level to hit his target. 
Tymon's SEN is 6 and his ‘Rockpipe’ skillis 4. 
His 99. chances are ee 17/13/8/5. To 
gain additional damage, Tymon decides to 
increase the Difficulty from Moderate to 
Impossible. He must rolls or less to hit the 
Je’Khan. 

There are a number of modifiers to this chance. 
Tymon spent two Rounds aiming and receives a 

+4 for these. The Je‘Khan is veel away from 


| 
| 
| 


, ‘ Rab's character, Tymon, peered through the 


weapons include different types of bow, blowpipes, slings and 
the powerful rockpipes. 


The Ranged Combat Round 


Ranged combat occurs in the same round as melee attacks and 
follows the same procedure. Each step for ranged combat is listed 
below. 


Determine initiative for all combatants 


The initiative for ranged attacks is based on the INIT of the at- 
tacker as usual, as well as the random INIT from the D6 roll. 


All missile weapons can be fired once a round. This represents 
carefully aiming and preparing the weapon, rather than franti- 
cally throwing or firing as many times as possible. 


Some weapons, such as rockpipes, take longer to load and pre- 
pare to fire. It will take an entire Combat Round to ready a rock- 
pipe, during which no other action can take place. 


FAT is gained from ranged combat INIT in exactly the same way 
as it is in melee. The character still feels the flow of adrenaline 
and so expends energy. 


Tymon and this reduces the success chance by 1. 3 
The total modifiers are +4 -1= +3. T\ must 


roll 8 or less. He rolls a 3 and hits the Je ‘Khan. 


Rab rolls 1D20 to determine the location of the 
attack, A roll of 12 indicates a Torso hit. A 
DAM roll of 15 added to the 14 DAM done by 
the rockpipe gives a total of 29! (No DAM 
modifier £ STR is applied to projectile weap- 
ons). 


oer cme, See 
, y 


i 
; 
The Je’Khan is wearing a thick leather harness 
across her chest which has an AY of 12. This 
reduces the total DAM done to 17. 17 FAT is ; 
added to the Je’Khan’s Energy Bar due to the | 
effects of Blood loss. This takes the Je‘Khan over 

first FAT level and so she will receive a -4 to 
all Success Tests including her HEA Success Test | 
for the Wound Fffect. ' 


| 
The Narrator decides that, due to the Difficulty 
of the shot and the e done, if the Je‘Khan 
fails her test the shot will pierce her fungand —§ 
she will fall unconscious. The Difficulty Factor | 
for the HEA Success Test is normally Easy for 
ranged attacks, but Tymon increased his attack 
difficulty by two. This takes the Difficulty 
Factor to Difficult. The Je‘Khan usually makes 
this level of success Test on a 9 (She’s tough). The 
Je’Khan must roll a 9 or less to avoid taking the 
‘Wound effect. She rolls a 17 and falls to the 

ground, unconscious. 


. < r>3s 
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Determine Difficulty of Attack, 


Unlike melee combat, the Difficulty Factor of the attack is not 
chosen by the attacker. The range between attacker and the tar- 
get determines the difficulty of the attack. All missile weapon 
ranges are listed in the ‘Missile Weapons’ Table in the Equip- 
ment chapter and will give the range band for the attack. 


Table 7. Difficulty Factors For Range Bands. 


Difficulty of Attack 
Easy 

Moderate 

Difficult 

Impossible 


Range Band 
Short 


Medium 
Long 
Extreme 


In ranged combat, the attacker can choose to increase the Diffi- 
culty Factor above that designated for Range. For every addi- 
tional level of Difficulty chosen, the attacker will add one to the 
Difficulty Factor of the defender’s HEA Success Test when he is 
trying to avoid the Wound Effect. 


Attacker rolls to hit 


The Difficulty Factor thus determined, the attacker must make a 
SEN Success Test modified by his skill in the missile weapon. 
The situation modifiers can also effect the chance to hit and are 
listed under that section. 


Defenders get no roll to defend incoming missile attacks. The 
only good defence against missile fire is solid cover. Missiles 
cannot be evaded using COM based skills. Running and evading 
will effect the chance of being hit, as listed under the Ranged 
Weapon Situation Modifiers. 


Roll For Location 


The attacker rolls 1D20 to determine location and damage just 
as he would in melee combat. Both Blood Loss and Wound Ef- 
fects still occur in ranged combat. 


Blood Loss 


The DAM for each missile weapon is listed in the Missile Weapon 
Table and works in the same way as melee combat. 2D10 are 
rolled for the base DAM and the weapon DAM is added on as 
usual. Attacker’s DAM bonuses for STR only add to thrown 
weapons and not to projectile weapons. 


Wound Effects 


A Wound Effect only occurs if the defender took any Blood Loss 
after armour has reduced DAM, in the usual way. The HEA Suc- 
cess Test required to prevent the Wound effect is not based on 
the Difficulty Factor of the attack. 


All HEA Success Tests against ranged attacks are made at ‘Easy’ 
level. This is only changed if the attacker increased the Diffi- 
culty Factor of the attack above that required for the range. 


Special Ranged Situations 
Firing into a Melee 


Picking a specific target to hit with a missile is difficult if the 
target is in combat with one of your allies. Combatants rarely 
stand still and the possibility of hitting the wrong target is high. 
For each person within the melee, the chance of hitting the target 
is reduced by 2. If the player rolls over this new target number 
but the roll is still under the original target number then a ran- 
dom person within the melee has been hit. The original target 
can still be hit randomly if the roll is thus. 


If the attacker is not fussy which target is hit and fires randomly 
into a mass of people then his attack chance is increased by 2 for 
every person within the mass. A successful hit will randomly hit 
one unlucky person within the mass. 


Aimed Attacks 


A character can take a bead on his opponent to increase his chance 
of hitting. Each Round that a character spends aiming adds +2 to 
his SEN Success Test. A character can aim for a maximum number 
of Rounds equal to half his SEN characteristic. Aiming for any 
longer than this will not improve his chance to hit. 


Cover 


A sensible defender will make use of all cover around him. If the 
cover is soft, such as bushes and tents, then the attacker receives 
a -2 to his attack. If the cover is hard, such as stone walls or trees, 
then all locations hidden behind the cover cannot be hit. If the 
attacker hits and rolls a location which is hidden from view then 
the attack hits the cover instead of the target. 


Situation Modifiers 

The specific chance to hit a target can be effected by events out- 
with the attackers control. Some of the more common occur- 
rences are listed on table 8 below. All these modifiers are cumu- 
lative and other modifiers may be added at the Narrators discre- 
tion. 


Table 8. Ranged Situation Modifiers. 


Situation Modifier 
Target Walking -1 
Target Running -2 
Attacker Moving -2 
Tiny Target -8 


Small Target -2 
Large Target +2 
Huge Target +4 
Soft Cover -2 


Hard Cover 
Aiming 


only hit uncovered locations 
+2 per round 


in 


Mechanics 


Palmer paced the length of the room in the Sanctor’s Temptation, whilst Tymon glanced nervously out of the small 
window. Rain spattered against the circular panes of thick glass, the only sound in the room. Where were they? They 
were supposed to have returned from the barracks over an hour ago. 


Tymon leaped up, breaking the silence as his chair tipped backwards. 


‘They re here!’ he cried, rubbing the condensation from one of the panes. Two figures were staggering through the early 
morning crowds of Capper Way, the taller one clearly recognisable as Karrath, Phased into the Physical Sphere. A 
smaller form leant heavily upon the Kyromancer, obviously struggling to continue, a cloak wrapped around her hunched 
frame. The two seemed oblivious to the crowd and were heading directly for the back of the Temptation. 


The two Clondis taced out of their room and down the back stairs. The outer door flew open before they could reach it, 
& frenzy of rain, wind and bodies entering the dim hall. Ihe two soaked figures stumbled across the threshold, Karrath 
Kicking the door shut behind him. 


Helpher, he panted, nearly collapsing with exhaustion himself. Ganna’s raincloak fell away, revealing her lanto 
robes, torn and crimson-soaked. Clutching her abdomen, she moaned incoherently and passed out. 


* * * 


Tyinon looked at Karrath who had already powered down his Transformer and returned to the Fade. He had never seen 
the Kyromancer look so pale and drawn. From what he had gathered, the recent Sa-storm had absorbed much of the 
energy from the atmosphere, limiting Karrath ’s powers. The Kyromancer had severely strained himself attempting to 
heal Ganna and had paid the price for his efforts. 


Both Clondiswere lucky to be alive. Palmer was with Ganna now, after spending the last hour operating on the 
Haesh. He had used up all of the remaining energy in his loam rod and fad to resort to physically stitching the wound 
closed. 


The remarkable thing was that despite the injuries, the unlikely team of Channi and ‘Kyromancer had still managed to 
break into the Engineering Corps barracks and had stolen Tesh’s gem. The trouble had started when they were making 
their escape. They had. been spotted by two guards when they were crossing the inner courtyard. Karrath had heard an 
explosion and then Ganna had fallen in a shower of blood. The bastards fad used a rockpipe. 


Palmer came through from the side bedroony bloody and exhausted. 


She's sleeping. Thedanger’s over.’ He looked over to the dark figure shuanped near the door and added, softly, ‘You'd 
best get some rest too, Karrath.’ 


The Kyromancer had never really fitted in with the rest of the Shevin. He had always remained aloof and apparently 
uncaring. Tymon had even remarked that he was barely human. All that had changed now. He was, and would always 
remain, both Clondis and friend. 


Game Mechanics 


This section describes the basic mechanics of the game system 
which provides the Narrator with a frame on which to plan his 
tales. These rules are only guidelines and should never get in the 
way of good storytelling. The secret is to keep the game flowing 
rather than worry exactly how long a particular task will take. 


Time 


There are two separate time scales to be considered :- 


World Time 


On Gargentihr, a year consists of 32 weeks each eight days long. 
There are six seasons of varying length which make up this year. 
The seasons are based around the Sa build-up and discharge to 
the two moons of Gargentihr and because of these regular occur- 
rences they have a very specific time length and many bizarre 
weather conditions which we do not find on Earth. 


Every 16 weeks one of the two moons, Adrach or Nedra, is at the 
nearest point to the planet and huge discharges of excess Sa jump 
and crackle from planet to moon. This amazing sight also pro- 
vides the planet with a very obvious time system. Many Sa-storms 
are common during this turbulent time, and Kyromancers tend 
to stay in the Fade. 


The two seasons before the Sa discharge to the red moon, Adrach, 
are Gargentihr’s summer, and include a rapid growth period called 
Raintime, a short hot summer, and a pleasant warm harvest at 
the end of Gathering. The two seasons before Nedra, the green 
moon, are much cooler and filled with rain, mist and wind. 


Days within each season are measured from the start of the sea- 
son, and progress until the start of the next. Locals would say 
‘the 42nd day of Gathering’, or “Gathering 42’. The only named 
day in Gevuria is San-day, which occurs every eighth day when 
the people gather to worship Sandis. All other days are simply 
days of work. Table 1 below shows the varying seasons of the 
year. 


Table 1. Seasons of Gargentihr. 


Weather 
Hot and Wet. Season 
of planting and mating. 


Season 
Raintime 


Length 
8 weeks 


Gathering Hot and Dry. Season of 7 weeks 


harvesting. A calm time. 


Adrach. 1 week 


The Red Moon. 


Full of Sa-storms as the 
worlds energy discharges 


Cool and Wet. Volatile 7 weeks 


season full of torrential rain 


The Howling 


Darktime Cold, dry and very 8 weeks 


misty. Winter-time. 


Calmer than Adrach. 
Heavy Sa-rains all week. 


Nedra. 
The Green Moon 


1 week 


Game Time 


In game terms, time must be split down into small sections to 
allow the players and the Narrator to know exactly what each is 
doing at a precise moment. This is especially important in com- 
bat when the first hit can determine the whole outcome of events. 
With these time sections the Narrator can describe what every 
AC and NC is doing within that time frame. Below is a full break- 
down of the specific time intervals used to split the action into 
sections. 


p Hours and Days - Days on Gargentihr are 24 hours long 
and there are eight of them in a week. Most Agashans do 
not use the week as a time scale, because the days have 
no name. It is only the Karro that have such a time scale, 
to allow worshipping of Sandis on the eighth day. 


For long periods of inaction, such as long marches, there 
is no point in role-playing through each day or individual 
hour. The Narrator can skip past hours where nothing 
happens, and get to the bits with the action. Think of a 
film, and how the director uses cuts to keep the audience 
interested. This is what the Narrator must also do. 


Turn = | minute or 10 rounds. This is used for larger 
pieces of action, such as how long a skill task takes to 
complete. 


Round = 6 seconds on average, but this can vary be- 
tween | and 20 seconds. This is the time scale used for 
individual combat. It turns the combat into slow motion, 
so that everyone knows what is going on. Combat and 
Formweaving both use this time scale. 
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Movement 


Each character in the game can move a certain amount in the 
separate time segments. 


Land Movement 


In World Time, a person could hike about 20 miles per day or could 
ride 35 miles a day on horse back. These distances can vary greatly 
depending on terrain and Table 2 below shows some possible dis- 
tances covered in one day. One day of travelling is approximately 8 
hours long. Descriptions of the other riding beasts are given in the 
Equipment section and the Creatures chapter. 


Table 2. Daily Movement Over Terrain. 


Road Plains Forest Hills Swamp 
Foot. 30 miles 25 miles 15 miles 20 miles 10 miles 


Horse 50 miles 45 miles 15 miles 30 miles 10 miles 
Sleth 30 miles 25 miles 10 miles 25 miles 10 miles 
Skink 60 miles 50 miles 25 miles 15 miles 10 miles 
Gressh 40 miles 50 miles 10 miles 5 miles 5 miles 


Silt and Water Movement 


Below is a table showing the daily movement of water and silt 
craft. In this case one day of travelling is assumed to be 8 hours 
since most of these craft tie at night for safety. Only the Chinte’ 
High-Navigators have the skills to travel at night or deep into the 
seas of silt, and the cutters can keep sailing around the clock. 


Table 3. Daily Movement Rates for Floating Craft. 
River Silt 

25 miles n/a 
Cornboat 40 miles 5 miles 
River Trade Cutter 25 miles 40 miles 
Bladed Te’farr n/a 60 miles 
Cha’tang n/a 50 miles 
Khostran Skimmer n/a 30 miles 
Tellahn Longcutter n/a 30 miles 


Swamp Barge 


Game Time Movement 

In Game Time, movement is much more specific. Most humans 
can move at the rates listed below in Table 4. The fatigue loss for 
this movement is also listed. If the players are running, or carry- 
ing out strenuous movement for a length of time use the follow- 


Table 4. Movement Rates 


Movement Type Yards per Round — FAT per Round 


Careful Move 10 
Combat Run 20 
Sprint 40 


ing table to deduct FAT from their current total. 


Fitness and Exhaustion 


All characters tire during their 
adventures. They are, after all, in 
an exhausting line of work. In 
game terms, the Fatigue and En- 
cumbrance rules limit the ACs 
actions and how much he can 
carry. The basis of these rules is 
the Energy Bar. 


The Energy Bar 


The Energy Bar can be found 
down the right hand side of the 
Character Sheet. This device is 
used only for ACs; the Narrator’s 
characters do not have to worry 
about the long term effects of fa- 
tigue. The basic Energy Bar has 
two columns running up the sheet. 
The left column shows the ACs 
Fatigue status and the right col- 
umn shows the ACs current Ini- 
tiative status. 


The Energy Bar has several im- 
portant levels to it. These levels 
are cut off points where Fatigue 
Modifiers take effect. When the 
character’s total FAT reach these 
levels, then the Fatigue Modifier 
for the level is added to the ACs 
Success Tests and his movement 
rate. These Modifiers show that 
the character is gradually slowing 
down as he tires through physical 
exertion. 


The ‘Collapse’ box is the cut-off 
point for most forms of FAT in- 
crease. When the character has 
reached this number of FAT lev- 
els, then he will collapse with ex- 
haustion. Normal forms of FAT 
gain cannot take the FAT total any 
higher than this point on the En- 
ergy Bar. 


The ‘Death’ box represents the 
point when a mixture of fatigue 
and blood loss results in the char- 
acter’s death. This level can only 
be reached through injury. 


Fatigue 


Fatigue is a means of determining 
how tired the character is. A char- 
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acter tires as he physically exerts himself through combat, hik- 
ing, climbing or any other strenuous physical activity. The hin- 
drance of carrying equipment and heavy armour will further slow 
the AC. As the character tires, his status on the left hand column 
climbs until he will eventually collapse with exhaustion. 


Fatigue is measured in units called Fatigue Points (FAT). These 
points each represent one box on the left hand column of the 
Energy Bar. Each strenuous activity will cost a number of FATs 
and are continuously marked on to the left hand column of the 
Energy Bar, starting at the bottom. There are 42 levels on the 
Energy Bar, in total. The AC will climb up these levels as he 
expends energy and will suffer modifiers as he does so. 


The Effects of Tiring 

The middle column of the Energy Bar shows the current status of 
the character’s fitness. As the left hand total of FAT Points rise, 
they will hit the grey and white boxes which occur further up the 
Bar. The negative numbers at these levels are called Fatigue Modi- 
fiers. When the AC’s FAT total reaches these levels, then the corre- 
sponding modifier is applied to all of the character’s actions. 


The number indicated is subtracted from every Success Test made 
by the player. The modifier is also subtracted from the charac- 
ter’s Combat Movement allowance (See Table 4) and from the 
character’s Base INIT. These modifiers are applied until the AC 
either rests and his FAT total falls, or until he gains more FAT 
and the total is raised to the next Fatigue Modifier. 


As the character’s FAT total changes, so too does his Base INIT. 
As the AC tires, he becomes slower. The right hand column of 
the Energy Bar shows the character’s Base INIT depending on 
his FAT total on the left hand side of the Bar. As the FAT total on 
the Energy Bar increases, the character’s Base INIT drops. In 
effect, the character is getting slower and slower as fatigue takes 
its toll. 


Base INIT is further described under Character Generation and 
Combat. 


Collapse 


A character can take only so much physical exertion before he 
will collapse with exhaustion. In game terms, this point is meas- 
ured on the Energy Bar, at the penultimate level to the top. If the 
character reaches the FAT box marked ‘Collapse’, then he is too 
exhausted to continue and falls to the ground, unconscious. 


Collapse can occur through any form of physical strain, includ- 
ing combat and Formweaving. FAT gained through Blood Loss 
(See Combat) is one of the main causes of collapse. 


Death 


The very top of the Energy Bar represents the point where FAT 
gained through physical strain and injury becomes too much for 
the character. If the ACs FAT reaches the level marked ‘Death’, 
then he will die in a number of Rounds equal to his HEA charac- 
teristic. If he gets medical attention before this time, then he can 
be healed. Only FAT gained through Blood Loss can take the 
FAT total past the Collapse box. 


Starting Fatigue Level 

Each AC starts in a relatively fit state and begins near the bottom 
of the Energy Bar, at the line equal to his STR characteristic. The 
higher your STR, the further down the Energy Bar you begin. 


No FAT Modifiers are applied until you climb through the safe 
cushion of FAT levels in the middle of the Energy Bar. Your 
Base INIT is written into the right hand box of this section. 


Your starting FAT level is also affected by what you carry. Each 
point of ENC carried increases your FAT level by one point. You 
should mark these levels onto the Energy Bar before you start to 
play. Your FAT cannot fall below the total of (STR level + ENC 
total). 


Gaining Fatigue Points (FAT) 

There are five main situations where the character tires and gains 
FAT. All of these situations will add to the ACs Energy Bar and 
will result in the character slowing down and becoming less effi- 
cient. 


p Tiring Through Combat. When a character is involved 
in Combat, he will have to roll a D6 for INIT every round. 
If he rolls a 5 or 6 on this INIT die, then he must add one 
level to his total FAT on his Energy Bar. This process is 
described in the Combat section. 


p Tiring through Receiving Wounds. Every time that a 
character receives a wound in combat, he will gain a 
number of additional FAT. These points are called Blood 
Loss and represent shock and fatigue gained through the 
loss of blood. Blood Loss presents the greatest danger to 
a character. The rules for gaining FAT through Blood Loss 

are fully described in the Combat chapter. 


p Tiring Through Skill Use. There are certain skills which 

will add FAT to the ACs Energy Bar when he tries to use 

them. These are all physically demanding skills, as listed 
below :- 


Table 5. Skills causing FAT gain 


Skill 
Athletics 
Riding 
Gem lore 
Scaling 


Rowing 
Swimming 


Characteristic 
AGL 


KAI 
MAN 
STR 


All of these skills and their effects on FAT are detailed in 
the Skills chapter. In most cases, a failed Success Test 
involving one of the above skills results in 1 FAT added 
to the character’s Energy Bar. 


p Tiring Through Daily Exertion. Characters often find 
themselves hiking through the wilderness and crossing 
great distances on foot. This type of activity is very tiring 
and will add to the FAT total on the Energy Bar. The fol- 
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lowing Table shows some example costs for daily exer- 
tion. 


Table 6. FAT and Daily Exertion 


Activity FAT gained 


Walking / Riding per 2 hrs. +1 
Hiking / Strenuous Movement per 2 hrs. +2 


op Tiring Through Encumbrance. All characters carry 
equipment, including armour and weapons. The more that 
an AC carries, the faster he will tire during an adventure. 

The Encumbrance rules cover these situations. 


FAT levels gained through carrying ENC are permanent 
modifiers to the character’s Energy Bar level. The amount 
of ENC carried always increases the FAT level of the 
Energy Bar. These points of FAT can be reduced only by 
carrying less ENC. Rest and Sleep (see below) will not 
reduce these FAT points. Mark these points onto the En- 
ergy Bar with an ‘E’ to show that they are a result of 
carrying encumbrance and are thus seperate from any 
other FAT gains received. 


e e e 
Reducing Fatigue Points 
Characters will often want to rest to prevent their Energy Bar 


from reaching high levels. There are two types of recovery to 
consider; Resting and Sleeping. 


Resting 

If the characters stop for 10 minutes (10 Turns) rest, they will 
reduce their Energy Bar total by a number of FAT points equal to 
their HEA characteristic. 5 minutes rest reduces their Energy Bar 
by a number of FAT points equal to half their HEA characteristic 
(rounded up). Table 7 below shows the FAT loss. 


Table 7. FAT Reduction Through Resting 


FAT Reduction 
0.5 x HEA 
1x HEA 


Resting Time 
5 minutes 
10 minutes 


Resting for longer than 10 minutes will have no additional effect 
on the character’s FAT levels, unless he sleeps. 


It is up to the Narrator exactly how many times a character can 
stop to rest. The more often that characters rest, the less likely it 
is that they will lose some of their gained FAT levels. Characters 
that stop every hour to rest will soon receive no benefits in doing 
SO. 


Characters can use the ‘Meditation’ skill to reduce their FAT level, 
as described under the Skills section. This reduction can be in 
addition to any gained through rest. The player will not reduce 
any points of FAT through rest while he is meditating, but may 
do so etter he has finished using his skill. 


Collapsed characters will receive no reduction in FAT through 
Resting. Short term rest cannot reduce the levels of exhaustion 
which cause collapse. 


Characters can only receive the benefits of rest if they are not 
carrying any Wound Effects. If a character is seriously wounded 
(i.e - the player is suffering the effects of a Wound Effect) then 
he will not reduce his FAT through resting. 


The FAT levels gained through the carrying of ENC cannot be 

removed through resting. They are a permanent increase to the 
character’s FAT level. (See the Encumbrance section of this chap- 
ter). 


Sleeping 

If a character sleeps for 8 uninterrupted hours then he will lose 
FAT levels equal to twice his HEA characteristic. If he sleeps for 
4 hours, he will lose FAT levels equal to his HEA characteristic. 
This is a further reduction to those FAT lost through resting. 


Collapsed characters must rest a full 8 hours to remove the first 
FAT level on the Energy Bar. This will bring the character back 
to conciousness, but will leave his Energy Bar at the -10 Modi- 
fier level. A further 8 hours sleep will reduce FAT by the usual (2 
x HEA). 


Characters can only receive the benefits of sleep if they are not 
carrying any Wound Effects. If a character is seriously wounded 
(i.e - the player is suffering the effects of a Wound Effect) then 
he will not reduce his FAT through sleeping. 


The FAT levels gained through the carrying of ENC cannot be 
removed through sleep. They are a permanent increase to the 
characters FAT level. (See the Encumbrance section of this chap- 
ter). 


Encumbrance 


Encumbrance is a measure of how awkward an item is to carry. 
Factors like bulk, weight and shape can affect an items Encum- 
brance. Each object has an Encumbrance rating (ENC). This 
number represents the amount of FAT points added to the char- 
acter’s starting Fatigue level on the Energy Bar. For each point 
of ENC carried, mark one level onto the left hand FAT level of 
the Energy Bar. 


FAT levels gained through carrying ENC should be marked onto 
the Energy Bar with an ‘E’ to show that they are permanent modi- 
fiers that cannot be removed through healing, sleep or rest. Only 
by carrying less ENC can a character reduce this starting level. 


Wise characters will not carry more ENC than they need to. Ob- 
viously an AC with a high STR has a larger cushion of FAT 
points and can thus carry more items before he is in danger of 
suffering from Fatigue Modifiers. Characters that carry a modi- 
cum of equipment (one weapon, a longcoat and a few small items) 
will benefit from this system far more than the AC who carries 
vast amounts of weapons and armour. 


The ENC value for all clothing, armour, weapons and other items 
are given in the tables in the Equipment chapter. 


134 


Healing 


Adventuring on Gargentihr is a dangerous occupation and a char- 
acter may receive wounds of one sort or another. These wounds 
will take time to heal and may require medical treatment of some 
kind. There are several forms of treatment to be found on Gar- 
gentihr, some of which are unlike any found on earth as the Sa 
energy provides many strange and useful powers which can aid 
the sick. 


The Narrrator should remember that the ACs are exceptional in- 
dividuals. In the real world, healing of broken bones and injuries 
takes a long time and requires that the individual stays rested. 
This type of realism normally does not lead to interesting and 
exciting roleplaying, so we suggest the following solutions. 


pp The players’ Shevin should have access to some form of 
fast healing process, whether it be a Doctor’s loam-rod, 
or a Mujo’s herbal remedy. All of these forms of healing 
are covered in their respective sections of the rules. 


oa The players’ Clon-Hall will have good healing facilities, 
which can be used by the ACs. This can get injured char- 
acters back into the action quickly and with minimal fuss. 
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p The use of skills to heal characters should be seen as the 
exception rather than the norm, at least from the players 
point of view. It should be used when all other forms of 
healing have run out and the players are out in the wil- 
derness, where resources are minimal. 


oa The healing process on Gargentihr is far faster than that 
of Earth, due to the inherantly powerful qualities of the 
Sa-charged atmosphere. All creatures on Gargentihr heal 
relatively quickly if they are not killed outright. 


Healing through Skills 


There are two skills which allow the user to heal the injured. 
‘First Aid’ is a concentrated skill which deals with injuries picked 
up in battle. The ‘Medical lore’ skill covers such injuries but 
also covers all other aspects of medicine, from delivering a baby 
to treating disease. In game terms both skills work equally well 
at healing field injuries. 


The following sections cover the treatment of the seperate types 
of injuries described in the Combat and Fatigue rules. There are 
two main types of injury to heal; Wound Effects and Blood Loss. 


Wound Effects 


No FAT levels can be reduced from the character’s Energy Bar 
until all Wound Effects are healed. Resting, sleeping and healing 
will not work until all of these wounds have been removed. The 
character’s FAT levels can still increase, however. 


When the injury is healed, all effects of the Wound Effect are 
removed, unless the Narrator has added any permanent effects 
of his own. 


Wound Effects are pretty serious affairs. It takes time and skill to 
fix up a patient with this type of wound. No FAT levels can be 
removed from the character’s Energy Bar until all Wound Ef- 
fects are healed and removed. However, a character will stop 
taking FAT every Round from a Wound Effect whenever a Heal- 
ing Success Test is attempted against the wound, regardless of 
whether the Test succeeds or fails. 


Each Wound Effect has a Healing Success Test associated with 
it, which has the same Difficulty Factor as the attack which caused 
the wound Effect. This details the Difficulty Factor of the ‘Medical 
lore’ or ‘First aid’ Success Test which must be made to heal the 
wound. It also describes how severe the wound is. The Diffi- 
culty Factors are described below :- 


p Easy Wounds. Easy Wounds are light but painful inju- 
ries including deep cuts, bruising and even sprains . These 
wounds may produce severe pain and a lot of blood, but 

they will generally appear worse than they actually are. 


An Easy ‘First aid’ or ‘Medical lore’ Success Test is re- 
quired to stitch up the injury. It takes 5 minutes to at- 
tempt this test. The healer will only require bandages to 
complete the healing. 


Once the test is successful, the injuries are bandaged up, 
and the effects are removed. All FAT levels remain until 
the character rests, sleeps or receives further healing, at 
which time they can be removed like any normal FAT 
increases. 


p Moderate Wounds. A Moderate Wound is a mixture of 
deep tissue damage and bone fracturing. These injuries 
will cause temporary shock and a great deal of pain. A 
fractured skull, cracked ribs and severe bone bruising are 
examples of this type of wound. 


A Moderate ‘First aid’ or ‘Medical lore’ Success Test is 
required to stitch up the injury. It takes 15 minutes to 
attempt this test. The healer will require bandages and a 
Tyo leaf to complete the healing. 


Once the test is successful, the injuries are stitched up 
and bandaged, and the effects are removed. All FAT lev- 
els remain until the character rests, sleeps or receives fur- 
ther healing, at which time they can be removed like any 
normal FAT increases. 


p Difficult Wounds. These wounds cause severe shock and 
pain, along with a great deal of blood and mess. Internal 
bleeding, broken bones, and organ damage are examples 
of Difficult Wounds. 


Difficult Wounds require a Difficult ‘First aid’ or ‘Medi- 
ca) Jore’ success test to heal properly. It takes half an 
hour to attempt this test. The healer will require 2 sets of 


bandages, some stitching and a Tyo leaf to complete the 
healing. 


Once the test is successful, the injury is effectively healed. 
The Wound Effects are cancelled and are removed. All 
FAT levels remain until the character rests, sleeps or re- 
ceives further healing, at which time they can be removed 
like any normal FAT increases. 


p Impossible Wounds. An Impossible wound will surely 
kill the victim if treatment is not immediate. Examples of 
Impossible wounds are major internal organ damage, shat- 
tered bone and massive blood loss. An Impossible ‘First 
aid’ or ‘Medical lore’ success test is required to heal these 
severe injuries. It takes an hour to attempt this test. The 
healer will require three sets of bandages, some stitching 
and two Tyo leaves to complete the healing. 


Once the test is successful, the injury is effectively healed 
and the character is no longer dying. All FAT levels re- 
main until the character rests, sleeps or receives further 
healing, at which time they can be removed like any nor- 
mal FAT increases. 


Table 8. Healing Summary Table 


Wound 
Easy 
Moderate 
Difficult 
Impossible 


Time 

5 mins 
15 mins 
30 mins 
60 mins 


Difficulty Equipment 
Easy B 
Moderate B,T 
Difficult Pb.S,T 
Impossible 3B,S,2T 


Blood Loss 


All injuries cause bruising and bleeding which, whilst not being 
as serious as the Wound Effects, can still cause a person to slow 
down, collapse and even die. These injuries are called Blood 
Loss and are measured in FAT points. 


A character with ‘Medical lore’ or ‘First aid’ skill can reduce 
any FAT levels gained through injury and fatigue. The healer 
can remove an amount of FAT equal to his skill level in either 
‘First aid’ or ‘Medical lore’, whichever is higher. This amount 
can be multiplied by increasing the Difficulty Factor of the Suc- 
cess Test. The healer chooses the Difficulty Factor that he wishes 
to attempt. 


The amount of medical equipment used in the healing process 
and the time it takes to attempt the test also depends on the Dif- 
ficulty Factor. Table 9 below summarises this information :- 


Collapse 
Collapse occurs when the character’s FAT level on his Energy 


Bar reaches the penultimate level to the top, and the character 
falls unconscious due to exhaustion. The only treatment for this 


Table 9. Healing FAT levels 


Difficulty 
Easy 


Time 

1 min 

5 mins 
10 mins 
20 mins 


FAT reduction Equipment 
1 x healers skill 1T 

2 x healers skill +7 

3 x healers skill 1B, 1T 

4 x healers skill 1B, 1T 


Moderate 
Difficult 
Impossible 
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Tymon is exhausted. He has been 
tramp ate the swamplands 
for six hours, has received several 

nasty cuts, along with scrapes and 
bruises in an encounter with a wild 

mart-hound. (None of the injuries 
resulted in a Wound Effect, but 
Tymon's Energy Bar is currently up 
at the -3 fatigue modifier level). 


Palmer is skilled in “Medical lore’ 
(level 6) and dhe f to reduce 
Tymon’s FAT level on his Energy 
Bar. Tymon is pretty cut up, so 
a Difficult 


Palmer decides to try 
Success Test. He rolls an 11 on the 
D20; the exact number that he 


needed! Palmer has ed to 
heal Tymon, using one roll of band- 
ages and a tyo leaf. | 
_ Palmer has skill 6, and can thus 
reduce Tymon’s Energy Bar status 
by 18 (3 x 6) FAT with a Difficult 
Success Test. Patching up his friend 
: took Palmer 10 minutes. - 


is rest, as described under the rules for Fatigue in this chapter. 
The usual healing of FAT levels will not work on collapsed char- 
acters. 


Death 


Death occurs when the character’s FAT level on his Energy Bar 
reaches the very top level. Only Blood Loss can produce this 
effect; normally exhaustion causes collapse rather than outright 
death. The character will die in a number of Rounds equal to his 
HEA characteristic. He can be saved if he receives medical at- 
tention during this time. If no healing is avaliable then the char- 
acter’s Sa-soul leaves his body and travels to the Darklands. 


Rushing the Job 

The healer can try to finish his task in half the time listed but this 
rushed job increases the Difficulty Factor by a level. A further 
increase in Difficulty will half the time again. 


Failing the Skill Roll 


If the ‘First Aid’ or ‘Medical Lore’ Success Test fails, the equip- 
ment required is still used up and must be discarded. The char- 
acter can attempt to heal the patient again once the time taken 
for the failed attempt has fully passed, providing that he has an- 
other set of the necessary pieces of equipment. A Set-Back re- 
sult will prevent the healer from attempting any more skill rolls 
on that particular wound. 


Medical Attention 


Characters that receive a ‘Dying’ Wound Effect or reach the 
‘Death’ level on the Energy Bar require instant medical atten- 
tion if they are to survive. Medical attention simply means that a 
healer must make a Moderate ‘First aid’ or ‘Medical lore’ skill 
Success Test to stabilise the injury. 


If the healer fails the test, or does not reach the wounded charac- 
ter within a number of Rounds equal to the injured character’s 
HEA, then the character will die. 


Untreated Injuries 


A treated injury is any one which has received medical attention, 
even if the Success Test was failed. The wounds have been cleaned 
and partially treated, so that there is no longer a danger of infec- 
tion. 


Untreated wounds are Wound Effects that receive no medical 
attention. Such injuries are prone to infection, especially in the 
steaming swamps of Gevuria. 


Any wound which is not treated in the first 24 hours will worsen. 
An additional 10 FAT is added to the injured party’s Energy Bar 
as the result of additional infection and damage. This additional 
FAT counts as Blood Loss and cannot be removed until the Wound 
has been healed and completely removed. 
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The Tools of the Trade 


All healing processes require various pieces of equipment if the 
skill use is to be successful and tables 8 and 9 show the equip- 
ment required. All items can be used only once, even if the Suc- 
cess Test fails. If the healer has fewer items than that listed on 
the table, he may still try to heal the injury but receives a -2 to 
the Success Test per piece of equipment missing. The items com- 
monly used are as follows :- 


p B- Bandages. Includes bandages, padding, swabs and 
dressing. Improvised bandages will also work but may 
cause infection. 


es T- Tyo Leaves. These large dull grey leaves are com- 
mon across Agasha and have fast acting healing and an- 
tiseptic qualities. Each leaf will last a week after picking. 


eo S- Stitching. The threads must by boiled in Tyo 
leaves and wrapped in a dry leaf to keep clean. 


The healing Success Test cannot be attempted if none of the re- 
quired healing equipment is available. 


Treating Other Races 


The mortal races are all very different from each other and can- 
not all be healed with the same skills. All the races belong to a 
particular grouping of mortal races which have a similar biologi- 
cal make-up to one another, and these groupings can be seen in 
the table below. 


‘First aid’ skill only allows treatment of members of the same 
race. ‘Medical lore’ involves a more complex understanding of 
biology and allows doctors to treat members of the same bio- 
logical grouping with no penalty. 


A doctor can choose to learn the ‘Medical lore’ skill for the 
other groupings. This skill will then be treated as a separate abil- 
ity from his normal ‘Medical lore’ skill. It will cost the same 
amount of SPs to increase levels in this skill. 


Table 10. Mortal Biological Groupings 


Group 1. 
Human 
Ha’esh 
Jouk 
Karro 
Roquan 


Group 2. 
Maharran 
Chinte’ F’har 
Ja’Hansh 


Group 3. 
Jerrick 
Ryamis 
Je’Khan 
Khostra 


The other races, such as Myrdall, Sha-shen and the Windtraders 
are too alien to be treated by other races. They have their own 
powers, abilities and methods to heal themselves. 


Other Forms of Healing 


There are ways to heal the injured through special items and 
techniques found only on Gargentihr. The most common ways 
to do this are through gems, Sa-powers and herbs. These meth- 
ods are discussed in their relevant sections throughout the rules. 
Gems and are discussed in the Digest chapter whilst Herbs and 


A modern Doctor 
of the Institute of 
Medicine carries 
his invaluable 
loam-rod, as well 
as his time 
honoured 
doctor’s pack. 


Belief Magick have their own chapters. 


Doctors of the Institute of Medicine often use the technological 
device known as a loam rod to quickly heal patients. These items 
are discussed in the Equipment chapter. 


Natural Healing 


There may be times where a character has no chance to receive 
medical attention and must rely on the natural progression of 
time to heal. This should be a rare thing for ACs, and would 
normally only occur out in the wilderness where no aid is avail- 
able. 


Wounds take the following times to heal without aid. The wound 
must still be cleaned to prevent infection. 


The Wound is not completely healed after this time, but has healed 
enough to warrant removal of the Wound Effects. After the wound 
is removed, FAT can be reduced in the usual ways. 


Table 11. Natural Healing Times 


Wound 
Easy 
Moderate 
Difficult 
Impossible 


Healing Time 
1 Day. 
2 Days 
4 Days 
8 Days 


138 


Natural Damage 


In most adventures, the greatest threat to an Adventuring Char- 
acter is via the weapons and Sa manipulating powers of his foes. 
There are other more passive hazards which can prove just as 
deadly as a siltreaver’s davin or a Kyromancer’s Kyroware. 


Falling 

There will be a time in every AC’s life that he suffers damage 
from a fall. Whether this is through bad luck or just plain clum- 
siness is irrelevant; the outcome is the same in any case. 


For every 3 yards fallen, or fraction thereof, the character may 
suffer the effects of one wound. As the distance fallen increases, 
so too does the number of wounds the character may suffer. 


The DAM received by for each wound is generated simply by 
rolling 2D10, there are no other modifiers and this is not re- 
duced by any armour worn. For each wound from which the 
character suffers DAM, there is a chance as normal that he will 
also suffer a Wound Effect. 


The character can attempt to make an ‘Athletics’ skill Success 
Test to reduce the number of wounds taken. The Difficulty Fac- 
tor of the test is determined by the character :- 


fp An ‘Easy’ Success Test reduces the number of wounds 
taken by one. 


p A ‘Moderate’ Success Test reduces the number of wounds 
taken by two. 
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Whilst climbing a tricky cliffside, 
ckwards ¢ rock face. He is 14 
yards off the ground when he falls. 
The Narrator Me fall on he 
receive 5 wounds falling rom this 
height. (14 divided by 3 is 4.6, rounded 
up to 5). | 7 
Jamie decides that ae he pa 
tempt a Difficult ‘Athletics’ ski 
Suceas Test. He is a specialist in 
Athletics (skill level 5) and thus 


requires a 10 or less to make it. Jamie 
9 a 7; Palmer breaks his fall with a 
tuck and a roll. 


A eee. Success reduces the 
num. LD wounds taken by 3, so 
Palmer will only take the remaining 2 
wounds. The Narrator decides that 
Palmer lands in a copse of tanglebush 
and reduces the number by a further 
1 Wound. Palmer takes only one 
wound. Palmer’s armour will not 
reduce the damage taken on this 
remaining wound. 


p A ‘Difficult’ Success Test reduces the number of wounds 
taken by three. 


fp An ‘Impossible’ Success Test reduces the number of 
wounds taken by four. 


Landing in soft cover, such as into bushes or into a snow drift, 
may also reduce the number of wounds taken by an amount de- 
termined by the Narrator. Similarly landing on particularly dan- 
gerous sites, such as sharp rocks, may increase the number of 
wounds taken. 


All adventurers need air. If this source of oxygen is cut off, then 
the AC will take damage. These rules cover situations such as 
smoke inhalation, poisoning by gas, choking or drowning in silt 
or water. 


If the AC had a chance to notice the danger, then he can hold his 
breath for a number of Rounds equal to his HEA. During this 
time the AC is free to continue to try to escape from his plight 
and receives no damage. 


If the situation took the AC by surprise, or after he has run out of 
breath, then the lack of oxygen will do damage to the AC. The 
AC must make a Moderate Difficulty Factor HEA Success Test 
for every Round that he is asphyxiated. If this is failed, then the 
character adds 1D6 FAT onto his Energy Bar total. This contin- 
ues every Round until the character can breathe again or until he 
collapses. These FAT gains count as Blood Loss and can cause 
death. The collapsed character will continue to gain FAT until he 
receives oxygen. 


Swampgas 

The areas where water and silt meet produce two things of note. 
The first of these are the valuable crystalline formations known 
as coral gems (See Gems section). The second product is the 
thick fog known as swamp gas. This dense gas tends to lie around 


_knee level in the swamp, producing a dry-ice effect where vis- 


ibility is cut to zero. 


Swampgas is a subtle form of poison which effects the Karro 
and most other mortal races. Only the Ha’esh are immune to the 
gas. Each minute that a mortal fully breathes in the gas he will 
gain 1 FAT. This FAT gain will continue until the character col- 
lapses and dies. To protect themselves from this deadly gas, the 
Karro wear swamp-masks when venturing into the southern 
swamps. 


Fire and Heat 


Fire can effect more than one location at a time. Several wounds 
are rolled for each Round that the character remains in contact 
with the fire, depending on the intensity of the fire. The ‘wounds’ 
column on Table 12 determines how many wounds are taken 
from the fire per Round. The AC will take separate injuries from 
every wound suffered. 


A DAM modifier is applied, depending on the intensity of the 
fire. Armour only protects in the first Round of contact. After 
the first Round the character’s armour will have heated up or 
caught fire and will no longer offer any protection. 


Table 12. Heat Damage 


Wounds DAM 
2 DAM 
4 DAM 
8 DAM 
10 DAM 


Source 
Candle, lantern 1 
Campfire 2 
Bonfire, burning house 2 
Myrdall lava, forge 4 


Type 
Flame 
Small fire 
Large fire 
Intense 


Remember that in situations such as a burning house, the adven- 
turers may also take asphyxiation damage. 


Exposure, hunger and thirst 


All adventurers exposed to stifling heat or extreme cold will gain 
FAT at a rate of two to four times the amount suffered normally. 
After two days without food, or one day without drink, the same 
penalties apply. FAT levels cannot be reduced whilst the AC is 
exposed, hungry or thirsty. 


Poisons e Herbs 


All poisons and herbs have an effectiveness rating (EFF) which 
determines how potent the item is. The EFF shows the Difficulty 
Factor of the HEA Success Test which must be made if the item 
is not going to effect the taker. 


The damage done by poisons varies greatly depending on the 
ingredients. Some herb, gudj and creature descriptions list vari- 
ous types of poison. The effects vary from mild aches and pains 
to long-term insanity or painful death. 


e 
Disease 
Despite the use of herbs and ancient remedies, disease and plague 
still have a deadly effect on the populations of Gargentihr. 


Whether a naturally occurring phenomenon, or a Khostran-made 
air poison, disease is a frightening thing. 


All diseases affect one of the ten characteristics and weaken the 
victim through this. For each incubation period that passes, the 
victim must make a Moderate Success Test based on the current 
level of his characteristic. If this is successful then no further 
damage is taken during that incubation period but if the roll fails 
then the characteristic is reduced by one. These rolls continue 
until the victim is either healed or dies. When the characteristic 
reaches QO, then the victim dies. 


The following diseases are common on Agasha. Each has its 
most common name listed, followed by the characteristic which 
is affected and the incubation period (the time span between char- 
acteristic success roll checks). The symptoms are then described. 


Creeping SKull Rot 
Characteristic Affected : SEN 


Incubation Period : 1 Day 


This disease eats away at the skin of the victim, leaving tattered 
green flesh and exposed bone. The victims sight, hearing and 
smell are all effected by the rot and a putrid stench is given off. 
The only known cure is through certain herbs. Creeping Skull 
Rot is passed through infected water. 


Charr-Skin 
Characteristic Affected : HEA 
Incubation Period : 1 Week 


Charr-skin removes all the oil from the victims body, causing it 
to dry and crack. Victims look wrinkled and gaunt, even if they 
are cured. There are many cures through herbs and ‘Medical lore’. 
Charr-skin is contagious and will be passed on if anyone touch- 
ing the victim fails an easy HEA success test. 


Grey Mindlock, 
Characteristic Affected : KNO 
Incubation Period : 1 Month 


Mindlock slowly removes the memory of the victim and brings 
on gradual insanity. There are no physical symptoms. Mindlock 
is believed to be a Khostran chemical invention, passed on through 
a thick yellow gas. 


Muscle Mould 


Characteristic Affected : STR 
Incubation Period : 1 Week 


This disease begins with a red irritation appearing on the skin. 
After the first week this has turned into a great swelling of the 
limbs making movement painful. As time passes, the swelling 


140 


turns purple and produces a dull grey crust on the skin. The vic- 
tim gradually feels weaker until the swelling bursts and the mus- 
cles totally dissolve. This disease is passed through a tiny mite 
which breeds within the flesh of the victim. These can be passed 
on through water or within food. It is a rare disease with few 


cures. 


Ruby-grip 
Characteristic Affected : MAN 


Incubation Period : 1 Hour 


The victim of this disease slowly feels his hands seizing up and 
he begins to lose the ability to perform delicate actions. As the 
disease takes control, the seizures become stronger and more gro- 
tesque, until his body collapses under the strain. This is another 
Khostran invention, passed through a clear, sweet smelling gas 
which must be inhaled to take effect. Both herbs and ‘Medical 
lore’ are known to heal this disease. 


The Black,Warp 
Characteristic Affected : DAL 
Incubation Period : 1 Week 


Sleepless nights and overpowering dreams are the first symp- 
toms of the Warp. The victim will have strong visions of the 
Darklands and can see the Kull trying to break through to this 
world. As time goes on, these dreams become more realistic un- 
til the night when the victim is split open as a Warphole appears 
within. There are no known cures for this disease, bar exorcism 
or a pact with the Cyatim. 


Many of the worst 
diseases were 
manufactured by 
Khostran Poison 
Lords for use 
against their 
enemies. 


The Blood-scourge 


Characteristic Affected : HEA 
Incubation Period : 1 Week 


Recently the Blood-scourge has devastated much of Agasha and 
effects almost all of the mortal races. The scourge turns its vic- 
tims into mindless, rabid flesh-eaters with no will of their own. 
As the disease grips, all willpower is lost and the victim can 
smell the blood flowing through the veins of the surrounding 
mortals. Once the feeding frenzy begins, only death can deter it. 
The scourge is passed through the sarach-fly commonly found 
in the swamps of Agasha. It can only be cured in the first two 
weeks, when the symptoms are a raging thirst and violent mood- 
swings. Herbs and ‘Medical lore’ will heal the disease only at 
this time. 
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Honour 


Silence hung over the room, thicker than the storm clouds which darkened the skies of Rol-Katel. This was wrong. It 
had been less than a day ago that the Shevin had been congratulated for their handling of the Chi'chee affair. Even 
Spry had commented on the job! Ganna was now back to full health and Yassh had been more than grateful for the 
services of the Clondis. All that praise and then this. 


Palmer looked over at his two companions. Tymon sat at the table staring into space, an intense look of worry darken- 
ing his features. Ganna crouched in the corner of the room on a Mhe’ta mat, quietly chanting to the Kyashi spirits. They 
felt it too, then. The signalgram which had arrived from Jevin threatened to split the tight family of Shevin apart, just 
when things were going so well. It was out of their hands now. Karrath had to make the decision himself. 


* * * 


The Kyromancer sat alone in a downstairs booth, his dark looks ensuring his privacy. Even Lighter had Known not to 
push his questioning too far. He stared at the note, absent-mindcdly scratching at the Signaleers wax seal. Why had 
this come now, of all times? He had just begun to exprcise the ghosts of his past, believing that the Clondis had finally 
offered sanctuary from Kandell and his Kind. He had felt uneasy since the great Sa-storm had hit Katel a week ago. 


Finishing off his pint of Klai, Karrath re-read the letter. 
Karrath Hess, 


The Star grows itt power and, Bll miustistand against them. Yoitare.still my pupil and so 
I invok@ithe Altefa’ Ditectige. I comutind you to retien to the Kyros Instructus with 
great haste. The clouds of battle ape drawing near. 


Thirk, 


Dane Thirk was a powerful is ath Ryromangeh He would only eg the Gleern if the entire Institute was 
threatened. Karrath frowmed. Dhe Kyromancers of the Star had always seemed Like a small, disorganised group of 
extremists with no real power: ‘Things must have changed dramatically in Jevin. What should he do? 


Karrath had sworn allesahae to the Clondis. His first loyalty was now aD ing tahis Shevin and to the Sanctor’s 
Temptation. The bond between Karrath, Palmer, Tymon and Ganna had grown strong, even in the few short weeks 
that they had been together but this was a matter of fe amd death, Surely he could not turn his back on his own Kind. 
Torn between his past and his placeithin the Clondis, the Fonttweaver returned to his drink, The decision must be 
made, and soon. His inner strength depended wpon it. 


* * 
Karrath silently passed through the door to thé room, @ mixed expression of pain and fear upon his pallid features. 
‘T have made my decision’, he said finally. The other Clondis tensed, already Knowing the answer. 


‘I appreciate your offers of aid, but this is something that I must face alone’. He hung his ead low and continued, 
voice cracking. 


‘T have taken the Shevin Oath and I know what that loyalty means, but if I do not deal with this now, then it may 
place us allin great danger. I have no choice. I leave on a Chinte’ cutter for Jevin tomorrow’. 


The others could only look on, feeling but a fraction of the pain carried by their friend. Without looking up, Karrath 
turned and left, closing the door behind him. 


KAI is a measure of a character’s empathy, charisma, honour 
and inner strength. Most important of all, however, it is a meas- 
ure of a character’s self esteem; how he feels within himself re- 
garding his actions, his deeds and his honour. All other facets of 
this characteristic are reflections of the character’s inner calm- 
ness and how confidently he interacts with the world of Gargen- 
tihr. 


In ‘Tales of Gargentihr’, all players are expected to assume the 
role of a hero and must behave as such. Unlike many RPGs, the 
players of Gargentihr begin the game as trained individuals and 
every AC will stand out in a crowd, his aura of self esteem, or 
KAI, instantly recognisable. As Clondis, the characters are ex- 
pected to advance spiritually as well as physically, and it is the 
KAI characteristic which measures this growth. The rewards of 
this path are discussed in this section along with the methods of 
gaining and losing KAI. 


KAI and Honour Points (HPs) 


Honour points are a smaller scale within the KAI characteristic. 
Every point of KAI consists of 20 HPs. Every character’s HPs 
begin at 0, but this may be altered during character generation 
via the Events Tables, and it will fluctuate during the game. 


Honour on Agasha 


‘You have insulted the name of my family, sir. For that you shall 
surely pay!’ 


Captain Martyn Jalroke, 
Officer of the Red Crows. 


All cultures place a great deal of importance on social rank, hon- 
our and family affiliation. Without honour and respect, a person 
is nothing and will be treated as such. All Agashan cultures are 
split into smaller political, cultural and family units, and all peo- 
ple are expected to have affiliation to one of these groups. (There 
are occasional lone wolves, of course). The table below lists the 
most common cultural groupings for each realm on Agasha. 


Loyalty to one’s group is an important part of life on Agasha and 
will affect how NCs react to the players. It may also affect how 


Table 1. Racial Affiliation 


Race 
Ha’esh 
Karro 
Roquan 
Jouk 
Je’Khan 
Khostra 
Jouk 
Ha’esh 
Chinte’ F’har 
Ja’Hansh 
Myrdall 
Ryamis 
Windtrader 


Realm 
Gevuria 


Grouping 
Clan 
Society 
Family 
Nation 
Sister-clan 
House 
Nation 
Clan 
Family 
Jute 

Tribe 
Clutch 
Senna 


Ghent 

Halla 
Ja’Hall 
Khos-Tavar 
Tellah 
Vhastor 
Yaskal 
Widespread 


players react to one another. KAI reflects the position of an indi- 
vidual within his social grouping, and determines the respect and 
aid that the person will receive from his peers. Disrespect to peo- 
ple of a higher standing can also damage an individual’s reputa- 
tion. To this extent a person’s KAI is altered by his actions and 
by his association with others. A character with a high KAI will 
exude a level of power and confidence which can be used to 
influence others. 


Honour in the Clondis 


‘I fight for Hall Dyce and no other, for that is where my destiny 
lies’. 


Farn Hulatra, 
Clondis and gentleman. 


The ACs have severed their ties to their family, clan and society. 
They now belong to their Clon Hall and have sworn to uphold 
the Aja and traditions of the Clondis. It is his interaction with the 
Clondis that affects a character’s HPs and KAI totals. Many 
Clondis work under the cover of another organisation or society, 
but their loyalty remains to their Hall at all times. 


Almost every member of the Clondis has a KAI higher than the 
norm. These are outrageous and impertinent folk who have bro- 
ken free of the social constraints of Gargentihr. The Clondis live 
a fuller life than most people would dare dream. They are both 
despised and admired for this reason. 


Every Clondis is destined to be a hero, and this has an effect on 
their personalities. The Clon Halls buzz with exaggerated and 
uncanny individuals living life to the full. The aura of such indi- 
viduals is easily spotted, but Clondis can usually recognise other 
members of their profession from their dress and attitude alone. 


This proud Eragha 
Sister Warrior 
makes the sign of 
Su’mee; an 
indication of 
respect and 
honour between 
clans 
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KALI in Game Terms 


KAI is an essential part of Gargentihr. Individuals with a high 
KAI stand out from the masses, omitting an aura of power and 
confidence which can be quite overpowering. Most ACs will 
start with a relatively low KAI indicating their lack of power, 
esteem and rank at the start of the game, but they will still stand 
head and shoulders above the poor and anonymous population. 
The players are important individuals from the start. They are 
destined for great things and their KAI reflects this. 


During the campaign all characters should try to increase their 
KAI through their deeds and adventures as they attempt to find 
fame and favour on Gargentihr. 


KAI is also a measure of reputation. Great gin-ghan players, sil- 
treavers and danja have earned high KAI through the admiration 
and fame gained by their endeavours in their profession. Their repu- 
tation has spread across the realm and has lead to a great boost in 
their self confidence. These individuals can gain entry into the high 
social circles of their home realm through their reputation; all such 
celebrities become popular members of both high society and the 
masses, and have influence in both these areas. 


The Narrator should get into the habit of awarding and deduct- 
ing Honour Points during the campaign, to reflect the current 
position of the characters within the Clondis. The players will 
always have an aura of importance around them when they are 
dealing with lowly NCs. Crowds will hush in darkened klai-dens 
when the players enter. People will stare as the party crosses 
through a quiet area of town. In general, NCs will feel the heroic 
aura which surrounds the ACs. See the section on Intuition later 
in this chapter for more details. 


KAI Levels and Society 


A character’s KAI can effect the reactions of those around him. 
The individual with a KAI of 0 has no honour or respect within 
society and is considered a non-person by all. He is a JanRai; the 
most dishonourable form of person. A person of this KAI has 
most probably committed some dishonourable act which has 
destroyed his reputation, as well as his belief in himself. 


The KAI characteristic can be increased to such an extent that 
the individual’s fame spreads across all of Agasha and into the 
other realms and cultures of the continent. This type of fame is 
rare. It is usually only the most powerful and legendary figures 
that reach such a status. The Governor of Jagan, God-Queen Isha, 
Klangar Neesh and Wilbee are names that are known and re- 
spected throughout every Agashan realm. 


Try to encourage the players to seek fame and honour, and re- 
ward those that do with bonus points. The players will think it all 
worthwhile when they begin to get noticed on the streets of 
Gevuria and beyond. Good players will find their KAI slowly 
increasing as the campaign continues and their reputation grows. 


Personal Worth and Influence 


A character with high KAI has a natural aura of charisma and 
power, which will grow as his KAI increases. He will be treated 
with a degree of respect and politeness by his peers and lessors 
and this will have an effect on game-play. Lesser folk, such as 


common workers and townspeople will often avert their gaze 
from their betters and will avoid such powerful people. 


KAI also has further privileges which can be used by the AC, for 
holding a high KAI will allow the character to assert influence 
over other NCs without having to resort to ‘Persuade’ or other 
such skills. There are two such forms of influence:- 


pp Favours. A character can ask favours from any NC of 
lower KAI to his own. These favours must be easy for 
the NC to fulfil and should not be too much of an incon- 
venience to carry out. Such favours would include ask- 
ing that the NC forgets having seen the player, or request- 
ing that the NC gives the player directions. The player 
simply uses his aura of importance to persuade the NC. 


$ Services. A character with a high KAI can force those 
with a KAI of over 4 levels lower than him into perform- 
ing a service. This cannot be a totally unreasonable re- 
quest such as asking the NC to lay down his life for the 
AC, or to give over a large sum of money, and the service 
must be within the NC’s power. If the request is turned 
down then the NC will lose 1D6 HPs from his current 
total, which indicates the loss of face for such disrespect 
to one’s better. A form of tribute is sometimes offered for 
the service. Such services would include persuading a 
poor merchant to hide someone on his boat, or persuad- 
ing a secretary to admit someone into his club. 
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Intuition 

The concept of honour and self worth is so fundamental to every 
Agashan culture that the inhabitants of the continent can now 
instinctively tell how honourable an individual is simply by sens- 
ing the aura that surrounds him. 


ACs and NCs alike will be able to tell the approximate KAI lev- 
els of other individuals. The Narrator can tell the players some- 
thing about important NCs self esteem and honour. Remarkable 
NCs, such as other Clondis and arch villains, will always stand 
out of a crowd, for they have a level of KAI which is above that 
of most people. 


The players may find themselves in a situation where they are 
quite aware of who their opponent is due to his high aura of KAI. 
The villain may also recognise the players for what they are. 
Both groups cannot simply attack each other, because such 
unsubtle use of force would be dishonourable. An elaborate game 
must be enacted as the players try to gain the necessary evidence, 
whilst their foe tries to prevent them from doing so. Both sides 
have a strict code of honour which restricts their actions. 


Reputation 

A character’s KAI will affect how those around him act in his 
presence and the Narrator can use KAI Success Tests to deter- 
mine the reaction of NCs to the character. The Narrator must 
remember that KAI has importance even outside a character’s 
normal environs and is of use when dealing with different cul- 
tures or races. An aura of inner power will be recognised in all 
situations and will affect how others react to the character. 


A character with a KAI of 11 or more will have begun to make a 
name for himself and his reputation may precede him. The aura 
of confidence which surrounds a character with high KAI allows 
them to be noticed and recognised in all social situations. Such 
people draw attention to themselves whether they are in the High 
Chamber of Lords in Treth or sitting in a Ha’esh koul-den deep 
within the swamps of Gevuria. Such attention can be both a boon 
and a curse. 


Reputation may also alert one’s opponents that you are in the 
vicinity, and will allow them to prepare for your arrival. As the 
players fame grows, they may have to travel in disguise and in- 
cognito to keep the upper hand. 


Local lords and other important individuals may have heard of 
the ACs past exploits and request favours from the characters. 
This can lead to patronage from an important NC during the cam- 
paign, especially as the characters’ reputation grows. As the ACs 
fame spreads across Agasha many others will begin to take an 
interest in their affairs. 


The level of KAI possessed by a character dictates his place in 
society. Agashans believe that this is a natural occurrence, and 
most individuals unquestioningly show the necessary respect. 
The players should be reminded that they are playing Agashans 
and should do likewise. 


At low KAT levels, the players have little power or influence 
over others. They must learn to be very careful how they act and 
what they say around their superiors and betters. The more hot- 


Palmer and Karrath exchanged 
nervous glances as they entered the 
infamous Grey Bones Den. This was 

_ the very lair of the Khostran reaver 
called Ch'dutt; to enter unannounced 
could spell their doom. Palmer stared 
coldly into the Khostran guards eyes 

and demanded to see his master, 
mustering as much courage as he 
could. Only Ch’dutt bvalit Rep their 
lend Tymon now... | 
This is the type of situation where 
only nerve and KAI can help the 
_ players. They are entering the lair of 
a renowned killer relying only on 

_ their aura of power to pt him 

to help. The players should realise 
that anyone less than a true hero 
would perish for such impertinence. 
The Narrator, however, has other 
plans for his players. 


headed members of the Shevin may have difficulty with this con- 
cept and will need encouraging to play their role correctly. A 
good Narrator will use HPs and XP to achieve this. Continued 
loss of face will ensure that the AC does not increase in skill, for 
his low self esteem is limiting his abilities. 


When the ACs begin to achieve higher KAI levels, then they 
should begin to encounter the responsibilities of rank. Individu- 
als with low KAI will look upon the players with awe and re- 
spect, and will expect the ACs to be wise and just. Often peas- 
ants and lesser folk will ask the characters for advice and seek 
wisdom from the players. The Narrator should make the players 
feel as if they have achieved their place in the social ranks of 
Agasha. 
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Honour Points (HPs) 


During the game, a character’s KAI will change depending on 
the deeds undertaken. If he acts honourably, or if he performs an 
important task for the Clondis, then his KAI will increase. If he 
is seen to betray his Aja or to act dishonourably in some way, 
then he will lose some of the respect which his peers have for 
him. All of these situations are covered by Honour Points (HPs) 
which are awarded by the Narrator during the game. 


Honour Points vary between 0 and 20 and act as the ‘units’ seg- 
ment of the KAI characteristic. If the HPs total goes above 20, 
then the character’s KAI characteristic will increase by one and 
the remaining HPs are added to 0. Similarly, if the character’s 
HPs total is reduced below O, then his KAI characteristic is re- 
duced by one and the remaining HPs are deducted from 20. 


There are many ways to gain and lose HPs. In game terms, HPs 
will be awarded for behaving in a fashion which the Narrator 
deems as honourable and heroic. Although it is the character’s 
intentions that count, he will still be affected by what people 
think of him. The character may be acting with the purist noble 
intentions but if these are misunderstood by the public at large, 
then his reputation and his self esteem are going to suffer as the 
character wrestles with his conscience. HPs awarded through the 
Clondis Code are less subject to such shallow judgement, and 
are based more upon the characters deeds and intentions rather 
than outward appearances. 


The Importance of Honour 

Honour is an important aspect of “Tales of Gargentihr’. This is a 
game of heroic fantasy, rather than a dungeon bash. The motives 
behind adventuring should be higher than simply gaining wealth, 
and Honour Points are designed to make the players think their 
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actions through. 


The Narrator should use KAI and HPs as a bribe to encourage 
better role-playing. The players should be taught that if they be- 
have in the spirit of the game, then they will earn the respect of 
society, and will gain the benefits of their station. Those players 
who refuse to play heroically will soon find that they receive 
few XP and are treated with less respect than those players that 
have followed the Aja. Every player should be competing to amass 
KAI through HPs, for self worth and respect are far more power- 
ful on Gargentihr than a fistful of cyls. 


The Narrator should increase and reduce the players’ KAI dur- 
ing game play. If the player gains or loses the HPs immediately, 
then he should soon realise what he has done right or wrong, and 
will learn how his character should behave during the game. 


Think of HPs as the characters conscience telling him what is 
right and wrong. If the AC commits a wrongful act, then the loss 
of HPs should reflect this. The characters have spent all their life 
on Agasha and instinctively know how they should act. By award- 
ing and deducting HPs the Narrator lets the players know too. 


The two tables in this section list some of the more common 
methods of gaining and losing HPs. As a very rough guideline, 
the players should get one or two HPs per sessions play, with 
perhaps a bonus at the completion of a full scenario. It should 
take four or five full adventures before a character gains a full 
point of KAI and the total amount of completed scenarios re- 
quired to gain a point of KAI should increase as the ACs begin 
to make a name for themselves. 


The Clondis Code 


Despite the lack of an obvious structure to the Clondis society, 
there is a code of honour which all members follow. This code 
represents the beliefs held by the Clondis and sets out a structure 
of laws which makes the Clondis a tighter, more respected and 
powerful group than just a group of hirelings. The Code has sev- 
eral Aja, or rules, listed in order of importance. 


The Aja were designed to keep players on the straight and nar- 
row during a campaign. They are meant to show the players how 
heroes should act. HPs should be awarded to those players that 
follow the Aja and should be stripped from those characters that 
break the Code. Remember that no witnesses are needed for HPs 
to be gained or lost. It is the AC’s self esteem which is affected 
by the Aja. 


Honour Through Association 


All Clondis work together to uphold this code and to punish those 
who would not follow the Aja, and players should remember 
this before they break their vows. Honour is also reflected in 
who you associate with. If one of the AC Clondis is a cold-blooded 
murderer, then the reputation of his associates ( the other AC 
members of the Shevin) is going to suffer. 


If an AC commits an act of great dishonour ( HPs loss of 5 or 
greater) then all members of the Shevin lose half the HPs lost. 
This reflects the shame felt by all members of the Shevin. The 
players do not have to have seen the dishonourable act being 
committed, they will intuitively know how the individual be- 
haved. This association should stop players from behaving in a 
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destructive and dishonourable fashion, for the other players will 
soon pressurise him into behaving himself. 


Gaining and Losing Honour 

By following his Aja, the AC will receive notability and Honour 
Points. Tables 2 and 3 below list some of the more common ways 
to gain and lose HPs in the ranks of the Clondis. The numbers 
listed under ‘gain’ and ‘loss’ are guidelines only. The exact 
amount lost or gained is completely at the discretion of the Nar- 
rator and will also depend on the severity or importance of the 


Table 2. Honour Point Situations- Gains 


Situation 

Behave honourably within other Hall’s territory 
Respecting adversaries and tradition 

Achieve picture and favourable mention in journal 
Fighting an opponent fairly and honourably 
Tricking another Hall’s Clondis 


Finishing a job for the Hall successfully 
Helping someone in trouble for no gain 
Discover item or relic of importance 
Upholding Aja in stressful situations 
Providing a service for society in general 
Protecting the name of all Clondis 
Collect trophy for your Hall 


action. 


By upholding their Aja and through the completion of jobs in the 
name of their Hall, the characters will rise in the ranks of the 
Clondis, and thus will be seen as respected members of their 
Hall; a reputation which will earn them good stead in the rest of 
Gevurian society. Good Clondis will be high ranking members 
of society whilst keeping their ties to the Clondis a secret. 


These tables are meant only as a guideline for the Narrator, and 
HPs should be used sparingly throughout the campaign. If the 
AC does something of social significance during the campaign, 
then several of the situations can be combined to give greater 
totals. The Narrator should bend the table to suit his needs. If he 
feels that a player has role played well, then don’t punish him. 


Use HPs when they feel right. Always judge the players motives 
as well as the characters. If the player does something, which 
causes loss of honour for his character, because it is in his char- 
acter’s nature (i.e. he is role-playing) then remove less HPs than 
if the player does it because it is in his nature. 


The situations found in the tables are very much based around 
the Karro ideals and principals found in Gevuria, and most Karro 
and town Ha’esh follow these. Other cultures and races will have 
very different ideas of what achieves fame and power. In other 
realms, feel free to adapt the HPs rating to suit the situation at 
hand. 


Remember that great deeds breed fame and can elevate even the 
most common Ha’esh into a popular cultural figure. Players can 
find fame and social rank through their deeds and may find them- 
selves within the political arena simply because their reputation 
has made them a powerful pawn to be used by wily NCs. 


As the ACs’ KAI increase, the players should find it harder and 
harder to gain a further point of KAI. A KAI of greater than 10 is 
a rare thing indeed. Players reaching these levels should have 
had to work long and hard to do so. 


It is far easier to lose HPs at higher levels of KAI than to main- 
tain a high honour. When the players have made a name for them- 
selves they will be expected to behave honourably and will no 
longer gain HPs for the more mundane examples listed in Table 
2 such as behaving honourably and upholding Clondis traditions. 
The ACs will, however, lose HPs if they fail to uphold those 
same traditions. 


Table 3. Honour Point Situations- Loss 


Situation 

Failure to pay debts 

Failure to avenge insult 
Accused of minor crime 
Impostor using your Clon-mark 
Refuse fellow Clondis’ challenge 


Taking on an unworthy job 

Caught whilst working for Hall 

Identifying fellow Clon without permission 
Smear campaign against name 
Betraying a fellow Clondis 

Convicted of crime 


Disclosing your Hall’s secrets 
Kill a fellow Clondis 
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Clondis Favours 


These favours have been added to further entice players to be- 
come Clondis. The Narrator can use such devices as rewards and 
plot-devices throughout his campaign. 


Membership Benefits 


The Clondis receive much respect from all aspects of society 
and often receive work through their reputation. As their fame 
grows they will receive better jobs and employment from the 
High Shevin. In times of trouble, a Clondis can always rely on 
food and board from their Hall, and a hall will offer ransom for a 
members safe return. 


Ransom 


Players have a ransom value equal to their total HPs multiplied 
by 10, with each point of KAI counting as 20 HPs. 


A Hall will only pay if they believe that the ransom will save the 
Clondis. Some Halls will mount rescues rather than pay a ran- 
som. They will rarely deal with Je’ Khan or Khostran kidnap- 
pers. 


Favours 


As the ACs Shevin completes missions for the Clon-Hall, they 
will receive Favours. Favours are a way of measuring the re- 
spect the AC group has within a Clon Hall and therefore how 
much help they can expect to gain from their Clon peers. Every 
time the players finish a special mission successfully they may 
receive | Favour from their Hall. If they perform spectacularly 
well, maybe taking the mission well beyond the point they were 
asked to, they will receive more Favours. 


These rewards are given to the Shevin and can be divided be- 
tween members as the group sees fit. Favours may only be col- 
lected from the Hall which gave them out. They may be used to 
gain medical attention, training, equipment, advice, contacts and 
native guides, depending on the resources available at the Hall. 


Favours are not given lightly by the Clondis, and ACs should 
use their resources wisely. All Clon Halls have many useful con- 
tacts within their local areas. A map of the local swamptown’s 
sewers or a meeting with the local Tavin’s Papa can be far more 
useful to the players than mere healing services. As Narrator you 
should encourage the players to think about the options open to 
them, regarding their Favours. 


Healing 

A Favour will get every member of the Shevin totally healed by 
the local Clon doctor. This type of favour can be called in at any 
time, providing that the Hall has the resources at the time. The 
Narrator should make things increasingly awkward for the play- 
ers if they insist on constantly using favours for healing. Re- 
member that the doctor will have other patients and limited stocks 
of herbs, loam rods and medicine. 


Training 

Each Favour will get one member of the Shevin one level in any 
skill desired, providing that the Hall has a suitable teacher. These 
favours are best suited for between adventures. The Narrator can 
stop any skill from being taken. A good teachers time is valu- 
able, and he will not always be available. NCs don’t just sit around 
waiting for ACs to get in touch. 


Flesh out the teachers, and give them personalities. The one leg- 
ged ex-officer of the Rol-Katel Engineering corps who always 
complains about the ACs combat stance can add greatly to this 
type of situation. Bring them into the campaign when you need 
them, not just when the players want cheap training. 
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Equipment 

A good Clon-Hall will have a storeroom filled with useful items 
such as weapons and armour, but may have more unusual equip- 
ment such as a prized rockpipe, a couple of young skink, a picto- 
graph, or a bag filled with glow-stones. Valuable items will not 
be given out casually, and the ACs should have to role-play out 
the encounter with the Clondis in charge of the Hall stores. 


The best items are always only loaned out to a Shevin, and must 
be signed for. Remember that this agreement will be part of the 
Shevin Oath, and breakage’s, late returns and other violations 
can get the players into trouble. 


Advice & Contacts 

Every Hall, no matter the size, will know the comings and go- 
ings of the local area. Clon Halls are great sources of informa- 
tion, and Favours need not always be used to gain such knowl- 
edge. If the players mull around the bar, or use the library, they 
might find the clues that they were looking for. 


During a campaign, the players should meet plenty of the other 
members of their local Hall. These individuals can be used as a 
source of free information, but may call for favours from the 
ACs. 


Information or advice gained from a Favour should always be 
useful to the Shevin. The players are turning in a hard-earned 
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Favour, and should get something in return. The Narrator should 
prepare handouts for such Favours. Sewer maps, the layout to an 
important building, or a hidden path through the Gevurian swamps 
can all be gained through Favours, as can useful contacts. 


The contacts made should all be very individual and mysterious, 
for they will be other Clon, or friends of such people. Take a 
look at the players’ Shevin. Pretty unusual bunch, aren’t they? 
Your contacts should be the same. Some examples are :- 


oe A Khostran underling in Khos-Tavar who will take the 
Shevin into his Collective, and shelter them from the pry- 
ing eyes of the local House lords. 


op A young Ha’esh street urchin who knows the alleys and 
hideouts of Rol-Katel like the back of his hand. 


p The grizzled Chinte’ sailor who smuggles items and peo- 
ple into Jagan. 


# A travelling Jouk Bloodson who knows the position of 
several natural warpholes. 


Favours should be given out sparingly, and spent wisely. The She- 
vin should treat them as a thing of value, but should never know 
how much they are owed. If your players start arguing over whether 
they should take Hanass the danja to the Clon doctor, or whether 
they should see the High Shevin about transport to the salt-plains 
of Tellah, then you know you’ ve got the balance right. 


There are many strange and unnatural sights to be found on Gar- 
gentihr, and some of these are so fantastic and terrible that they 
will have a permanent effect on those who see them. On the whole, 
Gargentihrians are a simple folk who do not pry into the realms 
of the Darklands and the other mysteries of their world. Those 
that do may pay a high price for their curiosity. 


Fear 


Most peasants and commoners will flee from the least sign of the 
unnatural (as well they should), but the ACs are supposed to be a 
breed apart and do not scare so easily. There are still some un- 
natural things that exude a deep foreboding and will cause even 
the bravest heart to jump. Such things will require ‘Fear checks’ 
based on KAI to be made by the players. The Narrator must de- 
cide when a sight is so fantastic that the players must roll for 
such a check. Certain creatures and items have this ability and 
the following procedure is used to make a fear check. 


p Determine the Fear Rating of the test. This is the Diffi- 
culty Factor of the Success Test to be made by the play- 
ers. If a player has faced the particular fear before, then 
he may receive an easier check. 


Roll the Fear Success Test against the KAI of the charac- 
ter. If he makes this roll, then he stands his ground. If he 
fails, then continue below. 


Determine the effects of the fear. The character may drop 
to the ground sobbing, flee, panic blindly, or perform in 
any other way that suits the situation. Keep things tense 
at this point to bring out the terror felt by the characters. 
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The Narrator can allow other characters to try and break 
the AC or NC out of his terrorised state. Skills such as 
‘Persuade’ and ‘Hypnotism’ may be useful when trying 
to do this. The time between such checks is left to the 
Narrators discretion. Fear is a tool which should be used 
to create tension during play. Only use the test in truly 
horrible situations, for if it becomes common-place then 
the tension will be lost. 


Insanity 
The truly gruesome and terrible things which lurk deep in the 
shadowy corners of Gargentihr can have a more permanent ef- 
fect on those unfortunate enough to encounter them. Only to- 
tally alien concepts from the Darklands can have this effect on 
Gargentihrian souls, and are dealt with by Insanity Success Tests, 
again based on KAI. 


Most weaker NCs will go totally insane if they see such crea- 
tures, but the AC is made of stronger stuff and receives a KAI 
check when dealing with true horror. The following steps are 
followed :- 


& The Narrator decides on the Insanity Rating of the test. 
This is the Difficulty Factor of the KAI Success Test which 
must be overcome if the character is to remain unchanged 
by the sight before him. 


Roll the test against the KAI of the character. If he makes 
this roll, then he stands his ground. If he fails, then con- 
tinue below. 


AC, and he will lose one point of KAI permanently. This 
terrible encounter will be firmly etched upon the charac- 
ters memory. 


If a character’s KAI falls to 0, then he has gone totally 
insane, the effects of which are left up to the Narrator. 
Such characters are advised to be removed from play. 
(They’re not usually very heroic). 


oo If the test is failed, then the terrible sight unsettles the 


Again, this system should be used sparingly for greater effect. 
Players who lose KAI will realise that they are up against some- 
thing totally beyond their comprehension and should act accord- 
ingly. Several of the inhabitants of the Creatures section have 
the abilities of ‘Fear’ and ‘Insanity’, and the Narrator can create 
horror stories around these beasts. 


Placing a shade in a crumbling mansion deep within the misty 
moors of Gevuria can make for atmospheric and terrifying sce- 
narios if played correctly. The enigmatic Ancients and the world 
of the Darklands should remain mysterious and terrifying. Use 
these rules to create the feeling that the players are dealing with 
forces outwith their control. 
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Kyromancy 


The great doors slammed behind Karrath like tombstones, their ominous echo rippling along the black marble corridors 
of the Kyros Instructus. The bustling noise and crowds of the docks were now a memory, replaced by the thick, brood- 
ing atmosphere that lingered in every shadow. The Kyromancer's footsteps bounced around the ornate walls of the 
Satornian Centre, sights and smells rekindling old memories. This mighty building was a cathedral to the arcane sci- 
ences of Kyros Adelti, its giant spires a monument to the powers of Sa. It was where Karrath belonged. 


The Kyromancer fad learnt his craft here, taught by the powerful Dane Thirk, The steam-powered laboratories, pan- 
elled gem-libraries and huge meditation-halls of the Satornian Centre were as familiar to him as any place had ever 
been. Since his arrival by cutter last night, Karrath had been searching for familiar faces but had found none. To finally 
stand in the iron glass-domed foyer of the Centre was like greeting an old friend, a sense of comfort and safety washing 
over his tired limbs. The Talandar Disrupters held the entire building in Phase, allowing Karrath to physically feel his 
surroundings. 

Now to find Master Thirk, He passed along the whispering corridors of the western wing, breathing deep the smell of 
charged Sa-energy. The Master's chambers were on the tenth level of Spire Arance. He would be relieved to see his 
mentor, for everything in the Institute felt different. The Kyros Instructus was ever changing and he had been away 
for too long. 


Karrath slowly climbed the great circular staircase. of Spire Arance, a tremendous feeling of loss swelling within him as 
he reached the tenth level. Instinctively he Knew that something was wrong, but nothing could prepare him for the 
scene which met his eyes. 


The upper levels of the spire were gone! Crumbling stairs led into ruin like a giant skeletal finger pointing upwards into 
the darkened skies above. Heavy droplets of rain fell from the jagged, gaping maw that was once the roof of his 
Master's quarters. The walls had half fallen away, revealing the surrounding spires which towered above the port, and 
allowing the strong eastern winds to whistle and moan hauntingly through the debris. Karrath stood in silence, unable 
to take the scene of destruction before fim. 


‘Looking for someone?’ The voice was high and mocking, filled with hate. It was a voice that Karrath knew well. He 
tensed and slowly turned to face the doorway below him where another black-clad Kyromancer stood, small flames of 


energy licking moon-metal fingers in deadly anticipation. 


‘Greetings Fett’. Karrath stared at his opponent. Fett had hated him ever since Karrath had bested him in a bitter 
Form-duel. They had both been young. Now Karrath stood helpless, Phased, whilst his foe goaded him. 


You are not so arrogant now, are you Hess?’ laughed Fett bitterly. The blind old man was the same, before I snapped 
him like a twigt” 

Karrath’s heart sank, He had feared the worst for his Master, but had denied those feelings. Hatred, pain and fear rose 
inside him. He Knew that this was the end. 


‘The Star grows ever stronger. We have held back from accepting our rightful power for too long. Now you will die, like 
all that stand against us!’ 


Lines of energy dancing and flickering around his fingers, Fett arched his back.and let the Sa course through his body. 
The multicoloured spiral of energy lit the Kyromancer’s twisted features, grossly exaggerating his manic glare as cur- 
rents of controlled power charged the thick atmosphere. A torrent of wild-blue fire burst from his hands and shot 
between the two Formweavers. Muscles spasmed, a million tiny needles of hot agony piercing Karrath’s flesh as 
howling electricity swept through his body, brutally cutting his legs from beneath him. 


Head back, Fett unleashed a merciless cry of victory as he watched Sa arch from moon-metal to foe. Suddenly his face 
changed, triumph turning to pamsAn inhuman shriek of feral agony caught the wind as Fett’s neck exploded in a 
shower of wet scarlet. The Kyromancer was flung to one side, smashing against the rain-slick stone as Fett breathed his 
last. The trickles of coloured Sa slid into rock and shadow, as the energy build-up dissipated into the surroundings. 
Karrath stood rigid, unable to comprehend what might have happened. All logic dictated that he should have been dead 
by now. 


‘We just happened to be passing and thought that you could use a hand!’ shouted Palmer from the stairwell, his voice 
straining against the rising wind. The grinning figures of Tymon and Ganna emerged from the darkness, the Channi 
reslinging her longbow. Karrath was stunned into silence. 


You should Know by now that we re difficult people to shake off. You join the Clondis for life, Karrath. Your problems 
are the Shevin's problems. You mustn t forget that’. 


Kyromancy 
“Art and Science in equilibrium forms the power of dreams” 
Toth Maland, 


Arch-scientist of Kyromancy. 


Jevin, 1556. 


The Kyromancers of Gevuria are strange Karro scientists who 
suffer from a rare disorder known as ‘Dyce Syndrome’. These 
individuals use technical devices, ‘Kyroware’, to overcome the 
crippling effects of this strange illness by harnessing Gargen- 
tihr’s energy fields for their own purposes. The path of Kyro- 
mancy is a long and difficult one, but the arcane rewards are 
many. This chapter details the energy fields of ‘Sa’ that surround 
Gargentihr and also explains how the Kyromancers are able to 
tame this source of power for their own use. 


Terms To Learn 


The following list shows the most commonly used game terms 
which occur in this chapter. 


op Dyce Syndrome - The rare disorder which causes its vic- 
tims to Fade. 


The Fade - The gateway between the Darklands and 
Gargentihr. A silent, twilight place with no material sub- 
stance. 


Formweaver - A term for any mortal who controls the 
Sa-energy for his own purposes. 


Kyrosuit - The technical device which prevents the vic- 
tim of Dyce syndrome from permanently fading away 
into the Darklands. 


Kyroware - Technical equipment which supply the Ky- 
romancers with the power to manipulate Sa-energy. 


Pattern - The personal energy signature given off by every 
material object, mortal and creature upon Gargentihr. 
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Phasing - The Kyromancer’s ability to return to the Physi- 
cal Sphere from the Fade using a Dyce Transformer. 


The Physical Sphere - The material, real world of Gar- 
gentihr, where all mortals exist. 


through the world and all its inhabitants. 


Sa-melding - The surgical technique which binds the 
Kyromancer to his Kyroware. 


Tabla Rasa - The coded badge fused onto the Kyrosuit 
of all legal Kyromancers with the blessing of the Church 
of Sanctology. 


fp Sa - The main source of energy upon Gargentihr. Sa flows 


op Kyromancer - A specific type of Formweaver who mixes 
science with Sa-energy. 


The Essence of Sa 
“The Sa is Life” 


Ancient etching found amongst the T’ Heti Ruins. 


Gargentihr consists of a powerful energy known as Sa. This en- 
ergy is the very essence of life; all that exists on the surface of 
the planet is simply a shell around the Sa within. The energy 
flows around the planet and is absorbed deep into the land. As 
the Sa builds up inside the planet, it must be released through 
vents in the surface, such as the common mountain volcanoes 
and the giant silt whirlpools found in the oceans of Gargentihr. 


Sa is everywhere. It is in all things. Rock, tree, water, air and 
creature are all vessels for the energy and constantly absorb Sa 
from the background fields which surround the planet. 


Gargentihr is constantly affected by the Sa winds which pulsate 
and flow across the land. The Sa is as natural an element as the 
air and the earth, and many inhabitants of Gargentihr have learnt 
how to manipulate the energy for their own purposes. The Kyro- 
mancers are merely individuals who rely upon technological in- 
vention to manipulate the Sa. 


Dyce Syndrome 


“The Syndrome is a two-edged davin; 
To the weak it is a great curse. 
To the strong it offers power supreme” 
Laptor Sith, 
High Surgeon of Kyros Modare. 
Jevin, 1581. 


A very small proportion of Karro suffer from a rare physical 
disorder which attacks the Sa contained within the victim’s body. 
As the Sa within is destroyed, the victim begins to Fade; that is, 
he begins to turn ethereal until he can no longer touch, feel or 
communicate with the rest of Gargentihr. This terrible disorder 
is known as ‘Dyce Syndrome’. 


Victims of Dyce Syndrome usually develop the first symptoms 
of the disorder around the age of twelve. Records from the Kyros 
Instructus show that only Karro appear to suffer from the Sa de- 
ficiency, and that the first outbreak of the disease occurred upon 
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Lathmir in 1478. New Scientists have further speculated that Dyce 
Syndrome is in some way connected with the increasing pollu- 
tion caused by technology, but no scholar is willing to comment 
further on this theory. 


Fading is a slow and terrifying experience. At first the victim is 
prone to disorientation and blackouts as the disorder takes hold. 
Sight becomes permanently blurred at this time and the victim’s 
voice will become alarmingly faint and hoarse. After several 
weeks of the illness, hearing will fail. Soon after this, the victim 
will experience the first Fade. He will feel the senses slowly drain- 
ing from his body, leaving him in a weakened state. The victim 
will now only see a misty haze around him, hear only in muffled 
drones, and will no longer be able to physically feel any object. 
Only a slight pressure beneath his body indicates where the ground 
is. 


To others, the victim will appear to slowly fade away to a grey, 
mist-like state; literally a shadow of his former self. At times his 
image will flicker and blur, bright blue Sa crackling through his 
body. His voice will whisper and rasp, often lost in a haze of 
white noise. Attempts to aid the victim are futile and will pass 
through his faded body as if he were mere illusion. At this point, 
Dyce Syndrome has taken full hold on the body. 


The first Fade usually lasts eight to ten hours, after which the 
victim will slowly ebb back to full solidity, albeit with greatly 
weakened senses. He will remain solid for only a further day 
before he begins to fade permanently. Dyce Syndrome must be 
treated before the final Fade begins, for many victims cannot 
endure the mental and physical strains involved. An untreated 
victim will simply fade away for ever, joining the residue of the 
dead upon the River of Souls which flows through the heart of 
the Darklands. 


The Treatment 


Those sufferers of Dyce Syndrome that are lucky enough to be 
diagnosed before they enter the final Fade are sent to the Kyros 
Instructus, headquarters of the Institute of Kyromancy in Jevin. 
Here, they may be operated upon by skilled masters who can 
halt the spread of the disorder. The solution to this terrible ill- 
ness lies in a technological device known as a ‘Kyrosuit’. 


The Kyrosuit is a one-piece body suit which must be physically 
melded with the victim’s body. The suit is made out of the rub- 
ber skin of the giant sarakern beasts and has many strange prop- 
erties. A Kyrosuit, once correctly fitted, is a living, growing sec- 
ond skin. The thick green blood of the sarakern courses around 
the suit and mixes with the victim’s own, creating an individual 
who is no longer entirely Karro. 


This bio-organic device somehow saves the victims of Dyce Syn- 
drome, stabilising the effects of the Fade. Whatever secrets lie 
within the flesh and blood of the giant sarakern are known only 
to the High Surgeons who perform the highly skilled medical 
ritual which Kyromancers call “Sa-melding’. After this compli- 
cated operation is complete, the victim will continue to experi- 
ence Fade, but will never slip permanently away into the River 
of Souls. 


Once fitted with his living Kyrosuit, the Karro becomes a Kyro- 
mancer, existing in the Fade but able to fully interact and enter 
Gargentihr with the aid of technological devices known as ‘Ky- 


roware’. He must stay within the dark halls of the Kyros Instruc- 
tus to fully learn how to control his powers and to earn the coded 
badge-documentation, the Tabla Rasa, which enable him to le- 
gally use the powers of Sa across Gevuria. 


The Fade 


“We silently touch the fabric of the physical sphere. 
We are called spirits by the ignorant and feared by the wise, 
Truly there are none more than us alive!” 
Mortigan Fass, 
Master of Kyros Ebon. 
Jevin, 1566. 


The Sa-disrupting effects of Dyce Syndrome result in the Kyro- 
mancer permanently existing in the Fade, with his Kyrosuit act- 
ing as the lifeline which prevents him from disappearing into the 
Darklands for ever. 


The Fade is a gateway which flows between the Darklands and 
Gargentihr, touching both. The Fade is far closer to Gargentihr 
than it is to the Darklands, thus the Kyromancers exist partially 
upon the world of Gargentihr, held there by their technological 
items. The Kyromancers would slip silently into the Darklands 
forever if it were not for these Kyroware devices acting as an 
anchor to the physical world. 


Every Kyromancer exists in the Fade, permanently alone, look- 
ing into a hazy image of Gargentihr. The world of the Kyro- 
mancer would appear permanently blurred and unreal without 
the use of technological sensors, such as the Optical Filter and 
the Phonetic Link. It is these devices which allow the Kyromancer 
to constantly interact with the ‘Physical Sphere’ of Gargentihr, 
acting as his eyes and ears. 
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In effect, the Kyromancer acts as if he is slightly out of phase 
with the rest of the world of Gargentihr. He appears as a slightly 
transparent and silent blur to everyone, even with the Kyrosuit 
on. The Kyromancer cannot touch, feel or interact physically 
with anyone or anything whilst he remains in the Fade, and like- 
wise cannot be touched. He is immune to almost every form of 
physical attack whilst he is in the Fade, including weapons, fire 
and damage from falling. 


The Kyromancer requires no food, water or air whilst in the Fade, 
and suffers no ill effects from the depravation thereof. The Ky- 
romancer must still expend energy whilst in the Fade and is prone 
to the other effects of Fatigue through skill use, Encumbrance 
and physical exertion. 


Gravity still effects a Kyromancer in the Fade. The surface of 
Gargentihr omits a slight Sa-field which prevents the Kyromancer 
from sinking through the ground. The Kyromancer may also 
freely walk on the surface of any large body of water, but can 
break through the surface if he so desires. 


The Kyromancer may not pass through the ground’s large hori- 
zontal Sa-field but is freely able to walk through doors, walls 
and other solid obstacles that exist in the vertical fields at a cost 
of D6 FAT per obstacle. No sounds are made when the Kyro- 
mancer walks in Fade. 


There are still a number of items and elements which can harm 
the Kyromancer whilst he is in his natural state of existence within 
the Fade. These include :- 


o Natural Sa-energy such as that found in Sa-storms and in 
another Kyromancer’s energy attacks. 


p Sa-energy controlled and wielded by mortals using Be- 
lief Magick. 


a Certain alloys of metal that consist partially of moon- 
metal. 


ee Weapons whose attack uses energy, such as the Keldin 
bar. 


It seems that these elements do not physically enter the Fade. 
They harm the Kyromancer by disrupting the Sa-energy which 
flows through the Fade between Gargentihr and the Darklands. 


Kyromancers see the materials and elements that can harm them 
more clearly than anything else on Gargentihr; they glow with a 
faint tint of blue Sa. All Kyromancers fear such objects and avoid 
them at every opportunity. 


Kyroware 


“The powers of modern science allow us to once again walk the 
world of physical mortals.” 


Jason Tredean, 
Disciple of Kyros Modare. 
Jevin, 1579. 


In order to fully interact with other mortals and the world of 
Gargentihr, every Kyromancer uses devices called ‘Kyroware’. 
These pieces of equipment are amongst the most advanced tech- 
nology to be found on Gargentihr, mixing the new sciences of 
gem technology, mechanics and surgery to produce moon-metal 


items which are implanted into the Kyromancer’s body. 


Asides from the Kyrosuit, there are three pieces of Kyroware 
used by every Kyromancer. These key items are the Dyce Trans- 
former, the Optical Filter and the Phonetic Link. The first device 
provides the Kyromancer with the means to fully re-enter the 
world of Gargentihr, whilst the latter two devices return the Ky- 
romancer’s failing senses to him, both in the Fade and in 
Gargentihr. These three contraptions are the only technological 
items that work in the Fade. All other Kyroware only works once 
the Kyromancer has Phased into the Physical Sphere. 


Every technological piece of Kyroware used by the Kyromancer 
must be constructed entirely from moon-metal, for this element 
contains the natural ability to phase from Gargentihr to the Fade 
with the Kyromancer. All other elements and objects are simply 
unable to Phase, and would cause the Kyromancer extreme dam- 
age or death if he attempted to Phase whilst carrying them. Only 
the living tissue of sarakern flesh and the crystalline products 
called gems would seem to share this ability with moon-metal. 
These elements can be used and physically touched by the Kyro- 
mancer, even when he is in the Fade. 


Devices and items which are made of moon-metal must be fused 
and joined to the flesh of the Kyromancer before they gain the 
ability to Phase. Even objects of pure moon-metal cannot enter 
the Fade until they have been surgically Sa-melded to the Kyro- 
mancer using techniques known only to the High Surgeons of 
the Kyros Instructus. 


The Kyromancers’ lack of ability to use and touch other ele- 
ments naturally makes them very non-materialistic and aloof. 
The petty affairs of mortal greed have no place within the halls 
of the Kyros Instructus. 


Phasing 
“Respect my kind when we walk the Fade. 
But fear us when we Phase.” 
Toth Maland, 
Arch-scientist of Kyromancy. 
Jevin, 1559. 


The true power of Kyromancy lies in the art of ‘Phasing’; that is 
the ability to return from the Fade back into the Physical Sphere 
of Gargentihr. The Kyromancer can utilise a number of technical 
devices during the limited time when he returns from the Fade. 
Such equipment provides him with many unusual powers. 


The Dyce Transformer, first invented in 1481, finally allowed 
stabilised victims of Dyce Syndrome to regain a physical state 
upon Gargentihr, at least for short periods of time. The act of 
Phasing takes roughly 6 seconds, at which time the Kyromanc- 
er’s insubstantial body is surrounded by a fiercely coloured field 
of Sa which crackles and flares intensely. The field is harmless 
but is loud and bright enough to alert anyone nearby. 


The Transformer allows the Kyromancer to Phase back from the 
Fade and into reality. The Kyromancer can touch, feel and to- 
tally interact with his surroundings like any normal mortal for as 
long as the device remains switched on. Likewise, he may be 
physically attacked and harmed as if he were a normal mortal 
whilst he has Phased into Gargentihr. 
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Whilst Phasing, the Kyromancer may use stored Sa to run a 
number of moon-metal contraptions which can also affect the 
physical world. Most Kyroware may only be used whilst the 
Kyromancer has Phased into Gargentihr. It should be remem- 
bered that only two other items, the Optical Filter and the Pho- 
netic Link, can be used before the Kyromancer Phases into Gar- 
gentihr. These devices allow the Kyromancer’s senses to operate 
fully both within the Fade and upon Gargentihr. 


The art of Kyromancy lies in the ability to walk the Fade and to 
Phase into Gargentihr to use advanced equipment. The most com- 
monly used scientific devices, and the powers which they pro- 
vide, are discussed later in this chapter. 


@ 

The Institute of Kyromancy 

Bound together by the curse of Dyce Syndrome, the Kyromanc- 
ers of Gevuria began to join forces soon after the Karro’s arrival 
upon Agasha in 1492. The Institute of Kyromancy is unique 
amongst Karro societies, for it’s members are first and foremost 
individuals with their own hidden interests and mysterious goals. 
They usually remain aloof from the petty political power-games 
played by the other societies, working only for their own ben- 
efit. 


Still, the Institute plays an important part in the fabric of Gevuria 
and various factions within the Institute often find themselves 
drawn into the affairs of other mortals. The Kyromancers have 
their own seperate outlook on life, fuelled through the Dyce Syn- 
drome. The Kyros Instructus has split into individual factions 
which reflect the Kyromancers’ views on life, internal politics 
and the greater schemes of Gargentihr. 


The Apprenticeship 

There is only one way to prevent the oblivion promised by Dyce 
Syndrome, and that is to make your way to the Kyros Instructus 
in Jevin; home of the Institute of Kyromancy. The Kyromancers 
known as the High Surgeons have dedicated their lives to pro- 
ducing a cure for the Syndrome, but have not yet found a way to 
allow permanent Phasing. They do, however, have the ability to 
freeze the Fading process. 


New ‘apprentices’ into the Institute of Kyromancy are all vic- 
tims of Dyce Syndrome who have survived long enough to re- 
ceive the Sa-melding treatment from the High Surgeons. The 
Witch-hunters of the Church constantly seek such individuals 
out and pass them over to the Institute for training. 


The process of fusing Kyrosuit to Kyromancer is a long and dan- 
gerous one which can cause unimaginable pain and mental strain. 
The apprentice undertakes an arduous series of training sessions 
with a full Kyromancer immediately after the attachment of the 
suit, so that he may learn the correct techniques of Phasing. 


The apprentice training process is closely co-ordinated with the 
Church under the watchful eye of the Witch-hunters. The Church 
of Sanctology has been particularly wary of the Kyromancers 
since High Sanctor Caspin III was almost assassinated in the 
Darktime of 1569 by an insane Kyromancer by the name of Lann 
Gantirr. This lead to the Treaty of the Holy Energies in 1571, 
when the Witch-hunters gained full control over the selection of 
which apprentice Kyromancers received their Tabla Rasa code. 


All apprentice Kyromancers who do not receive the Tabla Rasa 
are deemed of unsound mind and unholy disposition, and are at 
once put to death by the High Surgeons, as commanded by the 
Church. The Tabla Rasa are official Church pardons, which pro- 
vide their owner with the right to Phase and to use their powers 
in Gevuria. 


The Kyros Instructus 


The Institute of Kyromancy is based in Jevin, in a warren of 
spires, halls and impressive structures known collectively as the 
Kyros Instructus. It is from here that the Institute conducts its 
business and trains its members in the arcane arts. All of the 
Institute buildings are built on sacred ground granted to the 
Kyromancers by the Church. The followers of Sandis never over- 
look a chance to remind the Kyromancers of this fact. 


The Kyromancers have few branches of their Institute outside of 
Jevin. They remain a small, secretive organisation existing on 
the edge of Gevurian society. Kyromancers know that they are 
very different from the mortals that fully exist on Gargentihr, 
and many shun the company of those that cannot comprehend 
the spiritual solitude of the Fade. The tall spires of the Kyros 
Instructus contain many dark secrets that the Institute keeps well 
hidden from the powers-that-be in Gevuria. There is a very obvi- 
ous rift between this society and the other Karro institutions, and 
neither side cares much for the other. 


The Institute in Jevin is testimony to an impressive understand- 
ing of the new scientific powers that are developing in Gevuria. 
The Kyromancers command a great deal of respect in the fields 
of technology, and are close rivals to the Institute of New Sci- 
ence. There are three inventions that are particularly important 
to the running of the Kyros Instructus. These are :- 


$ Talandar Disrupters. These giant panels of polished 
black wood loom silently around many buildings within 
the Kyros Instructus. They contain a mass of complex 
gem-circuitry which, when ‘tuned’ with the other panels, 
forms a great force-field within the building that they sur- 
round. 


The panels stabilise the area by absorbing Sa, and cause 
all Kyromancers within the building to Phase into the 
Physical Sphere of Gargentihr, without them having to 
expend energy to run their Dyce Transformers. In effect, 
the Kyromancers become normal mortals within the con- 
fines of the panels, and they may interact physically with 
their surroundings for as long as they stay within the field. 


Giant Talandar Disrupters surround the Institute’s Labo- 
ratories, many private chambers and the Halls of the High 
Surgeons. The panels are not only used in the workplace; 
many Kyromancers enjoy the ability to relax in the physi- 
cal world, at least for a brief time. 


e Zetadan Chambers. The Institute has developed a means 
of teleportation which allows Kyromancers to travel in- 
stantly from one location to another over any distance. 
The Zetadan Chambers are small booths, 6 feet square, 
which can transport individuals in the Fade from one 
Chamber to another. 


The Kyromancer must remain in the Fade during 
teleportation, for no physical material or creature can with- 
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stand the massive energy-fields produced by the Cham- 
ber. A number of Ji-crystals are kept in every Chamber, 
with the other half located in the destination Chamber. 
The Zetadan Chambers must be controlled by a second 
individual who programmes the booth from the outside 
whilst the Faded Kyromancer enters. 


The act of teleportation is strenuous, even in the Fade. A 
Kyromancer will gain D20 FAT every time that he uses a 
Zetadan Chamber. 


There are many Chambers to be found in Jevin and be- 
yond. The largest swamptowns and ports will all have at 
least one small Institute building, containing one or more 
of the Zetadan Chambers. The Chambers will be con- 
stantly manned and protected by trusted members or al- 
lies of the Institute. 


Laboratories. Each Kyromancer is a scientist of sorts, 
and will have a workplace within the Kyros Instructus. 
Every Laboratory is covered by a Talandar Disrupter to 
enable the Kyromancer to physically interact with his 
surroundings. There are a great many laboratories in Jevin, 
for each legal Kyromancer has a workplace here. Often, 
the scientists use Zetadan Chambers to travel between 
Jevin and their homes in distant towns. 


Social Acceptance 


“ All mortals fear what they do not comprehend ” 
Morhad Tristhu, 
Arcane scientist of Geva. 


Gevurians both fear and distrust the Kyromancers, believing that 
all wielders of such power are capable of unspeakable evils. It is 
dishonourable for a family to be associated with such people and 
most Kyromancers are disowned when they enter the School of 
Kyromancy. Many families go to the lengths of declaring their 
child dead when he enters the school and he will never again be 
welcome in his father’s home. 


A travelling Kyromancer will attract attention wherever he goes, 
for they are rarely seen outside of the black spires of Jevin. 
Kyromancer characters should appear both mysterious and dark. 
Few people, especially the less educated and poorer classes, re- 
act to their presence well and the superstitious will often cross 
themselves with religious wards in the presence of such people. 


The other Societies of Gevuria tolerate the Kyromancers existence, 
knowing that they could do little against the powers of the Insti- 
tute. The fear felt towards the Kyromancer cancels the social stigma 
carried by the Institute; Kyromancers simply frighten other Socie- 
ties into accepting them. The Kyromancers are mostly loners and 
individuals and are not politically active as a group. This aloof 
attitude has eased the fears of the other Societies and allows the 
Institute of Kyromancy to operate in Jevin with little interference. 


The Church of Sanctology has sanctioned the use of Kyromancy 
in Gevuria, providing that the user wears his Tabla Rasa, the 
coded badge produced by the Institute and fused to the Kyro- 
mancer’s Kyrosuit. The Church dislike the Kyromancers and do 
not condone the use of their powers, but the Institute provides 
the Witch-hunters used by the Church and they are reluctantly 
accepted because of this single service. 


Until the invention of the Talandar Disruptors, the Church had 
no control over the Kyromancers, adding to the fear and tension 
caused by the victims of Dyce Syndrome. The Church has al- 
ways kept a close watch on the Institute via the Witch-hunters, 
using the fear of Sandis and the powers of technology to subtly 
control these remarkable individuals. 


Appearance 


All Kyromancers must constantly wear their Kyrosuit; a black 
sarakern-leather garment covered in tubing and moon-metal clips. 
These outfits are designed to stabilise the effects of Dyce Syn- 
drome and prevent the Kyromancer from fading further. Thick 
rubber pockets containing green sarakern fluid run across the 
suit and aid the flow of Sa-energy across the body. 


The manipulation of Sa takes its toll on the human body. All 
Kyromancers have pale, white skin due to the continual wash of 
Sa over their bodies, and other mutations are common. Such is 
the price to pay for using the powers of Sa. 


The other pieces of Kyroware used by the Kyromancer are all 
biologically fused onto his body, and have become a part of him. 
These items often have a mass of wires and tubing which run 
along the Kyromancer’s body and into his flesh, thus making 
him appear even more grotesque. 
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When the Kyromancer is not Phased into the Physical Sphere, 
he appears as a slightly transparent, hazy blur to all who see him. 
The use of the Optical Filter and the Phonetic Link provide the 
Kyromancer with the use of sight, sound and vocal abilities, but 
add to his alien, non-human appearance. Other devices made of 
moon-metal are often attached to his body, further de-humanis- 
ing the Kyromancer’s appearance. 


Documentation 


Kyromancers are greatly feared by the Karro of Gevuria, for their 
powers make them very dangerous. In 1571, Caspin III, the High 
Sanctor of the Church of Sanctology at that time, passed a de- 
cree which was designed to reduce the freedom of the 
Kyromancers. The invention of Talandar Disrupters, whilst in- 
credibly useful from the Kyromancers’ point of view, had pro- 
vided the Karro with a means of attacking the Institute. A reluc- 
tant alliance was thus struck between the Church and the 
Kyromancers. 


The decree which formed the crux of this alliance was the Treaty 
of the Holy Energies. This paper placed the Church in control of 
policing the Institute of Kyromancy, via a separate body of Ky- 
romancers who became known as the Witch-hunters. This or- 
ganisation now consists of Kyromancers who are hand-picked 
by the High Sanctor and indoctrinated into the ways of the Church 
of Sanctology. The Witch-hunters fanatically work on the 
Church’s behalf, investigating arcane crimes and dispatching 
rogue Kyromancers. 


All Kyromancers who pass their apprenticeship receive their Tabla 
Rasa; the legal documentation of the Treaty of the Holy Ener- 
gies. This documentation appears in the form of a moon-metal 
badge inscribed with legal insignia and a registration number. It 
is this badge, when fused to the Kyromancer’s Kyrosuit, that 
allows the Formweaver to use Sa-energy with the Church’s sanc- 
tion. The Kyromancer can thus use the Sa within the towns of 
Gevuria but can still be arrested for any other breach of the law 
caused by his powers. The documentation will not prevent the 
Kyromancer being arrested for murder or any other crime. 


The Witch-hunters are responsible for policing members of the 
Institute of Kyromancy and are unpredictable in their ways. They 
have the power to arrest a Kyromancer for heresy, whether he 
has his documents or not. Kyromancers try to avoid the attention 
of these individuals for they have strange means of working and 
absolute power in the eyes of the Church. 


Every Kyromancer’s Tabla Rasa is fitted with a seperate regis- 
tration code, with copies kept by both the Institute of Kyromancy 
and the Church. Both of these organisations have the techno- 
logical abiltiy to switch the Tabla Rasa off, powering down the 
Kyrosuit and sending the wearer permanently into the Fade. This 
can only be done through strict agreement between both the 
Witch-hunters, acting on behalf of the Church, and the High Sur- 
geons of the Kyros Instructus. All known renegade Kyromancers 
can thus be dealt with quickly and easily. 


The control mechanisims for every Tabla Rasa are highly se- 
cured within the Kyros Instructus in Jevin and the Grand Sanc- 
tum in Treth. Both mechanisims must be switched off within 
twenty-four hours of one another to disable the renegade 
Kyromancer’s Kyrosuit. 


Kyromantic Factions 

There are many smaller sub-groups within the Institute of Kyro- 
mancy, but all tend to have ties with one of three main factions. 
These separate groups secretly vie for power within the Kyros 
Instructus. They have even been known to become entangled in 
the politics of Gevuria if they believe that there are others who 
can help them rise to power within their Institute. 


Kyros Ebon 


“ None of us were given the choice to Fade. 
We are truly victims of a cruel disease. “ 
Fynn Hyandall, 
Kyros Ebon. 


This faction deals with the calm and manipulative side of Sa. 
The specialists of the Ebon are often subtle and devious in their 
actions. They never take the most obvious course of events, pre- 
ferring elaborate and complex plans. 


Members of Kyros Ebon are often disillusioned by the effects of 
Dyce Syndrome. They remain bitter and despise ‘normal’ mor- 
tals for their ability to touch and feel. The Ebon shun others, 
preferring brooding isolation to contemplate their rise to power. 
They hate the Adelti for worshipping the disease which crippled 
them. 
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Kyros Adelti 


“We control our own destiny. 

Only a fool would deny the powers given to him.” 
Tannis Rage, 
Kyros Adelti. 


This faction often deals with the chaotic and destructive side of 
Sa. The specialists of the Adelti field tend to be loud, outspoken 
individuals who often use their powers in dramatic ways. There 
are many amongst the Adelti who have come close to losing their 
Tabla Rasa for crossing power with the Witch-hunters of the 
Church. 


The Adelti see their powers as a great gift and strive to better 
themselves and their technology. Whilst the Ebon permanently 
seek a cure for Dyce Syndrome, the Adelti would never will- 
ingly give up their powers. They believe that they are truly supe- 
rior to all mortals and arrogantly use others as pawns in their 
struggle for power. 


The more destructive organisations of Kyros Adelti, such as the 
rising Order of the Star, tend to play a more dominant role in 
Karro history than factions within the other two Houses. 


Kyros Modare 


“ Life must continue. 
We are no greater or lesser than any other Karro. 
We are simply different.” 
Kythand Dallatech, 
Kyros Modare. 


This faction deals with the natural balance and equilibrium of all 
things, and regards the Dyce Syndrome as neither a curse nor a 
blessing. The Modare seek to understand the disorder, rather than 
to cure it or to advance it. They use what they have as they see 
fit, simply because it is there. 


The Modare are the most practical members of the Kyros In- 
structus. They regard themselves as the equals of ‘normal’ mor- 
tals and are more willing to interact reasonably with the other 
societies than their peers. Kyros Modare often act as peace-keep- 
ers between the Institute and the other Gevurian societies. 
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Creating a Kyromancer 

The Kyromancer is the most difficult type of AC to generate due 
to the extra work involved, but it can be the most powerful and 
rewarding character to play. The steps below summarise the ad- 
ditional creation processes involved when an AC joins the Insti- 
tute of Kyromancy. All of the information gained from these steps 
should be written onto a photocopy of the Kyromancer Sheet 
supplied with the game. 


@ Choose Kyromantic Faction. Each Kyromancer belongs 
to one of three main factions within the Institute of Kyro- 
mancy, and it is this which determines many of the Kyro- 
mancers allies, enemies and beliefs. The player should 
read the description of each faction and decide which one 

best suits his character concept. 
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Alter Characteristics. Victims of Dyce syndrome are 
not ordinary mortals. Their minds and bodies have been 
altered by the disorder, and this affects their characteris- 
tics. 


A Kyromancer’s DAL characteristic starts Favoured twice 
so that the AC begins with a DAL characteristic of at 
least 6. Dyce Syndrome particularly affects the senses of 
it’s victims, so all Kyromancers begin with their SEN 
characteristic Slighted. For his second slight the Kyro- 
mancer must also Slight one other Physical characteris- 
tic to show his weakened state. 


The Kyromancer is free to Favour or Slight any other 
characteristic as he sees fit, but cannot further alter his 
DAL or SEN. 


Choose Kyroware. Each Kyromancer can have a lim- 
ited amount of items Sa-melded to his body. These diffi- 
cult surgical operations are conducted by the heads of 
the Institute of Kyromancy; the High Surgeons. No start- 
ing Kyromancer has the ability or the equipment to per- 
form such delicate tasks by themselves, and are thus lim- 
ited to the Kyroware described in the basic game. 


The AC Kyromancer has a number of spaces for Kyro- 
ware equal to his DAL characteristic. Each piece of Ky- 
roware will take up 1 or 2 spaces, as listed under its de- 
scription. The Kyromancer must look through the list and 
choose which pieces that he wants Sa-melded with his 
body. 


Modifying or replacing existing Kyroware is a long and 
dangerous process, thus some Kyromancers leave a few 
spaces free for future addition. An AC Kyromancer is 
free to take less than his full DAL worth of Kyroware. 


Buy Skills . The Kyromancer spends his Skill Points like 
any other character, but must remember to buy at least 
one level in each appropriate ‘Control’ skill for his Ky- 
roware. Each level of ‘Control’ skill for any device costs 
4 Skill Points. 


Fill in Kyromancer Sheet . The player must fill in a 
photocopy of the Kyromancer Sheet so that he has quick 
reference to his Kyroware and his Sa Point Pool during 


play. 


Every piece of Kyroware should be listed along with the 
appropriate ‘Control’ skill and the Difficulty Factor lev- 
els. 


The player should also fill out the Sa Point Pool section, 
listing his ‘Control- Dyce Transformer’ skill levels and 
the amount of SA Points gained at each level of Diffi- 
culty. 


The Powers of Fade 


There are several abilities open to the Kyromancer whilst he re- 
mains in his natural state within the Fade. He cannot draw upon 
the Sa-flow within him in the Fade, and so he cannot use any of 
the technical devices which are powered by Sa. 


There are three devices which the Kyromancer may use in the 


Fade :- 
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The Optical Filter clears the blurred vision associated with 
Dyce Syndrome and allows the Kyromancer to clearly 
see the Physical Sphere around him, whilst he is in the 
Fade or in Gargentihr. 


The Phonetic Link replaces the vocal and aural disrup- 
tion caused by Dyce Syndrome and allows the Kyro- 
mancer to hear and communicate with the Physical 
Sphere, whether he is in the Fade or in the physical world. 


The Dyce Transformer allows the Kyromancer to Phase 
from the Fade into the Physical Sphere. Whilst this de- 
vice is on, the Kyromancer becomes solid. Only once 
this device is switched on, and the Kyromancer emerges 
into ‘reality’ can any other power be used. 


The Fade is the Kyromancer’s natural habitat and offers him sev- 
eral advantages over normal mortals. 
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The Kyromancer appears slightly transparent, making him 
difficult to see in poor lighting. 


The Kyromancer makes no sound when he is in the Fade, 
unless he speaks through his Phonetic Link. 


The Kyromancer is immune to almost every form of physi- 
cal attack whilst he is in the Fade, including weapons, 
fire and damage from falling. 


The Kyromancer requires no food, water or air whilst in 
the Fade, and suffers no ill effects from the depravation 
thereof. 


The Kyromancer has the ability to walk through physical 
barriers such as walls and doors. The power to walk 
through the vertical Sa-fields can be tiring and costs the 
Kyromancer D6 FAT every time that he does so. 


A Kyromancer may still communicate fully with everyone in the 
Physical Sphere whilst he remains in the Fade, providing he uses 
a Phonetic Link and an Optical Filter. Without these devices, the 
Kyromancers senses are hazy, making communication difficult. 


There are also disadvantages to existing in the Fade :- 
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2D AE to operate: leaving Karrath 
poet 


Plates as his offensive item. 


| pieces of technology with the Kyro- 


The Kyromancer appears as a slightly transparent and 
silent blur to everyone, even with the Kyrosuit on. 


The Kyromancer cannot touch, feel or interact physically 
with anyone or anything whilst he remains in the Fade, 


phcris atuley 6th tn th Pade dud % 
htles Pha dt hease ss0nlt netiasre. 3 


ith 6 spaces out ofhis8DAL =f 


Looking through the list of Kyro-. 


- ware, Karrath decides that he  — | 
would like one offensive item, one 
piece of SO RL and 
perhaps one other piece of Kyro- 
ware, He chooses the following :- 
Karrath decides upon Disrupter 
efikes | 
the idea that he can disrupt other 


ware. The Plates take up two DAL, 
leaving him with 4 out of his 8 
DAL. 
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Karrath chooses the Damarn Scan- 

ner as his sensory Kyroware, for he | 

wishes to master the reading of the jf 

Sa-winds. The Scanner costs 1'‘D.AL, 
reducing his spare DAL to 3. | 


and likewise cannot be touched. 


The Kyromancer’s senses are greatly reduced, even with 
the assistance of the Optical Filter and Phonetic Link. 


ae 


& The Kyromancer must still expend energy whilst in the 
Fade and is prone to the other effects of Fatigue through 
skill use, Encumbrance and physical exertion. The Kyro- 
mancer can rest and sleep in the Fade to remove excess 
FAT. 


The Kyromancer can only affect the Physical Sphere by 
Phasing. Most pieces of Kyroware do not work in the 
Fade. 


Gravity still effects a Kyromancer in the Fade. The Ky- 
romancer may not pass through the ground’s large hori- 
zontal Sa-field. 


There are still a number of items and elements which can 
harm the Kyromancer whilst he is in his natural state of 
existence within the Fade. These include all forms of Sa- 
energy, moon-metal alloys and energy attacks, such as 
the Keldin bar. 


The Powers of Science 


Kyromancers live like every other mortal, drawing in Sa from 
thier surroundings in order to exist. The difference is that the 


Finally, Karrath chooses two 
smaller devices to augment his 
powers. The Subvocaliser will give 
the Kyromancer control over the 
unwary, whilst Adrenal Plugs will 
improve his speed and reflex time. 
These devices reduce his spare DAL 
to only one point. Karrath will keep 
this point for the future, so that he 
may alter and change his current 
Kyroware during the campaign. 


Chris must now decide on the sepa- 

rate levels for Karrath’s ‘Control 

skills. These skills are bought with 

SPs over the 6 Terms of character 

creation. ae buys the following 
vels :- 


‘Control Dyce Transformer’ 
Level 6 (24 SPs) 


‘Control Disrupter Plates’ 
Level 5 (20 SPs) 


‘Control Damarn Scanner’ 


Kyromancers require the artificial Kyrosuit to help them to draw 
in the Sa. The Kyrosuit also provides the Kyromancer with the 
ability to manipulate the Sa that flows through his body. It is this 
ability that gives the Kyromancers their arcane skills. 


All of the Kyromancer’s powers are derived from his Kyroware; 
from the Kyrosuit, which stabilises the effect of Dyce Syndrome, 
to the Dyce Transformer, which allows the Kyromancer to Phase 
back into the world of Gargentihr. These items can only affect 
the Kyromancer’s surroundings when he has Phased into the 
physical world of Gargentihr. This section explains how the Ky- 
romancer achieves this and what powers are available to him. 


The Sa Point Pool 


Every Kyromancer requires Sa-energy to power his technical 
equipment when he Phases into the Physical Sphere. Vast fields 
of Sa ebb and flow around the Kyromancer whilst he remains in 
the Fade, but the energy is too volatile to use in this state. The 
Dyce Transformer constantly absorbs Sa in the Fade and refines 
it so that the Kyromancer may use it when he enters the Physical 
Sphere. 


In game terms, the Kyromancer has a Sa Point Pool. This Pool 
shows the current number of Sa Points that the Kyromancer has 
available. He expends these Points every time that he uses one of 
his pieces of equipment. 


Level 4 (16 SPs) 


‘Control Subvocaliser’ 
Level 3 (12 SPs) 


‘Control- Adrenal Plugs’ 
Level 3 (12 SPs) 


There is room for improving these 
skills later the Hehe 4 and 
Karrath has ample SPs iefboesites his 
six terms to purchase a number of 
other useful skills. Chris now fills all 
of the relevant information into the 
Kyromancy Sheet for reference 
during play. He can now return to 
the Creation chapter to complete his 
character. 
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The size of the Sa Point Pool is determined by the Kyromancer’s 
DAL characteristic and his ‘Control- Dyce Transformer’ skill. 
The Kyromancer must decide the Difficulty Factor of a “‘Con- 
trol- Dyce Transformer’ skill Success Test. The higher the Diffi- 
culty, the greater the number of Sa Points gained in the Pool. 


Using up Sa Points 

Sa Points are used to charge up every piece of Kyroware used by 
the Kyromancer whilst he is Phased. Most devices have a Sa 
Point cost which can be incurred in one of two ways :- 


ee The device expends a small amount of Sa Points every 
Round that it remains in operation. Kyroware such as 
Damarn Scanners and Subvocalisers operate in this 
way. 


op The device expends a larger amount of 
Sa Points in one burst of energy. Ky- 
roware such as Disrupter Plates and 
Trancers operate in this way. 


All Sa Point costs from every piece 
of Kyroware run by the Kyromancer 
are marked off from his Sa Point 

Pool. When the Pool reaches 0, 
the Kyromancer has run out of 
expendable energy to power his 
Dyce Transformer and will 
Phase back into the Fade. 


The Sa Point Pool gained lasts 
until all of the points are ei- 
ther used up powering tech- 
nical devices, or discharged 
harmlessly into the surroufids, 
ing atmosphere. The Koo 
mancer cannot Phase ba 
into the Fade until he has used-y, 
up, or discharged, all of the Sa 
Points within the Dyce Trans- 
former. 


Discharging Excess.Sa 
Discharging excess energy takés-Onle: 

Round. The Kyromancer « cattibt'per- 
form any other actions duripg the dis- 
charge Round, including attacking and de¢- 
fending. He is seen to grasp the Dyce*Itans-, s, 
former’s harness as multicoloured watesrisi—/ 
ergy flow out of his Kyrosyit. // Ve rep St 


Refilling the Pool 


The Kyromancer cannot replenish his Sa Point Pool until he has 
spent at least one hour back in his natural state within the Fade. 
After he has spent at least an hour in the Fade, the Kyromancer is 
then free to attempt the ‘Control- Dyce Transformer’ skill roll 
once more. He will gain a new Sa Point Pool at this time, which 
replaces the current one. No Sa Points are carried over between 
Pools. 


Game Play 
Phasing In 


The first thing that a Kyromancer must do if he is to affect the 
Physical Sphere is to Phase into Gargentihr by using the device 
known as a Dyce transformer. This piece of Kyroware is one of 
the few that can be activated whilst the Kyromancer is in the 


Fade. 


It takes one Combat Round (roughly 6 seconds) to fully Phase 
into Gargentihr from the Fade. The Kyromancer quickly becomes 
solid during this Round and may be attacked, although he is as 

yet unable to defend himself or attack back. This is due 
to the disorientating affect of Phasing. 


Phasing is coupled with a great expendi- 
ture of Sa-energy which crackles and 
glows around the Kyromancer. He 
becomes fully substantial by the 
end of this Round and may pro- 
‘~* ceed to touch, feel and act 
r like any other mortals in the 
following Round. 


Using the Dyce trans- 
‘ former to remain 
Phased costs one Sa 
Point for each Round 
spent in the Physical 
Sphere. This cost is in 
addition to any others 
incurred through the 
use of devices or 
powers. 
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It takes the Kyro- 
mancer one additional 
Round to Phase out of 
| the Physical Sphere 
back to the Fade. The 
Kyromancer quickly be- 
comes intangible during 
this Round but may still be 
e attacked and is unable to de- 
-~fend himself or attack back 
? glue to the great disorientation 
# _Tettat this time. 
{ —— 


<< Determine Sa Point Pool 
Once the Kyromancer is fully Phased into the 


Physical Sphere, he must determine exactly how much 
Sa-energy his Dyce Transformer currently contains. 


The Dyce Transformer draws surrounding Sa-energy into the Ky- 
romancer’s Kyrosuit and stores it, thus allowing him to power 
technological devices with the Sa whilst he is Phased. The amount 
of stored energy depends on the Kyromancer’s skill in control- 
ling the Dyce Transformer. 


The amount of energy stored within the Dyce Transformer is 
measured in Sa Points. It represents the amount of Sa drawn from 
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the Kyromancer’s surroundings in the Fade into the Dyce Trans- 
former. 


The Kyromancer must decide how much energy he wishes to 
store. The Dyce Transformer holds a number of Sa Points equal 
to the Kyromancer’s DAL characteristic, but this amount can be 
increased by the Kyromancer making a DAL based Success Test, 
modified by his ‘Control- Dyce Transformer’ skill. This repre- 
sents the Kyromancer’s ability to ‘fine-tune’ his Transformer in 
order to gain an increased amount of expendable energy. 


The Kyromancer decides on the Difficulty Factor of the Success 
Test. It becomes increasingly difficult to draw the Sa into the 
Transformer as the device is filled, but you gain a larger pool of 
Sa Points if you do so. Failure results in a minimal amount of Sa 
being drawn into the device. Table 1 below shows the amount of 
Sa Points stored depending on the Difficulty Factor of the test. 


Table 1. Sa Point Pool 


Sa Points Pooled 
1 x DAL 
2 x DAL 
3 x DAL 
4x DAL 
5 x DAL 


Difficulty Factor 
Failure 


Easy 
Moderate 
Difficult 
Impossible 


It should be remembered that the Kyromancer cannot replenish 
his Sa Point Pool until he has spent at least one hour back in the 
Fade. 


Pushing the Dyce Transformer 

Using Kyroware can quickly deplete a Kyromancer’s Sa Point 
Pool, causing him to Phase back into the Fade. The Kyromancer 
can prolong his return to the Fade by pushing the usual limits of 
his Dyce Transformer to gain more time in the physical world. 
This is done by expending FAT. 


Kyroware usually runs on Sa Points from the Kyromancer’s Pool, 
but the Kyromancer can divert Sa from his body into the Dyce 
Transformer to keep it running. In game terms, this means that 
the Dyce Transformer costs 1 FAT per Round to run, as opposed 
to 1 Sa Point. This allows the Kyromancer to remain solid for 
longer, for he can use both Sa Points and FAT to run his Kyro- 
ware. 


The ability to push the Transformer allows the Kyromancer to 
Phase into the Physical Sphere for short periods of time without 
having to determine his Sa Point Pool. He can thus Phase in with- 
out having to wait 1 hour in the Fade to replenish his Pool. 


Using Kyroware 

Each technological device used by the Kyromancer costs a 
number of Sa Points to use. The more powerful pieces of 
Kyroware can quickly drain all of the Kyromancer’s Sa Point 


Pool. 


The Kyromancer can only use the majority of his Kyroware when 
he is Phased. The Kyromancer must use the Dyce Transformer 
EACH Round so that he remains upon the physical world of 


Gargentihr. This costs 1 Sa Point per Round and is in additional 
to any other costs incurred through the use of technical devices. 


Controlling Kyroware 
Once a device is running, the Kyromancer need not concentrate 


upon it. He is free to move, talk, fight and act whilst the device 
continues to work for as long as there are Sa Points in his Pool. 


The flow of Sa passes from the Dyce transformer, through the 
Kyromancer’s body, and into the desired piece of Kyroware. The 
Kyromancer can cut off any device at any time by flicking a 
switch on the Kyroware, at which time the power will cease. 
Many of the more complex pieces of Kyroware have internal 
switches, triggered by thought. 


Damaging Kyroware 
Each piece of Kyroware is a part of the Kyromancer, and may be 
damaged if the Kyromancer is injured. 


An AC Kyromancer must keep a note of where every piece of 
his Kyroware is located. If the Kyromancer receives a Difficult 
or Impossible Wound Effect, then all pieces of Kyroware lo- 
cated in the injured location will be damaged and will remain 
useless until they are repaired. 


Kyroware can only be repaired when the Kyromancer is Phased 
into the physical world, either by means of his Dyce transformer 
or through the use of an external force such as a Talandar Dis- 
rupter. The repair takes an additional period of time equal to the 
Kyromancer’s DAL characteristic in hours. The repair must be 
coupled with a ‘Science’ skill Success Test equal to the Diffi- 
culty Factor of the Wound Effect. 


Particularly badly damaged pieces of Kyroware may require ex- 
tra rebuilding at the Narrator’s discretion. The materials required 
and the amount of time taken are left up to the Narrator. 


Calculate Initiative 

The Kyromancer can use any piece of Kyroware quickly and 
easily. He acts on his base INIT, modified by the INIT from the 
D6 rolled for the Round. The person with the highest INIT total 
acts first. 


Using Kyroware can occur in the same Round as carrying out 
other actions, such as combat. The individual with the highest 
INIT total acts first, followed by the next fastest and so on until 
everyone has acted. In effect, using Kyroware occurs exactly the 
same as using a weapon or other item. 


A Kyromancer can use as many pieces of Kyroware at the one 
time as his Sa Point Pool will allow for. Each piece of equipment 
will cost further Sa points and each use must be dealt with sepa- 
rately. A ‘Control’ skill roll must be attempted for every sepa- 
rate item of Kyroware being utilised. 


All uses of Kyroware occur as soon as the Kyromancer can re- 
act. There is no time delay between each additional use after the 
first one. 
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‘Control’ Skill Success Test 


Using a piece of Kyroware is a tricky business, for each item is 
unique and must be learnt separately. A Kyromancer must be 
trained in every piece of Kyroware Sa-melded to his body if he 
is to correctly control the flow of Sa through his body and into 
the equipment. 


The Kyromancer can use his Kyroware to affect both his sur- 
roundings and any other mortals or creatures nearby, but to do so 
he must be able to read the Sa that flows through his target. The 
technique for doing so is called ‘Reading Pattern’. 


The Sa Winds sweep across Gargentihr, constantly ebbing, flow- 
ing and changing. Every physical object, whether it be rock, tree, 
animal or mortal has it’s own particular signature, or Pattern. 
Before the Kyromancer can affect any object or creature, he must 
first read the Sa-energy Pattern that surrounds it. Once he has 
access to an object’s Pattern, he can affect it with his powers. 


The Success Test 


In game terms, Reading Pattern is achieved by making a Success 
Test every time that the Kyromancer attempts to use a piece of 
Kyroware. The Success Test is based around the DAL of the 
Kyromancer and modified by his ‘Control’ skill in the piece of 
Kyroware which is being used. 


The Kyromancer must make a ‘Control’ skill Success Test if he 
is to read any object’s Pattern. Once the target’s Pattern has been 
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of the Patharr’s great hall, a low wind 
whistling along the corridor behind them. 
The tale gaunt figure of the House Shoth 
guard stood motionless, sithouetted in the 
archway against the low glow of the halls 
Maas fires. With a nod of grim determina- 
tion, Ganna signalled for the ambush to 

| begin. ‘Now’, she hissed. 

In game terms, the characters must all 
begin by rolling a Dé for Initiative. Ganna 
rushes the Khostran guard, whilst 
|  Karrath spends the Round Phasing into 

_ the Physical Sphere. Chris rolls a 6 for 
i}  XKarrath’s INIT and curses at the addi- 
H ~=—s tional FAT gained by rolling this number 
on his INIT die, which he must mark onto 
his Energy Bar. | 


Karrath is defenceless this turn as he 
Phases into Gargentihr. Luckily, the 
Khostra is surprised and Ganna stands 
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between the two, protecting the Kyro- 
~ mancer. (All part of the plan). With a 
great flash and crackle of energy, 


Karrath completes his Phasing. 
Karrath must now determine his Sa Point 


f 


4x" 


f Karrath and Ganna stood in the darkness — 


successfully read, the Kyromancer can immediately affect the 
target with his Kyroware. 


A target’s Pattern is constantly in flux. The Kyromancer must 
attempt a separate Success Test every time that he uses any piece 
of Kyroware, even if he has already locked on to that particular 
target’s Pattern in a different Round or with a different piece of 
Kyroware. 


Remember - Every use of every piece of Kyroware counts as a 
separate attempt to read the target’s ever-changing Pattern. 


The Difficulty Factor 


Sa is a random and unpredictable force; even to the Kyromanc- 
ers who use it every day. An AC Kyromancer will never know 
the Difficulty Factor of the Success Test made to read Pattern. 
He will simply know whether he has managed to lock onto his 
target or not. 


In game terms, it is up to the Narrator to determine the Difficulty 
Factor of the ‘Control’ skill Success Test required to read the 
target’s Pattern. Each piece of Kyroware has a number of factors 
which will alter the Difficulty Factor of the Test, and these are 
listed with each device to aid the Narrator in his decision. 


There are two over-riding factors which should help the Narra- 
tor to quickly decide the Difficulty Factor of the Test. These are 
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Pool. Karrath knows that he must cross } 
the great hall, and use his powers to | _ 
disrupt the Dalton Lock which is situated [ 
on the far side. He also wants to give ; 
Ganna a hand, for she is struggling to take 
_ care of the Khostran guard. To do allthis {| 
will take quite a few Sa Points, so he 
chooses to fine-tune his Dyce Transformer 
for extra energy. Chris decides on a Diffi- 
culty Factor of Difficult. 


_ Karrath’s DAL is 8 and his ‘Control- Dyce 
Transformer’ skill is 6,s0 he needs toroll | 
11 or less to succeed in tuning the device. | 

He rolls a5, and succeeds! This gives hima | 
Sa Point Pool of 32 points to play with. (4 | 
times his DAL of 8 = on ! 


In the second Round, Karrath has taken 

physical form and can now use his Kyro- 

ware. (He can also be physically harmed). 
_ It automatically costs him 1 Sa Point to 
keep his Dyce Transformer running in 

this, and every other, Round, but Karrath {| 

has a more immediate use for one of his 

devices. 


Chris rolls a D6 eB an INIT modifier 
of 2, giving Karrath a total of 14. He acts 
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p Is the target in tune with the world of Gargentihr? 
Basically, the more in tune (the higher KAI) that the tar- 
get is with it’s surroundings, the greater the Difficulty 
Factor. A sacred glade placed on the line of a light 
Dreampath, or a Ha’esh Kai-cha who knows the secret 
powers of Belief Magick are difficult targets, whilst man- 
made metal doors and technical equipment are easy tar- 
gets. 


p How much will the outcome of the Kyromancer’s pow- 
ers affect the world? If the Kyromancer uses his powers 
to only affect himself, then the Difficulty Factor will be 
low. If the Kyromancer is attempting to alter the grand 
scheme of the campaign or the world, then the Difficulty 
Factor will be far higher. 


The ability to Read Pattern is a Narrator’s tool. It gives you much 
control over what can be a very powerful_character type. Basi- 
cally you call all of the shots. If the Kyromancer uses his powers 
and they fit into the current stoty, then allow him to do so. If he 
abuses his powers and is in danger of ruining the game, then he 
should find things much harder going. 


Control Skills 


Each piece of Kyroware listed requires a separate skill, which 
must be purchased with SPs during Character Generation or learnt 
during an on-going campaign. The ‘Control’ skills determine the 
Kyromancer’s ability with each individual piece of Kyroware 
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after both the Khostra and Ganna, and 
sees the Channi injured by the guard in 
this Round. Racing forward, Karrath 
grabs the Khostra’s arm and switches on 


his Disrupter Plates, channelling 14 Sa 
| Points through them. 


Chris must now rofl to read the Khostra’s . 
Pattern, in order to channel the energy 
through his target. This involves a ‘Con- 

trol- Disrupter Plates’ skill Success Test, so 
the Narrator must decide on the Diffi- 

culty Factor. : 


The Narrator splits his decision into two 
parts, Karrath’s advantages and disad- 
vantages, as follows 


Advantages 
The attack is heroic. 
_ The attack will surprise the Khostra. 
The attack fits in with the current story. 
ae: 
The Khostra is of another race. 
- ‘The Kfiostra is strong and fast. 


and are separate from the actual Sa-melding process which fits 
the equipment to the Kyromancer’s body. 


Failing to Read Pattern 


If he fails the ‘Control’ skill Success Test, the Kyromancer has 
failed to lock onto his target but has still expended some of the 
Sa Points in his Pool. A failed ‘Control’ roll still costs the Kyro- 
mancer all the Sa Points placed into the use of that particular 
piece of Kyroware for that Round. 


Fortunes and Set-Backs 


If a player rolls a natural 1 whilst attempting to Read Pattern, he 
has rolled a Fortune. The Sa flows smoothly through the Kyro- 
mancer and the target’s Pattern is successfully read, no matter 
what the chance of success was. Furthermore, the Kyromancer 
does not lose any Sa Points through the use of that particular 
piece of Kyroware in that Round. 


If the Kyromancer rolls a natural 20 then he has rolled a Set- 
Back. The Kyromancer has not only failed to read the target’s 
Pattern, but the piece of Kyroware that was being used may have 
been damaged, and will remain useless until the Kyromancer 
has an opportunity to repair the damage in his Jevin laboratory. 


The Narrator decides that the Advan- 
tages outweigh the Disadvantages and, — 
awards a iculty Factor of Moderate. 
Karrath is a specialist (level 5) in the use 
_ of ‘Control Disrupter Plates’, and thus 
requires a 16 or less to read the Khostra’s 
Pattern. He rolls an 8 and discharges the 
energy through his target. Chris rolls his 
_ dice and gets 9 DAM to the Khostra’s 
torso. This does a total of 23 DAM (Ar- 
mour does not count against Disrupter 
damage). The Khostra also fails his Moder- 
ate HEA Success Test and falls prone, | 
allowing Ganna to quickly finish him off. 


Karrath’s attack is successful, and Chris 
marks a relay 15 Sa Points (1 for his 
Transformer and 14 for the Disrupter) ‘Wee 
this Round. Karrath has 17 Sa Points left 
in his Pool, and so quickly begins to move 
towards the Dalton Lock across the hall. 
‘When his Pool runs out, the Kyromancer 
will have to remain in the Fade for 1 hour 
to replenish his Sa Points. 
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Kyroware Devices 


All of the Kyromancers powers are linked to pieces of techno- 
logical equipment called ‘Kyroware’. These items consist of 
moon-metal, sarakern flesh and gems, for only a few substances 
can pass through into the Fade with the Kyromancer. 


Each piece of Kyroware must be surgically fused onto the Kyro- 
mancers body using the process known as Sa-melding. Each de- 
vice becomes a part of the Kyromancer, as important to him as 
flesh and bone, and as individual as any fingerprint. Pieces of 
Kyroware are the only items which are able to pass into the Fade 
with the Kyromancer. 


Kyroware Statistics 


There are a number of statistics listed with each piece of Kyro- 
ware. These are :- 


p DAL Cost. Each Kyromancer is limited in the amount of 

Kyroware which may be Sa-melded to his body, for such 

equipment warps the mind and the soul. Each piece of 

Kyroware has a DAL cost listed under it’s description. 

The Kyromancer can only fit a number of devices equal 

to his DAL characteristic onto his body before he is de- 
stroyed by the strain. 


p Control Skill. All Kyroware requires training to be prop- 
erly used, and each item has a separate ‘Control’ skill 
associated with it. The Kyromancer must have the skill if 
he is to use the device. 


p Sa Point Cost. Each device must be run using Sa-en- 
ergy. This section lists the various costs in Sa Points which 
must be spent from the Kyromancer’s Sa Point Pool to 
run the item. Sa Point Costs take two different forms. 


Cost per Round - These devices require a number of Sa 
Points to run each Round that they are used. The Kyro- 
mancer only pays this cost when he is using the device. 


Cost per Measure - These devices require a number of Sa 
Points to produce a one-off effect. The exact amount of 
Sa Points spent is not a fixed amount; the Kyromancer 
must decide how many points he is going to place into 
the device. 


The larger the amount of Sa Points placed into the de- 
vice, the more powerful the effect produced. Damage and 
range are two of the most common factors which can be 
increased in this way. 


It should be noted that the list of Kyroware presented here is by 
no means a full catalogue of devices and equipment utilised by 
the Kyromancers. Later supplements will deal with other devices, 
and the Narrator should feel free to create his own. 


Adrenal Plugs 


DAL Cost - | 
Control Skill - “Control - Adrenal Plugs’ 
1 per INIT 


Sa Point Cost - 


Adrenal Plugs are thin moon-metal tubes which run down the 
neck from behind the Kyromancer’s ear into his Kyrosuit. The 
Plugs increase the flow of sarakern fluid around the Kyromanc- 
er’s body, heightening reflexes and increasing reaction time. 


The Kyromancer must state that he is going to use his Adrenal 
Plugs before any dice are rolled for Initiative. The number of 
levels added to the Kyromancer’s INIT determines the Difficulty 
Factor of the ‘Control’ skill Success Test. 


Each Sa Point placed into the Adrenal Plugs will increase the 
Kyromancer’s INIT level by 1 for that Round only. The Kyro- 
mancer must attempt a ‘Control’ roll for each Round that he uses 
the device. 


DAL Cost - | 


Control Skill - “Control - Cardiac Resistor’ 


Sa Point Cost - 


| per FAT 


The Cardiac Resistor is a series of large moon-metal valves and 
leather pumps which are attached to the Kyromancer’s heart via 
tubing from his Kyrosuit. The Resistor controls the effects of 
shock and pain felt by the Kyromancer, allowing him to con- 
tinue to act even when fatigue and damage have taken their toll. 


The Kyromancer may attempt a ‘Control’ Success Test when he 
receives any FAT through work or injury. The Difficulty Factor 
of this Test depends on how many FAT levels the Kyromancer 
has taken. If this Success Test is successful, the Kyromancer can 
divert a number of the FAT levels received through his Kyrosuit 
at a cost of 1 Sa Point per FAT level. The diverted FAT levels are 
effectively ignored by the Kyromancer, and do not have to be 
marked onto his Character Sheet. 


The Kyromancer can choose exactly how many of the FAT re- 
ceived are diverted into his Kyrosuit, but must pay the 1 Sa Point 
cost for every FAT level which is removed. The FAT levels are 
removed permanently. The Resistor will only remove FAT levels 
that were received immediately prior to the use of the device. If 
all the FAT levels are absorbed, the Kyromancer will not receive 
any Wound Effects from the attack. 
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DAL Cost - | 
Control Skill - ‘Control - Damarn Scanner’ 


Sa Point Cost - 


1 per Round 


The Damarn Scanner is a 6" moon-metal cube attached to the 
Kyromancer’s Kyrosuit via a thick tube of sarakern leather. This 
device shows the flow of the Sa-winds which constantly pass 
across the surface of Gargentihr. The Scanner allows the Kyro- 
mancer to read the complex patterns of the wind via a small screen 
on one of the cube’s surfaces. This provides him with the follow- 
ing abilities :- 


The Kyromancer can see all of the Sa-winds and Dream- 
paths in the immediate area. 


The Kyromancer can see the whorls and loops in the Sa- 
winds which indicate incoming storms and weather con- 
ditions. 


The Kyromancer can see areas which are devoid of Sa, 
such as those found within Talandar Disrupters or near to 
the creatures called panu. 


The Kyromancer can see Sa-rich areas and any items 
which have stored Sa, including gems. 


The Kyromancer can see all other current uses of Sa within 
his surroundings, including the use of Kyromancy, and 
other types of Formweaving and Belief Magick. 
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A ‘Control’ roll is required to read the Damarn Scanner, the Dif- 
ficulty Factor depending on the amount of surrounding Sa and 
the time taken by the Kyromancer to study the Scanner’s infor- 
mation. The longer the Scanner is powered up, the easier the 
Difficulty. 


DAL Cost - 2 


Control Skill - ‘Control - Disrupter Plates’ 


Sa Point Cost - 


| per DAM 


Disrupter Plates are moon-metal pads which are built into the 
Kyromancer’s palms. The pads allow the Kyromancer to charge 
Sa-energy through his body and unleash it as kinetic energy, in 
much the same way as a Keldin bar does. There are three main 
uses for the Disrupter Plates :- 


op The Kyromancer can channel the kinetic energy stored 
within the plates through another living creature. Both 
plates must touch the target and will cause 1 DAM per Sa 
Point placed into them. This form of attack ignores all 
AVs in exactly the same way as a Keldin bar does. The 
‘Control’ roll Difficulty Factor for this attack depends on 
how easy it is for the Kyromancer to place his hands upon 

his target. 


@ The Kyromancer can channel the kinetic energy stored in 
the plates through other technological devices to temporar- 
ily disrupt them. A disrupted piece of equipment will cease 
to work for a limited time. The more Sa Points placed into 
the equipment, the longer the equipment will remain use- 
less. The Difficulty Factor of the ‘Control’ roll depends on 
the size and complexity of the targeted device. 


op The Kyromancer can use the kinetic energy stored within 
the plates to deflect incoming missiles and energy attacks. 
The Difficulty Factor of the ‘Control’ roll depends on 
the speed and size of the incoming missile and the amount 
of Sa Points placed into the defence. 


DAL Cost - 0 


Control Skill - “Control - Dyce Transformer’ 


Sa Point Cost - 


| per Round 


This device is a technical harness which is worn over, and plugged 
into, the Kyrosuit. The harness has a frontal control panel which 
allows the Kyromancer to fine-tune the Transformer to gain a 
larger Sa Point Pool. 


The Dyce Transformer controls the Kyromancer’s ability to Phase 
into the Physical Sphere from the Fade. Whilst the device is pow- 
ered, the Kyromancer becomes solid, and is able to touch, feel 
and interact with his surroundings. 


The Dyce Transformer must be switched on if the Kyromancer is 
going to use any of his other Kyroware, with the exception of the 
Phonetic Link and the Optical Filter. The Transformer provides the 
Kyromancer with his Sa Point Pool which allows him to power his 
other devices. The Difficulty Factor of the ‘Control’ skill roll de- 
termines the size of his current Sa Point Pool. The Kyromancer 
determines the Difficulty Factor of the ‘Control’ skill roll. 


Additional energy can be placed into this device via the use of 
small gems called Sa-crystals. When plugged into the Trans- 
former, these gems allow the Kyromancer to remain Phased for 
up to 12 minutes. The Gems section of the rules covers the use 
of Sa-crystals. 


DAL Cost - | 


Control Skill - “Control - Energy Capacitors’ 


Sa Point Cost - | per Round 


Energy Capacitors are a series of 6" long canisters attached to 
the Kyromancer’s Kyrosuit via thick tubing. The Kyromancer 
can draw additional energy into these capacitors and store it for 
later use, thus augmenting his Sa Point Pool. This is a dangerous 
and complicated task, for only the strongest Sa-winds have 
enough energy to fill the capacitors. The Difficulty Factor of the 
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‘Control’ skill Success Test depends on the strength of the sur- 
rounding Sa-winds. A separate ‘Control’ roll must be made each 
Round to read the surrounding wind Pattern. 


Each Round that the Kyromancer remains in the full flow of a 
trade Sa-wind or just before a Sa-storm, the Energy Capacitors 
will absorb 1 Sa Point (up to a maximum of 10). These Sa Points 
are safely stored within the Capacitors and may be taken into the 
Fade. They remain within the Capacitors until they are used up. 


In effect, the Energy Capacitors add to the Kyromancer’s total 
Sa Point Pool. These points can be used in exactly the same way 
as normal Sa Points, but are only replenished when the Kyro- 
mancer refills his Capacitors from a strong Sa-wind. 


DAL Cost - | 
Control Skill - ‘Control - Force Beacon’ 


Sa Point Cost - 


| per Round 


The Force Beacon is a three-piece device designed to pin-point a 
single location with great accuracy. Three circular plates are fused 
to the front of the Kyromancer’s Kyrosuit in a triangular pattern. 
A fourth piece, which resembles a 3" orb sits in the centre of this 
triangle. This section is removable and acts as the attracting bea- 
con. 


The three plates form an energy receiver which can accurately 
pin-point the location of the beacon orb, whatever the range. This 
device will determine the range and direction between the Kyro- 
mancer and the orb. A ‘Control’ skill Success Test is required 
every time that the Kyromancer attempts to locate the orb. The 
Difficulty Factor is determined by range, modified by the orb’s 
surroundings and motion, and by how long the Kyromancer keeps 
the Force Beacon powered up. 


DAL Cost - | 


Control Skill - “Control - Hassic Translator’ 


Sa Point Cost - 


1 per language skill level 


The Hassic Translator is a secondary moon-metal voice box which 
is connected over the Kyromancer’s mouth. A small connector 
runs along the jawline from ear to the box, connecting the two 
pieces of this device. The Translator must be used in conjunction 
with a Phonetic Link in order to work. 


This device allows the Kyromancer to comprehend, translate and 
communicate in any language that he hears spoken. The Trans- 
lator is designed to pick up the sounds transmitted by one crea- 
ture only, and dampens all other background noise. The 
Kyromancer is deaf to all other sounds bar those spoken by the 
target whose Pattern has been read. The device cannot translate 
any written work. 
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The Kyromancer can tune the Hassic Translator to only one tar- 
get at any given time. The Difficulty Factor of the ‘Control’ skill 
Success Test depends on the familiarity and complexity of the 
tongue been translated. It costs 1 Sa Point for each level of lan- 
guage skill desired by the Kyromancer. 


DAL Cost - | 
Control Skill - none 


Sa Point Cost - 


none 


The Kyroblade is a thin, single-edged blade which is Sa-melded 
into the flesh and bone of the Kyromancer. The blade consists 
entirely of moon-metal to allow it to Phase into the Fade with the 
Kyromancer. It is the only weapon that has the ability to do so, 
for it is a part of the Kyromancer. 


The blade acts like any other weapon when the Kyromancer has 
Phased into Gargentihr. There is no ‘Control’ skill for the 
Kyroblade. It has it’s own COM-based skill and must be learnt 
separately in the same way as any other combative ability. 


The Kyroblade retracts into the Kyromancers flesh and is usu- 
ally located in the wrist, for fast, unseen attacks. The Kyromancer 
may only use the blade whilst he is Phased into the Physical 
Sphere. It’s statistics are given in the Equipment chapter. 


DAL Cost - | 


Control Skill - ‘Control - Kyroscope’ 
Sa Point Cost - 


1 per Round 


The Kyroscope is fitted to the Kyromancer’s Optical Filter. The 
Scope further enhances the Kyromancer’s visual capabilities, 
providing him with the following abilities :- 


9 The Kyromancer’s sight can be increased beyond the nor- 
mal human capability to the extent that targets on the ho- 
rizon are clearly defined, and minute details can be seen. 


p The Kyromancer can magnify his sight to such an extent 
that microscopic details can be made out. Tiny flaws, in- 
dividual fingerprints and other specifics are all clearly 
see through this device. 


p The Kyromancer can see in total darkness, regardless of 
the lighting level. 


A ‘Control’ skill roll is required every time that the Kyromancer 
focuses the Kyroscope. The Difficulty Factor is determined by 
the range and the exact requirements laid down by the Kyro- 
mancer. 


168 


DAL Cost - 0 
Control Skill - none 


Sa Point Cost - none 


The Kyrosuit is the device which stabilises the effects of Dyce 
Syndrome, thus allowing the Kyromancer to exist permanently 
in the Fade. The Kyrosuit is made purely of sarakern leather, a 
material which, when properly treated, can pass into the Fade 
with the Kyromancer. 


The Kyrosuit is fused onto the body of the Kyromancer. A mix- 
ture of blood and sarakern fluid circulates around the suit and 
into the Kyromancer, forming a second lair of living flesh around 
his body. The fluid acts as a Sa-conductor, allowing the energy 
to constantly flow through the Kyromancer’s body. 


The Kyrosuit has a thick rubber hide which provides the Kyro- 
mancer with some armour when he Phases into the Physical 
Sphere. The suit consists of hundreds of tiny tubes which allow 
the fluid to circulate. The living tissue repairs itself if the suit is 
damaged, thus preventing leaking. There is no ‘Control’ skill for 
the Kyrosuit. The Kyromancer simply cannot exist without one. 


The Kyrosuit also holds the Tabla Rasa moon-metal badge, com- 
plete with the Kyromancer’s registration code. The entire suit 
can be shut down through this device, if the Church and the In- 
stitute of Kyromancy both agree that the wearer is a threat. 


DAL Cost - | 
Control Skill - ‘Control- Lann Ossifier’ 


Sa Point Cost - 


| per day 


The Lann Ossifier is a piece of Kyroware which is fitted directly 
onto the front chest-piece of the Kyromancer’s Kyrosuit. The 
Ossifier is a slim 8" long box, holding a 3" diameter canister 
which slots directly into it’s base. The canister can be quickly 
released by snapping the box open. 


The Lann Ossifier preserves any item placed within the small 
canister for an unlimited amount of time. The Ossifier petrifies 
the object in solid Sa, allowing it to Phase back into the Fade 
with the Kyromancer. The canister will protect and hold any small 
object up to 1 ENC in weight both in Fade and in the Physical 
Sphere. Only the Kyromancer can open the canister; it otherwise 
remains totally secure. 


Fragile and complex items must be accurately sealed within the 
solid Sa, a task which must be carefully monitored by the Kyro- 
mancer. Each object’s Pattern must be read before the object is 
preserved, the Difficulty Factor of the ‘Control’ roll depending 
on the object’s complexity. Each Sa Point placed into the canis- 
ter will preserve the object for one full day. 


DAL Cost - 2 
Control Skill - “Control- Manual Enhancer’ 


Sa Point Cost - 1 per Round / | per DAM 


The Kyromancer can increase his gripping strength and manual 
dexterity by replacing one hand with a fully working moon-metal 
replica. This Manual Enhancer acts exactly as the original. The 
hand can be powered through the use of Sa Points to gain addi- 
tional benefits. 


p The Manual Enhancer can increase the strength of the 
Kyromancer, enabling him to achieve remarkable feats 
of strength and power. The Difficulty Factor of the ‘Con- 
trol’ skill is determined by the size of the task in hand. 


oe Additional Sa-Points will increase the gripping and 
smashing DAM done by the hand by 1 DAM. The moon- 
metal hand is extremely flexible and tough. It cannot be 
damaged through any normal means. 


p The Manual Enhancer can also be channelled to perform 
extremely delicate feats of manual dexterity and manipula- 
tion. The Difficulty Factor of the ‘Control’ roll is deter- 
mined by the complexity and delicacy of the task in hand. 


Optical Filter 


DAL Cost - | 


Control Skill - none 


Sa Point Cost - 


none 


All victims of Dyce Syndrome suffer from a great reduction in 
their senses due to the ‘static’ which exists between the Fade and 
the Physical Sphere. This piece of Kyroware assists the Kyro- 
mancer’s failing eyesight, allowing him to see into the Physical 
Sphere, both whilst he is in the Fade and when he has Phased 
into Gargentihr. 


The Optical Filter usually appears as a metallic eye-piece which 
covers one side of the face. A number of wires and tubes run 
through the flesh into the skull. 


Without an Optical Filter, the Kyromancer’s visual perception is 
reduced to a blurred haze of outlines and movement coupled with 
static. He is out of phase with the Physical Sphere and only re- 
ceives and transmits limited information from the Fade. The Fil- 
ter reduces the static, allowing the Kyromancer to see more clearly 
and enabling him to relate to his surroundings. 


The Optical Filter only partially improves the Kyromancer’s 
senses and does not increase his SEN characteristic. There is no 
‘Control’ skill for this device. The Kyromancer simply cannot 
see into the Physical Sphere without it. 


169 


DAL Cost - | 
Control Skill - ‘Control- Optical [lluminator’ 


Sa Point Cost - | per Round 


The Optical Illuminator is a 4" cylindrical device which is fused 
to the side of the Kyromancer’s head. This piece of Kyroware 
projects a beam of light, illuminating an arc ahead of the Kyro- 
mancer, 2 yards wide by 10 yards long. The Illuminator can also 
omit fast bursts of light as a form of signalling. 


The intensity of the light can be altered via a ‘Control’ skill Suc- 
cess Test, the Difficulty Factor of which depends on the inten- 
sity of light required. The light produced can vary from the weak 
glow of candle-light to the blinding burst of a flare. 


Phonetic Link, 
DAL Cost - | 
Control Skill - none 


Sa Point Cost - 


none 


All victims of Dyce Syndrome suffer from a great reduction in 
their senses due to the ‘static’ which exists between the Fade and 
the Physical Sphere. This piece of Kyroware allows the Kyro- 
mancer to hear and communicate with the Physical Sphere, both 
whilst he is in the Fade and when he has Phased into Gargentihr. 


There are many versions of the Phonetic Link in circulation. The 
two most common forms are a metal face mask which covers the 
mouth and throat, and a system of metal tubes which run up the 
neck and into the jaw. 


Without a Phonetic Link, the Kyromancer’s aural perception is 
reduced to a faint buzzing coupled with static. He is out of phase 
with the Physical Sphere and only receives and transmits limited 
information from the Fade. The Link reduces the static, allowing 
the Kyromancer to hear more clearly and enabling him to com- 
municate with his surroundings. 


The Phonetic Link only partially improves the Kyromancer’s 
senses and does not increase his SEN characteristic. There is no 
‘Control’ skill for this device. The Kyromancer simply cannot 
hear or communicate with the Physical Sphere without it. 


DAL Cost - 2 
Control Skill - *‘Control- Pulse Box’ 


Sa Point Cost - | per Round / | per DAM 


The Pulse Box is a small moon-metal device which is connected 
to the Kyromancer’s throat. The Box is connected to the Pho- 
netic Link via tubes which run up through the neck and into the 
user’s vocal chords. 


The Pulse Box allows the Kyromancer to fling pulses of ultra- 
sonic sound with great speed and accuracy. These pulses may be 
used to determine the range of any object within sight and will 
allow the Kyromancer to partially ‘see’ in darkness by reading 
the rebounding sonic waves. The Difficulty Factor of the ‘Con- 
trol’ roll depends on the surrounding terrain. The Kyromancer 
must use one Sa Point per Round to continue to move in dark- 
ness. 


The Pulse Box can omit subtle sound waves to jam any nearby 
aural sensors, such as Sonic Receivers and certain types of Khos- 
tran orbs. The Difficulty Factor is determined by the complexity 
of the sensor being jammed. 


The Pulse Box can also transmit great waves of ultra-sonic sound 
which can be used as a form of attack. These waves cause a huge 
roar of sound but are very accurate, hitting any chosen target that 
the Kyromancer can see. Each Sa Point placed into the Pulse 
Box will cause 1 point of DAM. The Difficulty Factor of the 
‘Control’ roll is based around the range, size and motion of the 
target. 


DAL Cost - | 


Control Skill - “Control- Sonic Reciever’ 


Sa Point Cost - 


I per yard 


The Sonic Receiver is a two-piece device which is fitted onto the 
Phonetic Link and covers one of the Kyromancer’s ears. The 
outer section of the Receiver splits from the ear-piece and can 
then be placed wherever the Kyromancer desires. He can tune 
into the device via a ‘Control’ roll and then hear through the 
Receiver as if it were his own ear. The Difficulty Factor of this 
Success Test depends on distance, background noise and level of 
conversation heard. 


A Sa Point must be expended for every yard of range between 
the Kyromancer and the Receiver. Once these points are spent, 
the Kyromancer hears everything through the Receiver until he 
switches the device off. He must switch the device off if he wishes 
to hear through his own ears once again. 
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DAL Cost - | 
Control Skill - “Control- Subvocaliser’ 


Sa Point Cost - 


I per KAT 


The Subvocaliser is an additional tiny device which is connected 
to the side of the Kyromancer’s Phonetic Link. This device trans- 
mits extremely low pitched subliminal messages beneath the 
Kyromancer’s voice which test the responses and emotions of 
the target. This device provides the following abilities :- 


os The Kyromancer can heighten any one emotion felt by 
the target, providing that the Kyromancer knows that the 
emotion exists in the first place. (The ‘Race lore’ skill 
can aid the Kyromancer in this task). 


p The Kyromancer can attempt to subliminally manipulate 
the target, providing that he is receptive to the ideas con- 
veyed in the message. 


Only one person can be targeted by the Subvocaliser at any one 
time. The Kyromancer must read the Pattern of the target in or- 
der to send his subliminal message. The Difficulty Factor of the 
‘Control’ skill Success Test is determined by the emotional state 
of the target and the ideas conveyed by the Kyromancer’s mes- 
sage. 


The Subvocaliser will only affect weak willed individuals un- 
less the energy placed into the device is increased. The Sa Point 
total placed into the device must be equal to, or greater than, the 
KAI characteristic of the target. The Kyromancer will never know 
the exact amount involved and so must estimate how many Sa 
Points to place into the device. 


DAL Cost - | 
Control Skill - 


‘Control- Thermic Element’ 


Sa Point Cost - 


| per Round 


The Thermic Element is a 6" moon-metal rod which is attached 
to the Kyromancer’s Kyrosuit via a thick leather pipe. The Ele- 
ment superheats the moon-metal until it is white-hot, thus allow- 
ing the Kyromancer to use the device for cutting, welding and 
fusing. 


The Thermic Element produces the same effects as an “Intense 
Fire’, as outlined under the Game Mechanics chapter. It can 
quickly cut through most mediums. The ‘Control’ skill Success 
Test for using this device depends on the material to be cut. 


Trancers 


DAL Cost - 2 
Control Skill - “Control- Trancers’ 


Sa Point Cost - 


1 per yard / | per wound 


A Kyromancer can choose to have his fingertips replaced by 
moon-metal pads which can fling small orbs of Sa-energy called 
‘Trancers’. These tiny charges of Sa fly brightly through the air 
and are capable of great damage if they are correctly used. 


Trancers can be flung over long ranges, but each burst costs 1 Sa 
Point per yard thrown. Trancers will cause damage equal to 1 
wound with no modifiers. The amount of DAM rolled on 2D10 
is the amount of DAM done by the wound. All armour protects 
against the DAM done by Trancers, but the Kyromancer can in- 
crease the number of wounds done by the attack, at a cost of 1 Sa 
Point per wound. 


The Kyromancer must decide how many wounds are to be done 
before he rolls to read the target’s Pattern. The Kyromancer can 
choose to hit more than one target, but must split the number of 
wounds done between the targets. A ‘Control’ roll must be made 
for each separate target, the Difficulty factor determined by range, 
size and motion. 


Tyson Warp 


DAL Cost - | 


Control Skill - ‘Control- Tyson Warp’ 


Sa Point Cost - | per Round 


The Tyson Warp consists of several moon-metal bars running 
along one of the Kyromancer’s forearms. The bars enter the flesh 
at both elbow and wrist, forming a large cylinder around the lower 
arm. This cylinder warps the Sa-energy into a powerful tractile 
force. With this device :- 


oo The Kyromancer can pick up and move objects through 
the air. The Difficulty Factor of the ‘Control’ skill Suc- 
cess Test depends on the shape, size and Encumbrence of 
the object, and the range between Kyromancer and ob- 
ject. 


& The Kyromancer can repel incoming missile attacks, such 
as thrown weapons, physical objects and arrows. The Dif- 
ficulty Factor of the ‘Control’ skill Success Test depends 
on the range, speed and size of the incoming missile. 
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The Dangers of Kyromancy 


Weather & Sa 


During different times of year, the amount of Sa present in the 
atmosphere varies. During a Sa-storm, there is a great deal of 
energy amassed in the air and the sky is wild with colour and the 
salty smell of Sa energy. At this time the energy levels are so 
high that no Kyromancer would dare to Phase into the Physical 
Sphere. Attempting to leave the safety of the Fade would allow 
vast quantities of Sa to flood the body and destroy the mind, 
leaving a charred husk in its wake. 


The Kyromancer is still in danger from a Sa-storm, even when 
he is in the Fade. The amount of Sa in the atmosphere is so great 
that excess amounts are channelled into the Fade. The Kyro- 
mancer is just as vulnerable to bolts of Sa-energy as every mor- 
tal within the Physical Sphere. 


After the passing of the storm, the area is empty of excess Sa and 
Pattern Reading is more difficult. (Increasing the Difficulty Fac- 
tor of all ‘Control’ skill Success Tests). After several hours the 
background Sa-fields will have returned to their normal levels. 


The ability to Phase also alters with the weather. On calm days, 
such as those just after the moon seasons, there is little energy in 
the air and Phasing can take up to 1 Turn (10 Rounds). The Ky- 
romancer will be stuck between the Fade and the Physical Sphere 
during this time, and will be prone to attack and unable to defend 
himself due to extreme disorientation. 


Gates and Warpholes 


Gates and Warpholes are locations across Gargentihr where two 
or more Dreampaths intersect and have weakened the fabric which 
separates the Physical Sphere of Gargentihr from the Darklands. 
These locations contain a vast amount of untamed Sa and can 
prove extremely dangerous to a Kyromancer. 


The flow of wild Sa at these locations provides the Kyromancer 
with double the normal amount of Sa Points within his Pool; a 
reward which can prove very tempting to the unwary. 


Gates and Warpholes naturally attract creatures from the Dark- 
lands and at times can pull them through to the Physical Sphere. 
These terrible creatures can sense the use of Sa and will strive to 
pass through to Gargentihr if they feel the presence of a Sa-rich 
Kyromancer. The use of any Kyroware will cause such beings to 
enter a frenzy of blood-lust as they hunger after their prey. 


Fade Flies 


There are an imnumerable number of tiny creatures living in the 
Fade, feeding off of the great quantities of Sa which passes 
through from the Physical Sphere of Gargentihr to the Darklands. 
These microscopic insects are known as Fade Flies. 


These creatures are permanently faded, and as such are very dif- 
ficult to spot on Gargentihr. They are attracted to Sa build-up 
and will swarm to locations with a high Sa content in order to 
gorge themselves upon the energy. It is at this time that they are 
most easily seen in the Physical Sphere, for Fade Flies glow when 
immersed in large quantities of Sa-energy. 


It is this unique characteristic that forms the relationship between 
Fade Flies and the Kyromancers. The microscopic insects are 
often useful for locating areas which are thick with Sa, for they 
will gather there to feed, glowing as they do so. The amber flick- 
ering of the flies can indicate both Sa-use and build-up to a Ky- 
romancer, warning him of dangers and locating Gates, Warpholes 
and strong Sa-winds. 


Fade Flies can also be troublesome pests, for they will often 
swarm around a Kyromancer if he uses a great deal of Sa-energy 
at any one time. (Over 10 Sa Points in one Round). The parasites 
will engulf the Kyromancer and will begin to feed off of the Sa 
Points collected in the Dyce Transformer, absorbing 1 additional 
Sa Point per Round. The Kyromancer will be swathed in an am- 
ber glow at this time, making his presence easily detectable to all 
around him. 


The Jouk, who fear all use of Sa-powers, have been known to 
carry moon-metal jars of Fade Flies, which they unleash to quickly 
detect Sa build-up and disable individuals who use the energy. 
Creatures called panu live off vast quantities of Fade Flies, and 
have their own special way of capturing their food. (See the Crea- 
tures chapter). 
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Improving Kyromancy 
As a campaign continues, the AC Kyromancer should increase 


in power and ability. Here are a few suggestions which can be 
added to the experience system for these remarkable characters. 


Gaining New Kyroware 

Gaining new Kyroware can be a long and difficult process, for 
every piece of equipment must be Sa-melded to the Kyromancer. 
This complex surgical process can only be performed in an area 
protected by Talandar Disrupters and must be carried out by the 
High Surgeons of the Institute of Kyromancy. There are said to 
be other individuals who can carry out the process illegally, but 
such an operation would be costly and highly dangerous. The 
Witch-hunters would not take kindly to a Kyromancer operating 
illegal Kyroware. 


New Kyroware can only be added if the Kyromancer has fitted 
less devices than his DAL characteristic would allow. Current 
pieces of Kyroware could be removed to make room for new 
devices, but such a process is very dangerous. 


Here are a few ways in which AC Kyromancers can gain new 
pieces of Kyroware over the course of an existing campaign :- 


ee Obtaining Kyroware through the Institute of Kyromancy 
in Jevin is the only legal way to procure additional de- 
vices. The High Surgeons may agree to Sa-meld new 
Kyroware in return for services and valuable items. 


$ The technological expertise found in tomes and gems 
belonging to other members of the Institute of Kyromancy 
can hold the secrets of new Kyroware, but each faction 
would jealously guard such knowledge. 


f The AC Kyromancer can try to research new Kyroware 
in his Jevin laboratory. This is a most costly and time- 
consuming practise. 


The Narrator should remember that Kyroware is very valuable. 
AC Kyromancers should only receive such rewards after a diffi- 
cult struggle and much research. Finding the information is sim- 
ply the first step in learning to use new devices. It will take a 
great deal of time to learn the exact manipulative techniques re- 
quired before a new item’s ‘Control’ skill is learnt. 


Increasing Dalshra 

All Kyromancers can only take a certain amount of physical and 
mental strain due to the effects of Dyce Syndrome, and this level 
is based around the DAL characteristic. By increasing his DAL, 
a Kyromancer becomes more adept at manipulating the Sa-en- 
ergy that passes through his body. He is also able to have addi- 
tional Kyroware Sa-melded to him. 


A character’s DAL can be increased by the following methods :- 


fp Increase through training. DAL can be raised in exactly 
the same way as any physical characteristic, providing 
that the teacher is an experienced Kyromancer. DAL is 
the only mental characteristic which can be increased in 
this way. This method represents enlightenment through 
a course of mind-expanding drugs, mental exercises and 
the use of new scientific devices which can read Sa-en- 


ergy. The whole treatment is known as the Darmanian 
Technique. 


es Increase through gems. Some cyanna gems hold the in- 
formation required to increase a mortal’s mental stress 
levels, and allow the Kyromancer to gain additional lev- 
els of the DAL characteristic. 


Increase through scientific devices. There are a number 
of new inventions which allow a mortal to control greater 
amounts of Sa-energy. Such devices are still rare and usu- 
ally have to be physically attached to the body of the 
Kyromancer. The Dalshra Brace and the Power Plate are 
two such instruments. 


Increasing a character’s DAL characteristic takes a great deal of 
time and effort, and should remain a rare event. The Narrator 
should bear this in mind when he is awarding such increases. 


Using Technology 
A Kyromancer can improve his arcane powers with the aid of 


science. All Kyroware can be altered over time, at the discretion 
of the Narrator. 


Kyroware can be altered to appear more discrete, whilst some 
Kyromancers have managed to produce items which are not at- 
tached to their Kyrosuit. Players with ‘Devise’ and ‘Science’ skill 
may wish to attempt to alter their Kyroware, but this should take 
a great deal of time, effort and Cyls. 


Many Kyromancers are trying to develop a fluid-free suit which 
permanently stabilises the wearer into the Physical Sphere but 
this has yet to be perfected. Perhaps an AC Kyromancer will be 
the first to do so. 


Fixing Damaged Kyroware 

Kyroware can be damaged in combat, through misuse, the result 
of a set-back or simply because the Narrator was feeling vindic- 
tive. Damaged devices will need to be fixed by the Kyromancer, 
requiring time, materials and the ‘Science’ skill. 


The Difficulty Factor of the test depends on the materials and 
working environment available to the Kyromancer. If he is in his 
laboratory, with his tools and a workbench, then it is an ‘Easy’ 
task. Missing tools and poorer conditions make the test increas- 
ingly difficult. Trying to fix the device in the wilds of Gevuria 
with a scientist’s knife is an Impossible Test. 


The Equipment chapter includes a list of tools and laboratory 
equipment used by the Kyromancers when they perform tasks 
such as these. 


NC Kyromancers 


All Kyromancers should remain mysterious individuals, with 
powers beyond the ken of the players. When role-playing such 
individuals the Narrator should feel free to ignore all Kyroware 
descriptions and rules. Even other Kyromancers do not know 
the abilities of their rivals; the devices listed are there to guide 
the ACs’ rather than the Narrator’s characters. Go with the flow 
of the game and have your NC’s abilities change to match the 
players’ strengths and weaknesses. Remember that you have an 
unlimited special effects budget. Use it! 
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‘Enter, Ganna Talantiri,’ 

The elder’s voice echoed thtough Ganna’s head in a way she had not heard since she had left her own Clan grounds 
nearly two years ago. She calmed herself and controlled the voice within, letting the speech slowly ebb into her memo- 
ries. Once learnt, the Silent Way was an art that is never forgotten. Ganna pulled the beaded curtain to the side and 
entered the elder’s hut. Warm wisps of sweet incense slid owt of the darkness and filled her lungs, relaxing both mind 
and body. This was far front her own,Clan, but the scents and sensations were all very familiar. 


The spirit chamber was dark, $ave for the warm glow of embers which flickered beneath a black,claypot in the centre 
of the room. Kai-Tolo sat crosstegged on a Mhe'ta mat, frail frame engulfed by his ceremonial lanto.Kyashi fells 
lightly tinkled and chirted in the breeze caused by her arrival. Ganna bowed low and sat across from the old man, feet 
crossed in her traditional clan position. She temained still, pohitely waiting for Tolo toaddress her in the Silent Way. 
You have travelled far from the holdings of Clan Moun, young Channi. I have read your sho'ta and it is good’. The 
elder’s voice whispered through her mind. You have the golden eyes of a Hashi.and you travel through our lands with 
the Tall Ones. Whiy do YOu come to the ewan of the Hariifa, with your Tall Oe friends?’ 
Ganna gazed into the white pools of Tolo’s eyes and answered, uttering Ho sound. ‘I mean no disrespect Kai-Tolo. I 
follow my own path to enlightenment « and have chosen my companions freely, These Tall Ones arehonourable and have 
aided our people many times. Ther walk with pride i in the lands of sailors, We came here to Geancg request passage 
through Hanifa land. Wehave brought Gixts: For Sate: scraper and Junitti to show that we are tie, | 


She gently laid out a necklace of jet, enerusted with tirty gems. This, ie fountains far away, shows our respect for 
the spirit lords of Hanifatamd. 


Tolo stared at the young Ha sh woman fora whileand replied) “We will fet our lord answer forfiamsélf, He began to 
chant, his mortal tongue sounding old and Weak compared to his Silent voite. Wisps of dark smoke began to thicken in 
the clay pot as Tolo's voice became a low background drone. Gatina could fecl her eyes grow heavy and her muscles 
mee Slowly, she begat ama? ad 


* 


Ganna awoke with a start wot Fe exactly a long shead sat in the spirit chamber. Tolo sat opposite her, 
motionless and still. A third man Sat in the darkest. comer of the fooni, skin as black as jet, eyes like lava. He was 
completely naked, his thin frame.little motethan.askeleton covered wt charcoal flesh. Ganna tried to stand but could 
not move. Her whole body vas completely lamps 

Graceful lightning, the creature danced around the burning embers and sat beside Ganna. It began to casually and 
slowly pull her hair-pins free, her long, Black fair falling around her shoulders. Knife-fingers gently stroked her cheek. 
The creature brought it's rough barkslike head £0 one side and a honey-sweet voice spoke quietly in her ear. 


‘Sssoo, you would passs through my lauil. Vouould britiggiftsss thav@re no usse to such ass I. Whyy should I grant 
you thisss boon?’ 


Ganna gulped, feeling warm breath on her neck, sharp fingers stroking her shoulders. 


‘M ‘my lord Salt-scraper. Fido mot mean to offend yott with our gifts: May I offer my humble services to you. I merely 
mean to show you the utmost tespect, she stammered. 


You are Hash and friend te my brothers, the tees, but’ you travel with Tall Ones. They build fire-machines of 
destruction and Kill sister-plants. They choke the land and turn the Paths to black, Are these Tall Ones any different? 
Will you trust them with your soul?’ Black stick-limbs creaked and the creature leapt to it’s feet. Regaining her 
composure, Ganna-spoke again. 

My lord, we therelywish to.pass through your. lands, so that we may continue fomewards. We will not disturb your 


land, save only to take what we teed to livesT say this with my soul, for these Tall Ones are my brothers and friends to 
the swamp. I give you the word of Clan Moun’, 


Salt-scraper gazed at Ganna, eyes of firésearching her-thoughts. “You speak words of truth and spirit. I will trust you 
Channi. You may eross the stone river and enter my lands, but I hold you to your promise. Break it and your soul is 


mine ’. 


Belief Magick. 


Almost all the ancient peoples of Gargentihr use the powers of 
Belief. It is only the modern cultures, such as that of the Karro 
and the town Ha’esh, that have turned their backs on their roots 
and the powers which lie within. Belief Magick is not a science 
like Kyromancy and has no fixed rules. It exists because its users 
believe that it does so and this gives it form in this world. 


In game terms, Belief Magick allows the Narrator free reign to 
create the unexplained within his campaign. The only important 
rule to follow is that the creator of the Magick must believe in its 
powers. Although this type of power can take many forms, there 
are a few of the most common types described later in this sec- 
tion. 


Belief is a type of power designed for NCs to use. ACs use the 
more scientific Kyromantic approach to Sa-energy manipulation, 
and more concrete rules have been included for that kind of power. 
The Ha’esh ACs have grown up with science and have lost many 
of their natural ties to Belief Magick, although the Mujo uses a 
simplistic form of belief to create gudj. Table 1 below gives some 
indication of the uses of Belief Magick on Agasha. For simplic- 
ity all skilled users of Belief Magick are referred to as ‘Kai-Cha’, 
for this is the Ha’esh name for such people. The title varies be- 
tween the other races. 


Table 1. Racial Belief 


Uses 
divination 
healing 
darksight 


Race 
Chinte’ F’har 


Name of Magick 
Sa-catching 


healing 
curses 
darksight 
sigils 
nature 


Swamp Ha’esh_ Kai-cha 


Ja’Hansh i all 


Je’Khan healing 
curses 


darksight 


Limited use of 
warding and 
exorcism 


The Holy Power 
of Sandis 


The Wisdom of 
Vhantra Khajeem 


healing 
curses 
darksight 
nature 


Windtraders Shee-Tev’aa all 


The Ancients 


‘Gargentihr holds many secrets that, even with our modern 
sciences, the Karro have yet to understand’. 


Professor Archinan Taal, MGS. 
Halvere University, 
Treth. 


Remains of a great and powerful civilisation have been found 
across Gargentihr which date back across many millennia. 
Ja’Hansh scholars and other great people of knowledge have 
pieced together as much about this culture as they could but still 
remain at a loss as to explain what happened to the Ancients. 
Much of the original culture is still lost deep under the surface of 
Gargentihr, but it is thought that Belief Magick in all its forms is 
somehow linked to this one culture. 


Geographical and Chronological Society archaeologists lead the 
investigation into discovering more about this lost civilisation 
and are turning up more and more sites, texts and remains than 
ever before. Many cultures, including the swamp Ha’esh not yet 
‘civilised’ by the Karro, still follow the ways of this long-dead 
culture. They draw power from the rituals and belief of their 
ancestors and tap the unexplained powers of the Ancients. Cache’s 
of cyanna and kavash gems containing many aeons-old secrets 
of this race are closely guarded by the Ha’esh of D’ Haq, and the 
Ja’ Hansh of Ne’ Hal. The civilised world has no explanation for 
these phenomena and remain, on the whole, unaware of the un- 
tapped energies of the Ancients. 


Natural Belief 


‘We are the Land. The Land is us. Our ways are old and our 
hearts are true. So says the Great Wheel’. 


Ancient Ha’esh Saying 


There are many cultures to be found on Gargentihr, such as the 
wild Ha’esh clans of the swamp, which have not changed over 
the ages and still retain the beliefs and rituals used by their an- 
cestors. These people still have access to the Belief Magick used 
by the Ancients and can wield it freely. 


The elders of these peoples know the secrets of the Ancient ways 
and have not lost faith through contamination by the ‘modern’ 
cultures of the Karro and others. They still have enough faith in 
the land to draw forth Sa from the Darklands and wield it as they 
see fit. The user must comply with the following rules to use this 
Sa-energy:- 


p He is bound to the laws of his culture and has been ‘en- 
lightened’ into the workings of the world. This process 
usually takes many years and can only be taught by an- 
other enlightened individual. Usually only one member 
of a clan is enlightened, and takes on one pupil in his 
lifetime. The Kai-cha, and some Lysh, of the Ha’esh clans 
are the best known examples of enlightened beings. 


p He must have a natural inner strength which can cause 
his belief to materialise and thus requires a KAI of 12 or 
greater. 
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p If he is trying to affect another person with his Belief 

Magick, then they must also believe in the user’s pow- 

ers. Simply seeing the user manifest his powers can be 
enough to persuade the target that this Magick exists. 


p The target can make an Opposed KAI Success Test against 
the KAI of the caster, modified by any ‘Cultural Lore’ 
that he has in the Belief. The target must fail this roll to 
avoid being affected by the Magick. If the target has no 
knowledge of the culture, then the Magick will simply 
not affect him but as he learns more about the people and 
their ways, the chance of effect increases. It is simply the 

belief that the Magick exists that makes it real. 


Narrators Note- These powers are based around a mixture of 
belief, symbolism and an inner strength awakened through knowl- 
edge of the Ancient’s civilisation that no modern culture has ac- 
cess to. For this reason Belief Magick remains a mysterious tool 
mostly used by NCs of primitive cultures. The system is deliber- 
ately vague to allow the Narrator to create a feeling of mystery 
when he uses Belief Magick against his players. Rules lawyers 
can’t argue if there are no rules. 


AC Ha’esh may have heard the rumours of the powers of their 
cousins deep within the swamp, but they have been too contami- 
nated by civilisation to use the powers of the Ancients and the 
Kyashi. They should still be susceptible to its effects, however. 
As players begin to unravel the hidden secrets of the Ancients 
they will gain levels of “Cultural lore- Ha’esh’. They will then 
be able to be affected by the powers of Belief. 


Palmer Shandane is travetling within 
the deep swamps to the west of heli 
with a local Ha’esh guide from that 
town. They have discovered an un- 
named cuari on the bank of a misty 
swamp island. As Palmer steps ashore 
from his swampbarge, several yellow 
_ skulled Ha’esh run down to face them. 
_A brightly garbed Kai-cha native 
draws out a strange symbol on the - 
ground, and screeches at Patmer’s 
guide. Trembling and pale, this per- — 
fonts fit Kn oe into a foetal ball 
ont ound wailing and moaning. 


The Ha’esh Kai-cha has used Natural 


Belief to attempt to terrify both 


Palmer and the guide into submission. 
The guide has Cultural lore- Ha’esh 
a ee at level 6, and the Narrator 
decides that he thus knows the ritual 
_ carried out by the Mila Gungah Kai- 
cha, and is effected by it. Patmer does 
not have this skill, knows nothing of 
the ritual, and remains unaffected. 
He can now concentrate on the other — 
five Mila tribesmen running towards 
him with spears in hand. . 


Examples of Natural Belief 


The following section lists some of the more common powers 
gained by those that can use the Magick of the Ancients. The 
exact rituals and components required for each power will vary 
between the users, but the effects will be similar. 


p Divination. Some Kai-cha can forecast the future by us- 
ing the powers of belief, but some form of item is re- 
quired to tap the Sa. The Sa-catchers of the Chinte’ F’ har 

use giirdi rings for such a purpose. 


@ Healing. Many Kai-cha can use the Sa to heal wounds, 
diseases and other ailments and there will be a separate 
chant directly related to the desired healing process. The 
Ha’esh Mujo use a prepared mud poultice to heal inju- 
ries, whilst the Ja’Hansh healers called ‘Fai’ breed dif- 
ferent maggots for healing. Je’ Khan use the powers of 
music and Ryamis ritually prepare vaal mites to eat away 
the infection. The Chinte’ float glowing giirdi rings over 

their injured. Often such cures will be instantaneous. 


p Curses. Many Kai-cha can place hexes on victims with 
the aid of Belief. Such powers often require a lock of hair 
or other such item related to the victim. With this power, 
the Kai-cha can cause deep nightmares, horrible disease 
and even death. In the slums of Gevuria the mere sight of 
a corn-doll can terrify a believing victim to death. 
Ja’ Hansh and Je’ Khan roll ritually prepared bones to curse 
a foe whilst Ryamis throw rotting fruit to form the curse. 


ce Charms and Potions. The users of Belief can use their 
powers to alter the feelings of other believers and can 
brew potions which will do the same. Love potions and 
the power to turn people into mindless living zombies 
are two of the most common manifestations of this power. 
AC Mujo use ancient rituals to form their gudj concoc- 
tions 


$ Darksight. The power of Belief allows many of its users 
to ‘see’ beyond Gargentihr and into the Darklands. This 
is usually enhanced through mind-expanding drugs and 
rituals. In this way, the Kai-cha can talk to the Kyashi 
and bargain with them into performing tasks for him. 
Many arrogant mortals have died horribly by abusing the 
honour of communicating with the mighty Cyatim of the 
Darklands, believing that they have the power to control 
such beings. 


ee Sigils. Belief Magick may allow the user to sign a sacred 
mark upon himself or others which protects them from 
harm, pain and illness. Such wards often require heavy 
sacrifice to complete. There are records of some shaman 
sealing places with wards which will not allow any mor- 
tal to cross into the designated area. The Augury con- 
tains fragments of Ancient sigils which allow the Chiel 
to use a limited form of warding. 


p Nature. There are believed to be close ties between the 
Ancients and the planet, and many powers of Belief are 
related to the land. A shaman can often talk to the ani- 
mals, plants and spirits of the area and can use the pow- 
ers of the wind and rain to help himself and his people. A 
great harmony is enjoyed by the Kai-cha and the land, 
and these powers reflect this. 
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All users of Belief have strong ties to both Gargentihr and to the 
Darklands, and will often seem to be talking to themselves or 
some other invisible being. It is said that the more a person uses 
the powers of Belief, then the more of that person’s soul perma- 
nently resides in the Darklands. Eventually, the great shaman 
and Kai-cha cease to exist on Gargentihr all together and they 
join the Cyatim within the Darklands. 


Spiritual Belief 


‘The souls of the rock and the tree and the stream watch over us. 
To know them is to know your own self’. 


Ancient Ha’esh Saying 


Many powerful and honourable mortals leave a kind of Sa-resi- 
due behind them when they die; almost like a shadow of their 
former selves. This ‘shade’ is caused if the mortal felt so strongly 
about something that death could not totally wipe out the feel- 
ing, and so the mortal lives on in this shadow. The mortal must 
meet one of the following requirements to remain on Gargentihr 
as a shade :- 


es He must feel a tremendous amount of one emotion to 
keep his spirit together even though his body may be de- 
stroyed. This can be love, hate, pain, a sense of duty or 
any other strong feeling. 


p He can make a pact with a Cyatim to bind his body and 
spirit together in the Darklands whilst his shade performs 
a service for the Cyatim on Gargentihr. 


p He has the powers to use Natural Belief and can bind his 
own soul together to remain on Gargentihr. 


Shades and their powers are discussed in more detail in the Crea- 
tures chapter. 


Ritual Belief 


‘There are many keys of power to open the minds of mortals. 
Perhaps we are not yet ready to unlock those hidden doors’. 


Professor Archinan Taal, MGS. 
Halvere University, 


Treth. 


The power of the Ancients was vast, and residue from this power 
still lingers on Gargentihr. Their Belief Magicks remain alive 
through the primitive cultures of the world, but the original pow- 
ers are still strong enough to be invoked through ritualistic chants, 
drawings and symbols found in ruins and ancient temples across 
Gargentihr. 


These rituals call on Sa-energy stored in the Darklands which 
can be directed through to this world if correctly performed. The 
user is invoking powers greater and more terrifying than he can 
possibly understand and does not have to believe in the ritual. 
Two requirements must be met if he is to invoke the powers stored 
by the Ancients who first used and believed in the ritual. 


The user must know all of the ritual, down to the last 
minute detail. If the ritual is not undertaken correctly, 
then the power can materialise in some other terrible form 


or will not materialise at all. Such dabbling is dangerous 
and can call forth Cyatim and other powers from the Dark- 
lands. 


ee The user must be in tune with his surroundings and have 
a KAI characteristic of at least 7. All those attempting 
rituals with less inner strength will surely go mad as the 
Ancients understanding and power is released into the 
world. 


Only if these two requirements are met can the Sa be drawn into 
the world from the Darklands. These rituals can inadvertently be 
invoked without the user knowing what he is unleashing. Belief 
Magick contains powers only hinted at in the ancient texts found 
in archaeological sites across Gevuria. Several Masters of the 
Geographical Society have disappeared after tampering in things 
which they did not fully understand... 


Rituals have the power to invoke themselves. There have been 
cases when scholars have read such texts then found themselves 
involuntarily reading the ritual aloud in their sleep and summon- 
ing dark beings from across the void. All items associated with 
the Ancients may be keys to dangerous rituals and powerful 
Magick long forgotten. There is much about Gargentihr before 
the Timestart that remains unknown and many mysteries have 
still to be solved about the Ancients and their culture. 


| Ses Gather Sg his private 
- booth within his chambers and pow- 
ered up his gem reader. He entered a 
$i trance sg 3 state as he dering thts 
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scanned ath the strange and 
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afternoon in the hierogly ban jee of 
the tomb. He saw = «xp | 
ce % ‘rte 


4 plain with jagged spires 
i distance. irae tye Bes 
 cirele the columns, and a Sy 2 gi sun 
_ casts an eerie glow across the land. 
Suddenly one of the winged creatures. 
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The Darklands 


“Tt is the prison of all beings of darkness who constantly hunger 
for life and the energies of the living. It can only be seen in the 
glint of the madman'’s eye, the tears of the unborn babe and in 
the dark pools of blood of the unbeliever. There are no paths to 
the Darklands except through the minds of the unholy. If we are 
weak and they are strong, then the Nameless Ones can reach 
through into our world to suck the souls of the unwary and the 
unbelieving. We fight a battle every day which is greater than 
any fought by our armsmen, for we fight for our very souls. We 
must win or we simply cease to be. Only Sandis is strong enough 
to save us now.” 


Excerpt from diary of High Sanctor Tumal IV before the 
termination of the Brood-infested town of Krohis, on 
Lathmir, 1446. 


The Darklands are the source of Gargentihr’s Sa-energy. It is a 
place of great beauty and deep terror; a land which no mortal can 
truly comprehend. When mortals die, their Sa-residue returns to 
the energy rivers of the Darklands and their memories and 
thoughts are collected in the gigantic Sa-seas. Once the mortal’s 
‘soul’ reaches these seas it becomes part of the collective energy 
there. It is at this point that the mortal soul is lost forever. If the 
soul is fished out of the rivers, then it can be replaced into a 
body. 


The Darklands exists invisibly alongside Gargentihr, and while 
usually disassociated from it, the two meet at spiritually impor- 
tant points known as vortex and warp-holes. It is the Ha’esh be- 
lief that these points are to be maintained to allow the Kyashi to 
pass between the two worlds. The shrines which are found around 
the Gevurian land are such sites. With the coming of the Karro, 
many of the sacred shrines have been lost forever and threaten 
the balance between the two worlds. The Ha’esh fear that if the 
sites are not maintained then both worlds will cease to exist. 


All locales within the Darklands have a peculiar nature. It con- 
sists of a multitude of separate and distinct places, each with its 
own distinct scenery, inhabitants and ties with the world of Gar- 
gentihr. All these facets of the realm are at the whim of the ruling 
Cyatim lord. Mortals sometimes visit one realm but have no rec- 
ollection of doing so. The Kyashi enjoy their privacy and do not 
like the interference of mortals unless it is to further their own 
means, so they toy with the minds of those foolish enough to 
enter the Darklands. 


Mortals are drawn to these places for a multitude of reasons. 
Whether it be to rescue a soul of a loved one, to find an ancient 
artifact of great power, or to request the aid of some great Kyashi 
lord, there have been many legends of heroic individuals making 
the journey to these non-lands. There are many means to reach 
the Darklands, especially in those areas of the world known as 
warp-holes. The entrance can be a cave or sinkhole, or a door in 
a tree-trunk or on the side of a hill. All entrances only exist for a 
limited time on Gargentihr and can move without warning. En- 
tering the realms of the Kyashi without permission can be a dan- 
gerous and foolish action. 


Kyashi 

A great many creatures live in the Darklands; many nameless 
and faceless things which feast on the Sa and thrive in the dark 
corners of the world, and many beautiful and terrible beings of 
great power and mysterious ways. These creatures can take on 
many guises and can be as individual as the mortal races. The 
inhabitants of the Darklands are neither ‘good’ nor ‘evil’; they 
are similar to the mortals in that they are prone to various moods 
and feelings. There are two main classes of these creatures, both 
of which are known as ‘Kyashi’ by the Ha’esh. 


The Kull 

There are swarms of these lesser beings in the Darklands. These 
creatures are vermin, living off the energy residue of the Sa-riv- 
ers and seas. These parasites are attracted to Sa like moths to a 
flame and will suck the energy from any source. If a gate or 
warp-hole is opened up from Gargentihr, dozens of these crea- 
tures will attempt to fly through to feast on the souls of the liv- 
ing. They can take many forms but usually appear in one of the 
three forms listed in the Creatures chapter. Some of these crea- 
tures grow so large that even the Cyatim cannot control them. 


The Cyatim 

The inhabitants of the Darklands are strange, inherently magical 
beings, sometimes benign, often wicked, the vast majority of 
whom are chaotic and individualistic in their actions. The Cyatim 
are believed to be in some way connected with the Ancients of 
Gargentihr but the actual relationship is known only by them- 
selves. Only the lesser Cyatim are detailed in the Creatures sec- 
tion for the others are too powerful to be described in these terms. 
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The Lesser Cyatim live in separate realms within the Darklands 
and are ruled by their Greater masters. They are an unpredict- 
able folk, given to the ways of mischief and chaos, but they take 
a great deal of interest in the affairs of mortals and often cross 
over to Gargentihr to aid or hinder the people there. Their ways 
are alien, as are their motives, and all who deal with them never 
quite remember all of the encounter. 


Cyatim are instinctive rather than intellectual creatures. The 
materialistic and scientific world of the Karro is perceived as 
vile and evil. The Cyatim cannot bear to be touched by any tech- 
nological or clockwork device and suffer great damage from any 
such item. This is the main reason why the Kyashi of the town 
Ha’esh have lost touch with their now civilised worshippers. As 
technology develops, the Cyatim must increasingly avoid their 
old haunts. Only the peaceful and remote areas of Gargentihr are 
favoured with the presence of the Cyatim and the creatures asso- 
ciated with them. 


The lords of the Darklands are the Greater Cyatim. Each of these 
Cyatim has its own realm within the Darklands and uses Kull 
and lesser Cyatim minions to carry out its tasks. Each realm is 
created by its lord and can thus have very different properties to 
the other areas of the Darklands, depending on the disposition of 
the ruling Cyatim. Each Greater Cyatim is an individual with 
extreme power and should be treated as such. 


Some Known Kyashi 

Here are a few of the many Kyashi which populate the legends 
and myths of the Ha’esh people. There are over 600 of these 
spirit-creatures outlined within the Ha’esh past, many of which 
are based on creatures from the Darklands. 


Ha’esh believe that there is a Kyashi spirit tied to every aspect of 
nature. There is a separate spirit for the local lake, swamp and 
other prominent natural features. Each swamp cuari will have its 
own shrine to the village Kyashi and offerings will be left here 
for the creature. Many Cyatim grow attached to their followers 
and happily accept the offerings in return for protection. They 
may even materialise in person during religious festivals and 
important cuari events. Town Ha’esh may have heard such tales 
but will not believe them. 


Kan-gee, The Path-eater. 

Kan-gee is a huge evil spirit who roams the gravel roads of Ge- 
vuria in search of victims. He lurks behind folk, eating the marked 
pathways so as to lure travellers into the surrounding forests which 
muffle the screams as he devours their eyes. He appears as a 
hideous ogre covered in dripping pond-weed and stinks of the 
dead. 


Narrators note :- Kan-gee is probably a very old and powerful 
Cyatim outling. He never makes deals with mortals, preferring 
to kill and maim instead. Victims of this vile creature are found 
to be perfectly preserved, missing only their eyes. 


Vhannis, Watcher of the Five Trees 

Vhannis is a thin and lithe fellow filled with mischief and mirth. 
He roams the Katel province of Gevuria, often helping those that 
lose their way in the mist. Vhannis has a passion for dark-haired 
women and often seduces them in the soft moonlight. He has 
been known to venture into villages in the province to meet such 
mortals, but does this in disguise. 


Narrators note :- Vhannis is a lesser Cyatim similar to many of 
his kind. Mortals often fascinate these creatures and can draw 
them away from their Darkland realms. 


Sound-catcher 

Sound-catcher is always hungry and seeks the souls of the pure 
to take to the Soundless Cave. He traps all those who use their 
names freely amongst strangers and engulfs them in icy black- 
ness for all time. Use your name wisely, for Sound-catcher 
watches the wind for fresh souls. 


Narrators note :- This Kyashi is a Negative Kull who works for 
an unknown source. It appears as a inky sheet of darkness and 
smothers it’s prey through to the Darklands, where it’s master 
awaits. 


Dreampaths 


‘Our thoughts soar along the ancient lines and link us with 
Mother Se’tuu; the land within. Think no evil thoughts, for Se’tuu 
listens and knows all’. 


Re-Malri 
Kai-cha of Clan Rakkah 


The land is covered in a complex network of Sa-energy lines 
which are known as “‘Dreampaths’ by the Ha’esh clans. The 
Ha’esh believe that there are Light (good) and Black (evil) paths, 
but all of these lines have the same effect in game terms. 


Dreampaths were built by the Myrdall to carry Sa-energy across 
the land, for use by the Land Healers. These Myr used the lines 
to plug any weak spots in Gargentihr’s crust. The paths are, in 
effect, a magical harness which holds Gargentihr together at the 
seams and prevents creatures from the Darklands from entering 
Gargentihr. } 
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Gates and Warp-holes 


The fabric which separates the Darklands from Gargentihr is a 
fragile thing which can be damaged by mortals meddling with 
Sa. Often, unexplained holes can appear in the fabric and act as a 
door to the other side, through which unspeakable creatures may 
pass. These weaknesses in the fabric occur at the ‘seams’ where 
two or more Dreampaths intersect. The Dreampaths are very old, 
and are beginning to weaken with age. The Ancients had the 
ability to build ‘gates’ at the intersections which could be opened 
and closed using their technology. 


The gates remained after the disappearance of the Ancients and 
lay dormant until now. The explorers of Gargentihr have begun 
to find these devices in the dark corners of the world and meddle 
with the secrets of the past. These items are both priceless and 
deadly, and should be used very sparingly within a campaign. 


The gates can take many forms; stories of mirrors and caves which 
open up into the Darklands are recorded in many of the most 
prestigious libraries across the world. Most commonly, the gates 
are strange black boxes, three yards high by 1 yard square. They 
have a large ornate door on each side with a complex mechanical 
combination lock. If the puzzle of the entry system is solved, the 
gate opens into a black tunnel-void which allows entry into dif- 
ferent locations within the Darklands. These gates are powerful 
and dangerous items which can bring unwanted attention from 
both sides of the portal. 


Warp-holes are natural gates which occur at Dreampath inter- 
sections where great volumes of Sa have weakened the fabric of 
reality. Unnatural occurrences and many tales of hauntings are 
common at such places. The Ha’esh have built many Kyashi 
shrines on such intersections and this has allowed Cyatim to gain 
access to Gargentihr. 


Great danger and terrible power can be felt by all who would 
stand near to a warp-hole. Only the very brave or foolish would 
venture to such locations knowingly. It is said that the Kull can 
smell the souls of mortals through warp holes and will break 
through to carry their victims to the Darklands for eternity. 


‘Rites- Dreampath’ 

This skill allows ACs to ritually seek the many lines of the Dream- 
paths which span Gevuria. They can see the ebb and flow of Sa 
along these lines and will be able to determine areas where the 
paths meet, causing warpholes. Such use of the ‘Rites’ skill will 
take several hours of preparation and ritual, coupled with the use 
of mind-expanding drugs. Town Ha’esh are only able to do this 
through the learning of the correct rituals handed down through 
generations. This is a form of ritual belief, whilst the swamp 
Ha’esh can perform the same abilities using natural belief. 


Town Ha’esh Belief 


‘The wild spirits have deserted us. Sandis is the Great Kyashi 
who protects us now’. 


Anon Ha’esh from Rol-Katel. 


Town Ha’esh have lost most of the powers of Belief Magick but 
share many of the rituals and ceremonies used by the swamp 
clans to invoke their powers. Town Ha’esh are a paradoxical 
mixture of old and new, blending the use of technological items 
such as the gem reader with the old ways of herbalism and ritual. 


Town Ha’esh still know all of the ancient legends, rituals and 
ceremonies of their people as covered by the ‘Rites- Dreampath’ 
skill, and they still hold the main ceremonies as they have al- 
ways done. The main difference is that they have lost their ties to 
the Kyashi. 


There are several reasons why the town Ha’esh can no longer 
use natural belief. The Cyatim will not venture into areas of high 
technology such as those found in or near to Karro towns, for 
they fear science and those that use it. As the Karro have come to 
dominate Gevuria, the Cyatim are forced away from the clans 
which live near to civilisation. 


The other main reason for the loss of power is the indoctrination 
of town Ha’esh into the Church of Sanctology. The town Ha’esh 
regard Sandis as the Great Kyashi who rules over all others but 
they still believe in all of the other Kyashi spirits of land and 
nature. The Church use the Witch-hunters to curb any Ha’esh 
rituals and ceremonies which pay homage to any of their Kyashi. 
Any ceremonies undertaken without the consent of the Church 
are judged as heresy and are punishable by death. The largest 
ceremonies are still allowed under close scrutiny by the Church. 
These are little more than carnival celebrations with many Ha’esh 
dressing up as Kyashi spirits. The same ceremonies occur within 
the deep swamps, but the Kyashi actually take part! 


Almost every Ha’esh in the Karro swamptowns and plantations, 
and those within cuari near to the towns now worship Sandis. 
This has resulted in the loss of almost all forms of Belief Magick. 
The Mujo are one of the few exceptions to this, for they use 
ritual magick. 


There are some slum areas within Karro swamptowns which are 
so run-down that the Karro no longer patrol within the district. 
The Ha’esh within these Gei-slums have allowed nature to re- 
claim the land. Huge gnarled trees, masses of vine and lush un- 
dergrowth cover the once cobbled streets. The local clans have 
rediscovered the old ways deep within this green maze and have 
managed to contact the Kyashi of the land once again. The an- 
cient powers are growing within the Karro cultural centres unbe- 
knownst to the ruling bodies. 


Enlightenment 
‘There is no good and evil. There is only being’. 
Mamhatu 
‘The Blind Walker’ 


The ancient concept of enlightenment has been retained by the 
town Ha’esh despite integration into Karro society. All Ha’esh 
strive to reach this state of mind, but it is only the more privi- 
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leged members of the clans which can dedicate their lives to this 
worthy task. 


Enlightenment is an attempt to find true inner peace and knowl- 
edge. In game terms it means reaching 20 KAI. This is a very 
unlikely prospect for ACs, but should not stop them from trying. 
Enlightened beings do not necessarily have the reputation which 
would normally be associated with such a high KAI. Most indi- 
viduals have achieved this state through quiet contemplation and 
meditation, so they are not immediately recognisable as some- 
one famous. They do still radiate a great sense of power and 
awe. 


Enlightened individuals are totally in tune with Gargentihr. They 
can reach the Darklands by thought and may use the powers of 
Belief Magick at will. They have become an important part of 
the worlds Sa-energy and can feel the flow of all essence through 
their bodies. Such beings are very rare and should be deeply re- 
spected. They have lost all concepts of good or evil and only act 
in a way which benefits the planet as a whole. Most Enlightened 
beings are loners, for other mortals are usually tiresome med- 
dlers in their eyes. 


Ha’esh have respect for all individuals who travel the path of 
Enlightenment, for they have given up their clan and family ties 
to do so. Most AC Ha’esh walk this path and will be seen in a 
different light to other Ha’esh. The golden eyes of the seeker 
shows the character’s intent, and will often result in a grudging 
respect from other Ha’esh. 


Belief and Sandis 


‘The godless must be purged in the Holy Name of Sandis. It is 
the duty of all Church men to cleanse the bodies and souls of the 
unbeliever’. 


Excerpt from the Augury. 


The Karro have brought their god, Sandis, to the inhabitants of 
Gevuria and the Church of Sanctology is a powerful organisa- 
tion within Karro society. Every Karro worships Sandis to a de- 
gree but the Church has lost its hold over the politics of Gevuria. 


The following section covers the powers of Belief which are us- 
able by members of the Karro Church of Sanctology. These are 
the only powers of Belief open to Karro ACs. All powers of the 
Karro Church of Sanctology are forms of Ritual Belief. The Karro 
are not properly tied to the land, or enlightened enough to use 
the powers of Belief fully. Every ritual and ability described be- 
low stems from information left by the Ancients, and it is not 
fully understood by any Karro, including the High Sanctor. 


Essa Tracing 

This skill is derived from symbols of the Ancients which are 
reproduced by the Chiel when they write their copy of the Au- 
gury. The rituals of the Church combine with the Essa to provide 
the worshippers of Sandis with this power. They believe it is the 
holy powers of their God which protects them. 


The powers of Essa Tracing are closely controlled by the High 
Sanctor, who has realised the considerable advantages gained by 
Chiel with this ability. It is the High Sanctor himself who has the 
final word over which Chiel are trained in the use of the Essa. 
Every trained Chiel and Sanctor is recorded in the Tabla Essa; a 
great book held in the Church libraries within Treth. Every Chiel 
who learns to use the Essa is interviewed personally by the High 
Sanctor and swears personal loyalty to him. AC Chiel will be no 
exception to this rule. 


Only a very few privileged Chiel are chosen to learn the sacred 
arts of Essa combat. Many of these individuals become mem- 
bers of the Sanctum Guard, whilst the others are spread through- 
out Gevuria. All Chiel with Essa Tracing may be called upon by 
the High Sanctor to use their powers for the good of the Church 
at any time. Their whereabouts are constantly monitored by the 
Church, which can bring unwanted attention to AC Chiel who 
use this mystical power. 


Possession 


All kull long to reach Gargentihr and to live there for eternity 
sucking the ripe souls of all mortals. These horrible creatures are 
prevented from doing so by the Sa-rich atmosphere of Gargen- 
tihr, for the kulls’ bodies quickly begin to decay in such an envi- 
ronment. After only a few days on Gargentihr the kulls’ bodies 
begin to rot and their essence is drawn back through to the eter- 
nal prison of the Darklands. If the creature can find a suitable 
vessel to hide in then it can stay on Gargentihr and live upon the 
plentiful supply of food which covers the land. 


Possession occurs when a kull has entered Gargentihr and en- 
counters a mortal whose soul has been in some way weakened. 
This is either someone who is mortally wounded or near to death, 
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or a mortal who can easily pick up on the patterns of Sa, such as 
some young children or the insane. The kull enters the body as a 
wisp of grey-green smoke while it’s own form begins to decay. 
Once inside, the kull gains nourishment by devouring one fresh 
soul every eight days. It does this by venturing out of its vessel 
and into an uncorrupted mortal body. The kull then sucks the life 
from this body in seconds and leaves a dry husk in its place. 
Once full, the kull cannot prey until the eighth day has come 
once again. 


The body which the kull inhabits is immune to decay, disease 
and damage from natural weapons and possesses supernatural 
strength and abilities which vary between kull. Powers such as 
wall-walking and vomiting pea-soup should give the players 
something to think about. It is only when the kull leaves the vic- 
tim’s body to hunt for a fresh soul that the ‘vessel’ of the posses- 
sion can be harmed or saved. 


Exorcism 

When the kull is in the body of its vessel, it is relatively safe 
from external forces. Some individuals know ways of luring the 
kull out of its victim, but only characters with ‘Rites’ or “Hypno- 
tism’ skills can aid the exorcism. 


A character with Rites can try to draw the kull out of the vessel 
and into his own body, but this can only be done if the character 
can correctly fool the kull into thinking that he would make a 
better vessel. Unless drawn, this test can only be tried once per 
character. 


The character must make an Opposed ‘Rites’ Success Test against 
the KAI of the kull. (Most kull have a KAI of 8). If the character 
wins this Test, then the kull is fooled and exits the body. If the 
kull wins the test, then it remains inside the possessed victim 
and draws a permanent point of KAI out of the character attempt- 
ing the ‘Rites’. If the Test is drawn, then it costs the character D6 
FAT through the strain but it may be attempted in the next Turn. 


The other way to lure the kull out is via the ‘Hypnotism’ skill. 
The character must make the same roll as the ‘Rites’ success 
test, above, to lure the kull out. Of course, some kull are ex- 
tremely vain and may be goaded into materialising. A mixture of 
good role-playing and skills such as Acting and Persuade may 
see the characters succeed in this way. These cases should be 
rare. 


If the kull emerges, it will take three Rounds for it to find its 
bearings before it enters the new host body. During this time it 
may be attacked freely as if it were one of the standard kull out 
of the Creatures section. Failure to destroy it in this time results 
in the kull attempting to enter into the character which drew it 
out of the original victim. 


The kull will force its gaseous form into the new vessel. Because 
the character is (hopefully) neither at deaths door or totally in- 
sane, it will be unable to enter and must materialise fully. During 
this attempt, the character will take a wound from the strain of 
the attack. If the kull can be prevented from finding a new host, 
it will be sucked back through to the Darklands to plot its re- 
venge against the characters... 
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Warding 

There are many long lost rites and incantations which have sur- 
vived from the time of the Ancients which can act as ‘keys’ to 
the black doorways of the Darklands. These symbols, letters and 
designs will, if drawn in the correct sequence, temporarily close 
a gate through to the Darklands and prevent any of the foul min- 
ions from beyond entering Gargentihr. 


Such wards can be drawn across any entrance and will prevent 
all creatures from the Darklands from stepping over the thresh- 
old. The Augury contains such knowledge. Similar powers are 
available to Ha’esh with the ‘Rites, Dreampath’ skill which rely 
on the users memory. 


The Game Mechanics 

The first step is a ‘Rites’ Success Test made by the user as he 
attempts to correctly draw the ward. The ward must be drawn on 
a flat surface and lasts only until any part of it is destroyed. Any 
mortals stepping across the ward will also remove it. The Diffi- 
culty Factor depends on the size of the gate and whether a Chiel 
attempting to draw a ward is carrying his copy of the Augury at 
the time. 


Ha’esh who use the ‘Rites-Dreampath’ skill do not need the Au- 
gury. They use ancient rituals and marks taken from memory. If 
the Success Test roll is successful then the ward seals the gate. 
The second step only applies when some foul beast from the 


Brother Kalal placed the last holy 
symbol on the ancient ruined arch of 
the tomb. He had spent the last three 
hours sitting in this damned swamp 

mist carefully placing the correct 

fssa around the forbidden entrance 
_to the Darklands. Exhausted, he made 
his way back across the clearing to 
his fellow Clondis. The seal was com- 
plete, and Sandis would keep evil 
_ from entering the wor 


Kalal heard the sounds o gies 
returning to the clearing, Z, turned 


to greet his friend. His shout turned 


to horror as he saw Ti walking 
under the giant arch. — 


“No you fool! You'll destroy the 
ward!” he screamed. 


As the good Brother watched in fear, 
the unholy arch shone brightly and 
the island shook. Behind Tymon, the 

black gate slowly opened and a fierce, 
chill wind hit the Chiel. In the arch- 
way behind the scientist something 

unnatural and impossibly large began 
to stir ... 


Darklands tries to cross the ward. Wards last until the creator 
removes them and this test must be made no matter how far he is 
from the ward. 


The creator of the ward must make an Opposed Success Test 
based on his KAI against the total KAI of the creatures coming 
through the ward. If this roll is successful, then the ward holds 
and the unspeakable ones cannot cross the warded area. If this 
roll fails, the ward shatters and the minions of the Darklands can 
cross freely. The creator of the ward will take one random wound 
for each 10 points of KAI passing through the ward. This repre- 
sents the strain placed on the creator’s mind and body when his 
ward is breached. 


A Chiel will receive a bonus to his KAI if he is in the presence of 
true believers of the Church of Sanctology. Add 2 points of KAI 
to that of the Chiel’s when rolling for the Opposed Success Test 
for every true believer with the Chiel at the time. ACs who have 
properly role-played believing in Sandis will add to the total of 
the Chiel’s KAI. Ha’esh characters rely on their own ritual-pre- 
paring talents and receive no bonus to their KAI. 
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Palmer hacked deep into the thick green vine net which covered the swamp path. Beads of sweat ran down his 
back, sticking silk shirt to skin. Sandis, he hated this land! Large multicoloured insects buzzed lazily around his 
head, whilst Tymon and Karrath crashed through the undergrowth behind him like a herd of sleth. Ganna had 
disappeared into the wall of green which surrounded them, moving silently ahead to find the lost trail. 

The vines finally fell around his feet and Palmer walked through the green archway that he had shaped with his 
own hand. The ground raised slightly, allowing the Karro the luxury of dry ground underfoot for the first time 
that morning. The swamp floor was flooded and the Clondis had been wading ankle-deep through a thick green 
mud for several hours. 


Climbing up a steep embankment, Palmer collapsed in a small grass-covered clearing, gasping for breath. Turn- 
ing, he watched Tymon and Karrath emerge from the swamp, in no better state than himself. The three Karro 
sat in a circle drinking deeply from their water-bottles in silence, the noises of the rain-forest ringing in their 
ears. 


Ganna stepped out from behind a nearby gei-tree, swinging on agreat gnarled branch. She frowned at her fellow 
Clondis. 


You rest too easily. There is always danger nearbyin the swamps. You must be more careful, Shandane ’. 


‘Hey, this was your idea, not mine!’ Palmer snapped. If wed taken a cutter from Jevin, we'd all be back in the 
Temptation right now, instead of out im the middle of this bloody mudhole!’ 


‘Calm down, both of you’, Tymon's voice, as reasonable as ever; broke in. ‘We all know that the Star are waiting 
Jor us in both Jevin and Rol-Katel. This is our only way home. I'm just glad that we sorted things out with Clan 
Hanifa before we entered their sacred lands. So come on, just relax’. 


Both Palmer and Ganna nodded silently. It had been a long days The Channi suddenly reached into her leather 
belt-satchel, remembering why she had left the group in the first place. ‘Here, I brought you all these’. 


She threw a thick stting of round, inch-widepods to Palmer. He held them up and looked suspiciously at the 
dripping line of green tubers. 


‘What the hell are these?’ 

Ganna glared. “My people call them Gutt. Eat them, they're good for you’. 

She's trying to poison us now’, mumbled Palmer after taking a timid bite of sour olive flesh. 

T also found these’. Ganna held up a branch of bright yellow berries. 

Do they taste any better than gutt?’ inquired Tymon: The other two Karro voiced their agreement. 

You do not eat Rollusk, Their paste Keeps the insects at bay. You must rub the juice onto your skin’. Ganna 
began to spread the yellow sap along her arms and round her neck, The others followed suit. 


Sandis! This stuff really stinks!’ Palmer was practically gagging from the stench which wafted from the berry 
juice. Ne wonder that the insects keep away. I.would too!’ 


As the Shevin sat in the small clearing, exchanging remarks and laughing, whilst finishing off their meal, Sister 
warrior Julassh lay silenthyin the gei-tree watching the intruders. One was Ha ‘eshy but wore no indication that 
she was Hanifa, The others were the strangeytalL humans rarely seen this deep into the swamps. The intruders 
were approaching the Kamarrit. Itwas time thatQueen Sujah was told of this: 


The Je ‘Khan quietly slid out ofthe gei-tree, merged into the trees on the other side of the clearing and silently 
headed back ,to her sisters. 


Herbs and Their Effects 


There are many varied and useful herbs found on Gargentihr, 
each with its own distinct uses and properties. The herbs dis- 
cussed in this section have a number of characteristics used to 
determine their usefulness. 


Locale 


Describes the terrain on Agasha where the herb is most com- 
monly found. Some herbs are regional whilst others are found 
only in a particular type of terrain. Some herbs will be found in 
other areas from that listed, but may be known under a different 
name. 


Form 
Describes the form that the useful part of the herb takes. The 
stem, flower and leaves of separate plants all have their uses. 


Preparation 

Describes how to prepare the herb, as outlined below. A ‘Herb 
lore’ success test must be made to successfully prepare the herb. 
The difficulty must be determined by the Narrator. 


fp Apply. Herb must be physically placed onto location to 


affect it. This takes 1-6 Rounds. 


op Brew. Herb must be boiled in water and drunk to take 


effect. 


Table 2. Miscellaneous Herbs 


Herb 
Bubbleweed 
Cadj 

Djaat 
Fichleaf 
Glowbush 
Good-dream 
Gun’ha 
Hesedi Petals 
Jasper 
Jul-berries 
Kroth 
L’rusht 
Malla 
Muscha 

Pink Lotus 
Rollusk 
Skeed 
Screeleaf 
Satcha 
Sterrarra 
Sull 

Vho’jha 
Whenn 
Wurri 

Yall 

Zhahn 


Locale 
Swampland 
Swampland 
Swampland 
Plains 
Swampland 
Plains 
Forest 
Swampland 
Ti-Hond Ridge 
Coastal 
Khos-Tavar 
Yaskal 
Swampland 
Ghent 
Tellah 
Swampland 
Plains 
Forest 
Mountains 
Swampland 
Cliffs 
Ja’Hall 
Plains 
Khos-Tavar 
Plains 
Swamplands 


Form 
nodule 
stick 
gum 
pollen 
moss 
berry 
pod 
root 
fruit 
berry 
leaf 
lichen 
fruit 
leaf 
leaf 
berry 
fruit 
leaf 
sap 
vine 
bark 
bark 
grass 
leaf 
thorn 
flower 


Prep 
inhale 
inhale 
ingest 
inhale 
ingest 
paste 
step 
paste 
ingest 
ingest 
inhale 
brew 
ingest 
brew 
inhale 
apply 
strike 
apply 
apply 
inhale 
brew 
inhale 
inhale 
ingest 
apply 
brew 


U 
C 
Cc 
C 
U 
U 
U 
Cc 
U 
U 
C 
R 
U 
R 
U 
Cc 
8) 
U 
U 
C 
R 
U 
U 
U 
U 
R 


p Ingest. Herb must be eaten and passed into stomach to 
take effect. 


$ Inhale. Herb must be breathed into the lungs to take ef- 
fect. 


p Paste. Herb must be made into paste and can be ingested 
or applied onto a weapon and passed through an injury. 


Rarity 

This indicates how common the herb is. The ‘Find’ column indi- 
cates the Difficulty Factor of the ‘Herb’ skill Success Test re- 
quired to find the herb. This can be modified by weather, popu- 
lation of the area and other modifiers. The ‘Dosage’ column in- 
dicates how many uses of the herb will be found. The ‘Search’ 
column indicates how often the character can roll to search for 
the herb. 


Table 1. Finding Herbs 


Search 

Per hour 
Per 4 hours 
Per day 


Rarity Find 

Cc Moderate 
U Difficult 

R Impossible 


C- common. The herb will be relatively plentiful in the 
appropriate area. 


U- uncommon. The herb will be difficult to find in the 
area. 


p R- rare. The herb is very difficult to find due to limited 
quantities. 


Effect 

Allows breathing underwater for 30 mins. 
Sweet relaxing smoke. Smoked in sticks: 

Black sticky gum with sweet taste. Stains teeth. 
Strong sneezing powder. Wild sneezing, 3 mins 
Gives 20' night vision for hour, in total darkness 
Euphoric hallucinogen. User cannot move. 
Emits very loud bang when stepped on. 
Soothes raging sleth if rubbed on hide. 
Provides one days full nourishment. 

Once ingested, no sleep is required for 48 hrs. 
Vile smelling plant causes animals to panic. 
Slows all body functions. Coma-like for 48 hrs. 
Rich melon tree-fruit. Opens mind to Sa glow. 
Gives the user Darksight powers for 1 hour. 
Thick smoke which causes hallucinations. 
Insect repellent. Bright yellow and stinks. 

Inner stone used as flint. Dry wool-seeds ignite. 
Preserves all food wrapped in leaf for a month. 
Stops metal bathed from tarnishing for a week 
Causes euphoria in Ja’Hansh. They giggle a lot. 
Keeps body temp comfortable in any condition. 
Smoke really annoys Khostra and causes illness. 
Pollen causes drowsiness and sleep. 

Ryamis are addicted to this sweet leaf. 

Floating thorns (random Wound in high winds). 
Vile rubbery liquid drunk by Khostra. 


Scoop ocoeat Oooo 


Table 3. Healing Herbs 
Herb Locale 
Chanta 


Plains brew 
Dann Swampland ingest 
Greyhorn Hillsides brew 
Gutt Forest ingest 
lraja Forest apply 
Ku’mahn Mountains apply 
Oppala Swampland apply 
Quelin Ja’Hall ingest 
Saataa Plains brew 
Tyo Swampland apply 
Varrahr Khos-Tavar ingest 
Vhuul Swampland apply 
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Effectiveness 


How addictive and effective the herb is, as outlined below. 


All letters are the effectiveness (EFF) which determines how 
potent the item is. The EFF is the Difficulty Factor of the HEA 
Success Test which must be made to resist the herbs effects. 


No HEA Success Test. Herb affects all. 
Easy HEA Success Test. 

Moderate HEA. Success Test. 

Difficult HEA Success Test. 
Impossible HEA Success Test. 


Mouene 


The EFF ratings with an asterisk are also addictive. If a further 
Success Test based on KAT is failed, then the user becomes ad- 
dicted to the herb. Each additional dose of the herb taken in- 
crease the chance of addiction by 1 per dose. The actual effects 
of this addiction are left up to the Narrator. 


Costs 


Each herb can be bought and sold by the players. The average 
cost depends on how rare the herb is. Basically, a player will pay 
more than this when buying herbs and will get less than this 
when selling. The Narrator may wish to prevent the use of herbs 
becoming common-place. A shu’tal (herb trader) should be a 


Table 6. Poisons and Antidotes 

Herb Locale Form Prep 

Beach Ivy Coast leaf brew 

Bra’chool Hills leaf ingest 
Detass Tellahn plains flower ingest 


Effect 

Quickly cures hangovers and excessive binges 
Removes 1D20 FAT. 

Removes all Moderate Wound Effects instantly. 


Removes 1D6 FAT. 
Removes one Moderate Wound Effect instantly. 


Removes one Difficult Wound Effect instantly. 
Heals blisters, warts and other skin complaints. 
Removes all FAT gains. Leaves user refreshed. 
Removes all Moderate Wound Effects instantly. 
Anaesthetic leaf. 

Removes 2D6 FAT. 

Removes one Impossible Wound Effect instantly. 
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rare and welcome sight in any bazaar. 


Table 4. Costs of Herbs 


Rarity Cost 

Common 20 Cyls per dose 
Uncommon 80 Cyls per dose 
Rare 150 Cyls per dose 


All herbs remain potent for up to two weeks after picking. ‘Herb 
lore’ skill allows the user to increase this time depending on the 
success test attempted. The table below lists the maximum in- 
crease to the length of time, in weeks, that the herb will stay 
fresh. Herbs bought from a shu’tal will all be preserved for a 
‘Difficult’ length of time (4, 6 or 8 weeks). 


Table 5. Herb Preservation 


Rarity Easy Mod Diff Imp 
Common 4 6 8 16 
Uncommon 2 4 6 8 
Rare 1 2 4 a. 


Effect 

Causes extreme pain in joints. Death in 4 days. 
Makes mortals eyes water badly for 15 mins. 
Instant antidote against nerve poisons. 
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Paralyses for 30 minutes. 

Makes Je’Khan sick if they inhale. 

Instant Antidote against ali known poisons. 
Causes loss of all use of location hit for 30 mins. 
Prevents effects of contact poison. Lasts 1 hour. 
Causes gradual insanity. Total insanity in 1 month. 
Causes a fast, choking death in 3 mins. 

Swells lungs until they burst in D20 mins. 
Permanent purple blotches on skin after 30 mins. 
Stops heart beating in D20 mins. 

Destroys nerves. Death in D6 mins. 

Attacks optic nerve causing blindness in 48 hours 
Antidote for all poisons and venoms in 1 hour. 
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Mujo 

The Ha’esh herbalists known as ‘Mujo’ practice a form of belief 
magick based around the use of herbs. The Mujo mixes common 
herbs into strange concoctions called ‘gudj’, whilst performing 


long and complicated rituals that take between half a day and a 
week to perform. 


Ways 

The knowledge to make each type of gudj comes under one of 
the Mujo’s ritualistic skills called ‘ways’. These are ‘Potions way’, 
‘Powders way’, ‘Salves way’ and ‘Incense way’. To success- 
fully complete the ritual and produce the gudj, the Mujo must 
make a Success Test under the appropriate ‘way’ skill at the Dif- 
ficulty Factor listed under each gudj’s description. 


A failed ritual means nothing of use has been produced and the 
ingredients cannot be reused. 


For each successful ritual performed the Mujo will have made a 
number of doses of the gudj related to his skill level and the 
difficulty of the ritual as shown below :- 


Easy ritual - one dose per skill level. 
Moderate ritual - one dose per 2 skill levels. 
Difficult ritual - one dose per 3 skill levels. 
Impossible ritual - one dose per 4 skill levels. 


Skill levels are rounded up when calculating the number of doses. 
Every 2 points under the target number on the D20 adds a further 
one dose to the total number of gudj created. 


The Rituals 

Whilst the herbal ingredients are the most vital part of the gudj 
process, the ritual is also important. The rituals which some be- 
lieve have been passed down from the time of the ancients im- 
bibe the gudj with much of their more powerful properties as 
well as their longevity. Anyone mixing the same ingredients with- 
out knowledge of the correct rituals will produce a useless con- 
coction which will turn to sludge after a few seconds. 


The rituals used in the production of gudj are complex and take 
years of training and practice. They involve the use of the Mu- 
jo’s blessed cauldron, known as ‘gu-tai’, and many strange signs 
and sigils which are drawn on the floor of the preparation area. 
The signs are ancient symbols left behind by the ancients and it 
is these which provide much of the power to the ritual. 


The ritual must be carried out on Ha’esh sacred ground, which is 
found along the Dreampaths of the land. The Mujo requires pri- 
vacy and shelter to undertake the ritual, and usually works in a 
small, round mud hut called a Kol. During the ritual, the Mujo 
sits meditating and chanting in the Kol, and must not be dis- 
turbed. He reaches a mental state which requires no food, drink 
or sleep. If the ritual is disturbed, then the Mujo must begin again. 
The components of the ritual are wasted and must be replaced. 


It can take several days to prepare gudj. When the ritual is com- 
plete and the Success Test roll is made, the gudj are finished. 
They will keep for several weeks once they have been made, but 
must be stored in a cool, dark and moist area if they are to retain 


their special properties. 


Aspects and Components 


Each gudj has ‘aspects’ which may be altered, such as the area 
the gudj affects and the damage it does. 


The description of each gudj shows the effect that one dose of 
each component has. These aspects are mentioned under the de- 
scription and are listed again at the end of each gudj. Some com- 
ponents are listed under the aspects as having no effect. These 
components are still vital to the gudj, they just do not alter its 
properties. All components listed must be added for the gudj to 
have any effect. 


Adding further doses of any of the component aspects will mul- 
tiply the effects of that aspect by the number of doses in the gudj. 
Each additional dose of a herb which alters the gudj’s aspects 
adds 1| day to the Ritual time. 


The effects of the individual herb components, as listed in the 
herb tables, are cancelled during the rituals. They have no effect 
in the final gudj. Aspects can only be altered during the ritual, 
Once the ritual is complete and the gudj is finished nothing more 
can be added. 
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The following section lists the gudj available to a starting Mujo 
character. The character has the knowledge of all the following 
gudj but must obviously have the correct components before he 
can produce any of them. 


The following are the sections to each gudj description - 


oo The most common name of the gudj. Most Mujo will 
have a similar name for each Gudj. 


The ‘way’ required to make the gudj. The Mujo must 
have this skill to make the Gudj 


pects. These are the gudj effects which can be altered by 
adding extra doses of the component. Multiply the effect 
by the total number of doses added. 


The ritual time is the time taken to perform the entire 
ritual. If the ritual is disturbed then the Mujo must begin 
again. The components of the ritual are wasted and must 
be replaced. The number of doses produced from each 
ritual is detailed above. 


op The ritual difficulty is the Difficulty Factor of the Suc- 
cess Test needed to successfully perform the ritual. This 
also has a bearing on the number of doses produced. 


Other Ingredients 


The ‘Aspects’ description only lists the variable ingredients of 
the gudj. The Mujo must also mix in a number of far more mun- 
dane products to complete the gudj The mixing of gudj is a per- 
sonal ceremony and the exact ingredients that are mixed with the 
herbs vary greatly between Mujo. It is the herbs and rituals that 
sparks the Belief Magick. 


p The passage also describes each of the component as- 


Table 7 lists some of the more common ingredients which go 
into the gudj. The Narrator can determine the exact ingredients 
if he so desires. 


The exact amount required for each non-herb component is un- 
important. The ingredients have just been added for flavour (if 


you pardon the pun) and to keep an AC Mujo on his toes. Mujo 
characters will have to carry a lot of junk with them if they plan 
to make gudj during an adventure and this should be discour- 
aged. Most Mujo have a sacred preparation chamber with a wide 
array of ingredients available to them. The AC Mujo may wish 
to do the same. 
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Twho is a Mujo who wishes to cre- 
ate some labassh for his fellow 
Clondis. He has 1 dose each of 

Satcha and Kroth and 4 doses of 

Yall, and he is going to use all of 
these to make a more potent gudj. 


i } 
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The ritual used to prepare labassh 

takes 48 hours. The additional 3 
doses of Yall add a further 3 days to | 
the ritual time. It will take Twho 5 i 

days of ritual to prepare the gudj. 


Twho has the skill ‘Potions way’ at 

| ~~ (evel 7 and must make a ‘Difficult’ — | 

success test to succeed in his ritual 
His MAN is 6, so the chance of 

: success is 11. Twho rolls a 7. His 

A” ritual is complete! 


Tu ho has created 3 gudj. Witha 
‘Potions way’ skill of 7 anda ‘Diffi- 
cult’ success test he creates 1 dose 
per 3 levels of skill. (7 divided by 3 is 
; 2.3, rounded up to 3). He made the 
D20 roll by four points, which adds 
a further 2 doses of gudj to the total 
created. Tuwho creates 5 clay balls of 
labassh. j 


The labassh has a 2 yard radius 
area effect and will burn for 3 
Rounds. The added doses of the Yall 
herb means that the labassh will do 


= me ome 


3 additional wounds per Round 
with no protection from armour; a 


lethal concoction indeed. 


Table 7. Mundane Ingredients List 


Bark 

Claws 

Animal parts 
Rotting vegetation 
Common roots 
Sleth dung 


Dust 

Koul 

Blood 
Feathers 
Maggots 
Tiny stones 


Weight of Gudj 

Each dose of gudj will come in an individual capsule or bag and 
normally weighs 0 ENC, with 3 gudj adding up to one ENC. 
Some gudj can be rather fragile and care must be taken when 
carrying such volatile substances. 


Gudj in Gameplay 

Most Gudj are prepared between adventures and are thus ready 
to use. The exact statistics can thus be recorded on a separate 
sheet of paper before the start of the scenario. This speeds play 
and cuts down on awkward bookwork during the game. 


Both players and the Narrator should remember that the gudj are 
sacred ritualistic forms of Ha’esh belief. Do not abuse this dur- 
ing play and try to keep their use mysterious. Role-playing is the 
name of the game, after all. 


Gudj in Combat 

Any player can use gudj in combat. Some Mujo have been known 
to produce their wares for noble causes, and there is nothing to 
stop an AC Mujo from providing his fellow Clondis with these 
items. 


Gudj can be accurately thrown using the “Throwing - gudj’ skill. 
All other subgroups of this skill can be used to throw the gudj 
but the user receives the -2 modifier for using a similar weapon. 
The combat statistics for throwing Gudj can be found in the Mis- 
sile Weapon Table of the Equipment chapter. 


Gudj Descriptions 


Way - All Ways 
24 hours 


Difficult 


Ritual Time - 
Ritual Difficulty - 
Component Aspects : 


Oppala gives an EFF of Easy 


This ritual can create an antidote for any poison, providing that 
the original type of poison used is known. The antidote is made 
using the same ingredients that were used in the poison. For ex- 
ample, the moonweed herb would be required to produce an an- 
tidote for moonweed, and a blacktree spider would be added to 
the gudj to make an antidote for its venom. 


Any antidote will be successful if its EFF rating is greater than, 
or equal to, that of the poison taken. The antidote gudj has a base 
EFF factor of Easy. Each additional dose of Oppala increases the 
EFF rating by one Difficulty Factor. 


Additional herbs must be added depending on the original form 
which the poison took :- 


Kerry thorn must be used to create a powder antidote 
Beach Ivy must be used to create a poison gas antidote 
Wy must be used against poisonous salves 


Jhanni must be used in potion antidotes 


Way - 


Ritual Time - 


Incense Way 
24 hours 
Difficult 


Ritual Difficulty - 


Component Aspects : 
Kroth gives a 2 yard radius 


Fichleaf gives a duration of 2 Rounds 


This ritual creates a clay pot filled with a vile smelling smoke. 
When the pot shatters the horrible stench is released and causes 
all within a 2 yard radius to make a Difficult HEA Success Test 
or fall to their knees retching for the next 2 Rounds. 


Everyone who makes the HEA check will still be at -3 to all 
skills for the next 2 Rounds. If there is a high wind or heavy rain 
the stench might dissipate faster. 


Way - 
Ritual Time - 
Ritual Difficulty - 


Salves Way 
3 days 
Difficult 
Component Aspects : 

Beachivy 

Hesedi Petals 

Hetch 

Tyo 


This gudj is a thick brown paste which is smeared onto a weapon 
prior to combat. This salve burns the skin around a weapon strike 
and adds 4 DAM to the natural DAM of the weapon. 


One dose of bladesalve will coat one blade or three arrow or 
spear heads. The salve only stays fresh on the weapon for | Turn 
but will affect all wounds hit with the weapon during this time. 
The beach ivy, hesedi petals, tyo and hetch must all be added to 
gain the 4 DAM. Further additions to DAM are achieved by add- 
ing to all four of the herbs. 


Way - Powders Way 


Ritual Time - 24 hours 


Ritual Difficulty - | Moderate 


Component Aspects : 
Bubbleweed gives a 2 yard radius 
Sull gives a duration of 5 Turns 


Screeleaf gives an effect of 1 wound 


This ritual creates a powder that, when added to a body of water, 
will cause it to boil. Running water is not affected. The powder 
will boil a sphere of water having a radius of 2 yards. The water 
will remain boiling for 5 minutes. Any per- 
son within the water will take a wound each 
Round to a random location due to scalding. 
Armour does not protect. The boiling area of 
water is isolated and will not be affected by 
the surrounding water temperature. 


Choking Death 


Way - Incense Way 


Ritual Time - 1 week 


Ritual Difficulty - | Impossible 


Component Aspects : 
Moonweed gives an effect of 1 HEA. 
Wy gives a 2 yard radius 


Pink lotus gives no additional effect 


This ritual creates incense that when burnt will release a deadly 
invisible smoke into the air. This smoke will cover a 2 yard ra- 
dius and will cause all those who breathe the smoke continu- 
ously over the next 3 minutes to lose 1 point of their HEA char- 
acteristic, permanently. A further reduction of 1 HEA will occur 
every three minutes after the first. The targets will begin to feel 
drowsy after six minutes. If HEA is reduced below 1 then the 
target will die. 


Firebreath 


Way - Incense Way 


Ritual Time - 5 days 
Ritual Difficulty - Difficult 
Component Aspects : 
Cadj gives a range of 5 yards 
Vho'jha gives an effect of 1 wound 


Muscha gives a spread of half a yard 


This gudj is breathed in from a stick of incense. If the Mujo 
exhales the smoke across a flame, the gas will ignite into a ball 
of fire with a range of 5 yards. This blast will cause a random 
wound to everything within a half-yard wide line in front of the 
Mujo. It will also ignite anything flammable in its way, such as 
hair and cloth. Armour does not protect against the fire. 
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Way - 
Ritual Time - 


Ritual Difficulty - 


Powders Way 

5 days 

Difficult 

Component Aspects : 
Kroth gives an area of 5 square yards 
Screeleaf gives a duration of 5 Turns 


Seeds of desired plant 


This ritual creates a powder which contains the seeds of the plant 
the Mujo wishes to grow. When the powder is scattered on the 
ground the plant will grow to full maturity in five Turns. The 
plants will live for a further 5 Turns before dying and withering, 
but may be dug up and used as any normal plant. Herbs grown in 
this way will retain their natural abilities but may not be used as 
ingredients for gudj. The plants grown cover an area of up to 5 
square yards. 


Heal Disease 


Way - Salves Way 
Ritual Time - 


Ritual Difficulty - 


4 days 
Easy 


Component Aspects : 


See description below 


This gudj forms a thick paste which will cure a victim of a dis- 
ease completely. It takes 24 hours of constant chanting and ap- 
plication of the salve to remove the disease. It will not return the 
affected characteristic to its original level, but it will remove the 
disease from the target’s body. There is a different ingredient 
added for each disease. These are:- 


Creeping skull rot - Glowbush 
Charr-skin - Bladdercorn oil 
Grey mindlock - Moonweed 
Muscle mould - no cure 

Ruby grip - Djaat 

The black warp - no cure 

The blood scourge - Greyhorn 


The disease section in the Game Mechanics chapter gives more 
detail on these diseases. 


Icedust 
Way - 
Ritual Time - 


Ritual Difficulty - 


Powders Way 

24 hours 

Moderate 

Component Aspects : 
Bubbleweed gives a 2 yard radius 
Sull gives a duration of 5 Turns 


Chanta gives a STR rating of 12 


This ritual creates a powder that, when added to a body of water, 
will cause it to freeze; whether it be a stagnant pond or part of a 
running stream. The powder will freeze a 2 yard radius of water, 
6 inches thick. This is thick enough to make the ice steady to 
walk on. 


The water will remain totally frozen for 5 minutes, after which 
time it will begin to thaw at a rate dependant on the surrounding 
clime. Anything, including people, within the water will be fro- 
zen in place unless they can make an Opposed STR Success Test 
against the ice STR rating of 12. 


Way - 
Ritual Time - 
Ritual Difficulty - 


Powders Way 
24 hours 
Easy 
Component Aspects : 
Beachivy gives a -4 to Success Tests 


L'rusht gives a duration of 5 Turns 


This ritual creates a powder which irritates the skin. If the pow- 
der comes into contact with flesh it will cause agonising itching 
for 5 Turns. This itching will cause the target to spasm uncon- 
trollably and they can perform no actions during this time unless 
they make a Moderate HEA roll. Even if the HEA Success Test 
is successful the target will be at -4 to all Success Tests due to 
the irritation. 


Bie 


Way - 


Ritual Time - 


Potions Way 
48 hours 


Ritual Difficulty - Difficult 


Component Aspects : 
Satcha gives a 2 yard radius 
Yall gives 1 wound 


Kruth gives a duration of 3 Rounds 


This ritual produces a clay ball which breaks on impact causing 
the sticky gudj inside to explode. This explosion causes a ran- 
dom wound to every person within a 2 yard radius, and armour 
does not protect against this attack. 


All persons within the radius will have all damaged locations 
coated in the flammable gel which is produced by the explosion. 
This gel will do 1 random wound to each location hit per Round 
for 3 Rounds or until it is extinguished by cutting off the oxygen 
to the gel. Immersion in water will not extinguish labassh. 


Incense Way 


Ritual Time - 12 hours 


Ritual Difficulty - | Moderate 


Component Aspects : 


Cadj gives a 10 yard radius 


Hetch gives a duration of 1 Turn 


This gudj is a stick of incense that, when burned, rapidly pro- 
duces a thick fog. This fog blocks the sight of any creature caught 
within its radius and visibility is reduced to 1 yard. The fog has a 
radius of 10 yards and will last for 1 Turn (1 minute) before it 
begins to disperse, although in high winds or heavy rains the fog 
may be less effective. Some devious Mujo make this gudj in the 
form of a cadj stick. 


Way - All Ways 


Ritual Time - 48 hours 
Ritual Difficulty - | Impossible 
Component Aspects : 

Oppala gives an EFF of Easy 


Beachivy gives a 2 yard radius 
(for incense only) 


The Mujo can create gudj poisons in the form of all the ‘ways’. 
These poisons will have a basic EFF of Easy and will kill the 
victim instantly if the victim fails his HEA Success Test against 
the poison. Further doses of Oppala will increase the Difficulty 
Factor of the Test by one level per dose. 


Powders must be blown in the face, incense must be breathed in 
but can affect an area up to 2 square yards. Salves must be ap- 
plied to the skin and potions must be ingested. Each poison re- 
quires a certain herb :- 


Kerry thorn is used to create a powder. 
Beach Ivy is used in incense. 
Wy is used in salves. 


Jhanni is used in potions. 


Poultice 
Way - 


Ritual Time - 


Salves Way 
4 days 


Ritual Difficulty - = Easy 


Component Aspects : 


Vhuul heals a Moderate Wound Effect 


This ritual produces a thick mud salve which will rapidly heal 
injuries when the poultice is smeared over the injured location. 
Each dose of Vhuul added in the ritual will heal 1 level of injury 
completely; 1 dose will remove a Moderate Wound Effect, 2 doses 
a Difficult Wound Effect and 3 doses an Impossible Wound Ef- 
fect. Dead individuals cannot be revived. A chanting ritual must 
be undertaken as the salve is applied. This will take 1 Turn per 
dose of Vhuul in the gudj. 
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Dreampowder 
Way - 
Ritual Time - 


Powders Way 
36 hours 
Ritual Difficulty - | Easy 
Component Aspects : 


Good-dream 


When this powder is inhaled by the target he will instantly fall 
into a deep natural sleep. Those affected by the powder can still 
be shaken out of their sleep but will be very drowsy for the first 
Turn after waking. The powder will affect one specified target 
and is usually applied by the Mujo simply blowing the gudj into 
the targets face. 


Tangleweb 
Way - 
Ritual Time - 
Ritual Difficulty - 


Potions Way 
24 hours 
Moderate 
Component Aspects : 
Djaat gives a 2 yard radius 
Sull gives a STR rating of 12 


Jasper gives a duration of 1 hour 


This gudj is a liquid which is stored in an airtight clay ball. When 
the clay is smashed a thick, tangling, sticky web is produced 


across the area. The web shoots out from the clay remains and 
will stick to everything within the radius. It can be used to entan- 
gle enemies, trap game or block off an entrance. 


The STR rating of the web must be overcome in an Opposed 
Success Test if the target is to break out of the web. 


The web covers an area with a radius of 2 yards, has a STR 
rating of 12 and lasts for 1 hour before crumbling away. 


Thunderlight 


Potions Way 
48 hours 
Difficult 


Way -. 
Ritual Time - 
Ritual Difficulty - 
Component Aspects : 

Malla gives a | yard radius 


Bladdercorn 


This gudj is contained within a bladdercorn. When the bladdercorn 
is thrown with force it will burst and emit a tremendous blast of 
noise and light which will stun everyone within a | yard radius. 
Those caught in the blast are stunned until the end of the com- 
bat, as per the combat effect of the same name. For the following 
5 Rounds they will also act at -4 to all Success Tests. 


Mortals 


All of the Shevin stood silently back to back in the small clearing, peering into the lush, green canopy for any 
sign of the quarry which they Knew was there. At least the drums had stopped. Teeth clenched, Palmer 
murmured to Ganna, 

‘Any sign?’ 

The Channi replied over her left shoulder. 

‘There are many there. We would be dead already if they wished it’. Her answer was matter-of-fact; Gan- 


na’s Kind were taught to greet death with a cool air of acceptance. The Karro were not so graceful under 
pressure. 


This is your fault, Hess!’ snapped Tymon.."Why didn pyour powers pick them up?’ 


’ ‘Watch your tongue, scientist. The Sa-winds are fickle things; they are greatly weakened in this area for 


some reason. Some gates are not open to me at this time’. 


Karrath's words hung in the air, thicker than theyellow clouds of pollen which drifted lazily through the 
forest. The dimming glow of late afternoon sunlight streamed through the trees and the myriad noises of the 
forest echoed through the trees. It was almost hard to beheve that anyone was watching them at all. AI 
that the Clondis could do was stand,watch and wait. 


Suddenly the forest exploded in a flurry of activity. Leather clad humanoids burst into the clearing, bran- 
dishing fierce barbed blades and rushed the Shevin. The four Clondis tensed and readied themselves for the 
onslaught. 


As suddenly as they had appeared, the Je‘Khan stopped im their tracks mere steps away from the party. 
Eight of these tall, dreadlocked tamanoids surrounded the Shevin, cach one humming a high pitched buzz. 
They all crouched in some ritualistic form of -battle-stanee, some swaying gently, others drawing ornate 
blades along the ground. Nobody moved. 


“Become solid, Hess. Verry sloowwly’. Ganna’s voice had a quiet urgency to it which the Kyromancer could 
not ignore. He did as she asked, Phasing into the Physical Sphere. 


Ganna boldly took.a step forward towards the nearest Je Khan warrioress. This one stood almost seven feet 
tall and wore a blood-red armband on her left arm. She looked far more dangerous than any of the others. 
Both Clondis and Je'Khan tensed, and all fell silent. 


Lightning fast, Ganna shoulder-charged the Je’Khan and slipped under fer guard, aiming for the midriff. 
The Channi's shoulder caught her opponent sharply, winding her and Knocking both to the ground. Ganna 
was prepared for this and executed a perfect roll-flip, landing on her feet behind the still prone warrioress. 
The other seven Je’Khan growled and beat their weapons in approval whilst the Clondis looked on in 
disbelief. What in the name of Sandis was the ignorant Ha 'esh doing? 

Shifting on the balls of her feet, Ganna waited for the hulking Je“Khan to rise from the ground. With an 
inhuman growl of anger, the warriotess charged head down towards the Channi. Ganna Knew that the 
Je'Khan would not be caught out twice. She slipped and feigned (eft as three hundred pounds of angry 
muscle thundered past, slamuning into a gei tree behind fer. 

Ganna turned to face the now shrieking and whooping Je’Khan and their bewildered captives. 


‘Sha 'mee Kassa go tal {’ she exclaimed in the sharp glottal tongue of the Je’Khan. The other non-humans 
snapped, growled and shrieked at this remark, obviously in mirth. 

Palmer stared at the Channt in utter amazement. Slowly the giant Je’Khan rose to its feet behind Ganna, 
shaking its dreadlocks and growling in fury. Ganna did not flinch and kept staring at the others in front of 
her. The warrioress rose to her full height behind the Clondis and began to bring her giant barbed blade to 


bear. 


‘Look out, Ganna!’ Tymon barely let the first word out before a flurry of arrows broke out from the trees 
around the clearing, cutting down the giant Je Khan. The warrioress grunted and slumped back against the 
tree, her sword falling harmlessly to the ground. Still Ganna stood stationary and all eyes turned to her. 


‘Chu ‘cha assan!’ The low growling came from another of the seven Je Khan standing beside the Clondis, her 
finely beaded dreadlocks marking her as someone of obvious importance: Upon hearing this remark Ganna 
dropped to her Knees and bowed, holding this position of respect for almost a minute of silence. She then 
stood and returned to her colleagues. No Je 'Khan tried to stop her. 


‘T insulted that warrioress into attacking and she behaved badly, dishonouring her sister-clan. She motioned 
to the finely beaded Je'Khan, ‘Apparently that Shan-noble was impressed by my courage. We are to be their 
guests within their Kamarru. I suggest that we do not insult them’. 


Still dumbfounded, the other Clondis were lead from the forest clearing into the surrounding swamps. 


Chinte’ ¥ ‘har 
Racial Attributes 


Height : 5’0" to 5’8" Weight: 80 Ibs to 140 Ibs 
Modifiers : -l to STR +4 to AGL 
+2 to STE +3 to SEN 


Description 

The Chinte’ F’har are a widespread race which can be 
found in all civilised areas across Gargentihr. The 
Chinte’ are tailed bipedal creatures, usually standing 
from 5' - 5’8" in height, and covered in a soft short fur. 
This fur comes in many colours, from the white which 
is common amongst the D’Tehr family of the moun- 
tains, to the dark red of the Hesk sailors. 


All Chinte’ have large sensitive ears with which they 
can hear far better than humans. When listening, the 
ears sit up and twitch and the head is cocked to the left. 
Many Chinte’ also cock their heads to the right if an- 
gered or uneasy. All Chinte’ have exceptional eyesight 
and can see equally well in the day or at night. Alert and 
quick, the Chinte’ would make excellent guards if they 
were not overly curious and had such a short attention 
span. 


The long snout of the Chinte’ male is particularly ten- 
der and if hit, can cause exceptional pain. Many Chinte 
wear protective muzzles to cover this area and this fash- 
ion is popular amongst the wealthy of Yaskal and aboatd 
the merchant ships found along the coast of A& a, 
The mouth of the Chinte’ is filled with sharprand angu- 
lar teeth which give them a feral loo n they are 
angered. They have a snarling, growling language with 
many sharp sounds. This makes them appear more fe- 
rocious than they actually are, but can make their feel- 
ings difficult to read. 


The Chinte’ F’ har are an agile race known for their quick 
and jerky movements. Their prehensile tails are con- 
stantly in motion, giving them an excellent sense of bal- 
ance. This tail can almost be used as a third arm, with 
the ability to grip and carry light objects. When in pain or sorrow, the tail goes limp. In High 
Chinte’ society, it is uncouth to wear the tail outside of the pantaloons commonly worn by both 
males and females. 


Chinte’ are omnivorous and eat a very mixed diet of nuts, fruit, beetles, fish and meat. No other 
race enjoys food like the Chinte’, or has such a varied diet and their banquets hold delights for all 
who attend. There are over thirty different festivals held by these people every year and each is 
celebrated with a passion and style rarely encountered elsewhere. Sea Chinte’ welcome other races 
into their Coros, and enjoy company. 


The Chinte’ folk live for an average of 50 years and as they get older their fur turns a lighter colour. 
Chinte’ take several mates over this time but only have one child per coupling. Both males and 
females can decide to divorce their mate when they tire of one another and no repercussions come 
of this. Chinte’ tire of things quickly and their society reflects this. Human ‘matrons’ are often 
employed to look after groups of Chinte’ children for they are more patient than the natural par- 
ents. This practice is common in Gevuria, where inter-racial communication is more likely. 
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The deadly Ta- 


hun is a 
weapon 
commonly 
favoured by 
Hesk family 
guards 


Outlook. 


Chinte’ culture and society is as varied as the humans outlook and has few set consistencies. The 
one trait held by all is their incredible curiosity which has been known to overpower even the most 
rational of Chinte’ F’ har. 


It is the power of curiosity which has taken the Chinte’ over the seas and placed them across all of 
Gargentihr in their bid to learn and explore. Their curiosity is only matched by their short attention 
span. Chinte’ are notoriously impatient and tend to get very aggravated if kept waiting. 


In all Chinte’ realms, knowledge is a powerful and respected thing and for this reason their practi- 
tioners of Belief Magick, the Sa-Catchers, receive a respect which is religious in outlook. There 
are two very separate Chinte’ cultures to be found on Agasha, as described below. 


The High Chinte’ 

There are seven main families of Chinte’ to be found on Agasha, and all are run by the High 
Chinte’, who stand 6" taller than their kin. These creatures rule Yaskal from their high mountain 
fortresses protected by the powerful glass beam-rods which can cut through solid rock. The High 
Chinte’ are treated with a deep respect by their Sea Chinte’ minions and rule with an iron fist. 
Disrespect towards these arrogant creatures is met with instant death, and all inhabitants of Yaskal 
fear their lords. They are excellent merchants, and control much of the trading to be found across 
Agasha. Most of the actual trading is carried out by the Sea Chinte’ of each family, for the High 
Chinte’ are xenophobic and remain in their mountain homes, enjoying a decadent and rich life- 
style. 


The Sea Chinte’ 
Most Chinte’ F’har met across Agasha are likely to be Sea Chinte’ of Trassha Bay. These 
people are the best sailors to be found on Gargentihr, and sail the trading ships for their High 
Chinte’ masters. Their powerful and sleek cutters traverse the seas of silt without damage, 
allowing the Chinte’ F’har to navigate across the oceans whilst all other ships must hug the 
coast of their homelands. 


The Sea Chinte’ are extremely competitive in nature but are kept under control by 
their High Chinte’ masters, who run the trade with the other realms. Despite this 
oppression, the Sea Chinte’ are an easy going and friendly race, with a mischie- 
vous streak and a love of drink. They are a gregarious folk and enjoy the com- 
pany of other races as well as their own. The facts and notes given here are for 
Sea Chinte’, for they are much more commonly met than their High Chinte’ 


Language 

Low Chinte’ is the language of the Sea folk and is often used as an inter- 
national trade tongue by other races as the Chinte’ are the most com- 
monly found trading race. It is a fast, glottal and slang language which 

lends itself perfectly for this purpose. Chinte’ traders love to haggle 

and bicker when trading. Often this is more important than the deal 
itself and a shrewd trader can use this fact to his advantage. 


Clothing 

High Chinte’ prefer the brightly coloured rich silks of the Je’ Khan. 

They are tasteful dressers with an artistic streak. The most impor- 
tant lords wear Mirror-masks and hide their features when in pub- 
lic. Sea Chinte’ wear more practical clothing, but it too is brightly 
coloured and often indicates house affiliation and the ship on which 
he works. Many Sea Chinte’ wear their tails out of their panta- 
loons when ship-board and at rest. Footwear is never worn on ships 
as a sign of respect to Shar Go-jeh, the Chinte’ Kyashi lord of the 
sea. Many Chinte’ go bare footed at all times. 
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Chinte’ homes- Coro 

Chinte’ are athletic and agile, and can 
out-manoeuvre most other races. They 
enjoy climbing and their homes, called 
‘Coro’, consist of several stone tiers 
linked by vines, ropes, ladders and nets. 
Chinte’ cities such as Rhosha and 
Cho’chi consist entirely of these struc- 
tures and are truly breathtaking sights. 
The sea-ports of Yaskal contain no roads, 
but have a maze of small water-canals 
winding through the towns. Many vines 
and stone bridges connect the Coro in 
these settlements. Sea Chinte’ spend 
much of their lives near water and silt, 
and build their settlements to reflect this. 


The Parra Ral 


One of the most important structures in all Chinte’ vil- 
lages and town districts is the ‘Parra Ral’ which translates as 

‘the peaceful hut of scents’. This is the local meeting place, tavern, 
game hall and council building rolled into one. It is commonly in the centre 
of the surrounding coro with many bridges and vines joining the structures. The coro is constantly 
filled with a thick soothing smoke which Chinte’ claim heals the spirit. Humans get high in the | 
Parra Ral very quickly, much to the amusement of the locals. The Ral is usually crowded and noisy {J 
all day and night, but fighting within is absolutely forbidden. Only Sea Chinte’ use the Ral, and no- 
one knows if the High Chinte’ mountain fortresses have such dwellings. 


Dri ki 
All Chinte’ enjoy ale and once they start to drink many cannot stop until they pass out. High 
Chinte’ never drink in public for this reason, and no drink is ever allowed aboard a cutter, not even 
for trade. Offering drink is an insult in these situations, as the Chinte’ think it is a test of will. In 
new ports, it is traditional for the crew to sample all local ales and journeys will take a few days 


longer if this is the case. Few humans 


Chinte’ Glass have ever seen 


The High Chinte’ have developed a form of glass which is exceptionally strong and tough. This t he 
glass is forged in the mountain strongholds of Yaskal from diamond dust, and from it a number of ; 
items have been developed, including mirrors, sea-goggles, glass weapons and the deadly beam myYs ter10u S 


rods which protect their mountain homes. The High Chinte’ are extremely proud of their achieve- 
ments with the glass, and jealously guard its production from the outside world. They sell items Hi gh C hint e . 
made from the glass to every Agashan realm at high prices. i 


who rule 


Entertainment 

Sea Chinte’ humour is renowned across the land and there are few travellers who do not enjoy the Yas kal fro m 
infectious wit of these creatures. There are many famous Chinte’ Naratti actors and mime dancers, . 
for they enjoy entertainment in all its forms. These performers can be found in the great barge- their 


markets of Yaskal, and all across the bazaars of Agasha. All Chinte’ enjoy gambling and gaming, . 
with mumbelty-peg and tjhav being the most popular. Chinte’ will often be heard screeching with mountain 


laughter in every Ral and klai-den across Agasha. 
fortresses 


Sa-powers are a very private subject for all Chinte’ and are never discussed in public. Open use of 
such powers is taboo and punishable by death in Yaskal, and only the Sa-Catchers may practise the 
forbidden arts. Chinte’ are easily provoked over faith. They believe that each Sa-catcher is a living 
god and should be given the utmost respect. All should avert their eyes from such people, and 
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failure to do so in Yaskal can have very serious repercussions. 


The robed figures of travelling Sa-catchers are a common sight across Agasha. These pilgrims 

move around Chinte’ settlements in each realm collecting donations for the holy city of Ka’Jee. 

They carry small bells and move in groups of up to two dozen. Chinte’ usually lie on the ground 

R : A } k with their faces averted in the company of such holy creatures. The large coffers of donations make 
a J rran the Sa-catchers tempting targets, but few attack these monks, for their Belief Magick is strong. 


merchant of gig 


the affluent Family affiliation is very important to all Chinte’ F’har, and they are proud to tell all of their 
“if affiliation. Dealing with two families at the same time is very disrespectful and merchants who do 
C hi C hee so may incur the wrath of both, for all seven families have an intense rivalry which borders on 
feuding. Many Gevurian taverns have banned Chinte’ from wearing their family colours on the 
fam 1 l Y premises, but trouble can still spill over after a nights drinking. 
J 
f h : Families of note include :- 
of f ers ree D’Tehr white furred mountain Chinte’ known to deal in slaves. 
je t Gal las to Chi’ chee rich family of grey Chinte’ . Dealers of Drasp tea and other delights. 
Hesk Sea Chinte’ sailors with dark red fur. 
close a deal 
Customs 


Sea Chinte’ often overeat and suffer from terrible gorging-hangovers which can last a week. Dur- 
ing this time they are in great pain and can only laze about in the Ral. They tend to be very snappy 
at this time. 


Chinte’ enjoy playing scala, which is like polo played on skinks. This sport is more popular than 
even Gin-Ghan in Yaskal. 


A silent Chinte’ is a dangerous Chinte’. They only keep quiet when they’ re furious or crazy. Watch 
your back. 


Technology 


The Chinte’ lead in the fields of navigational equipment and glass making. 
They have developed the fastest cutter silt-ships and build the finest sea 
faring vessels. Chinte’ trade with every realm on Agasha and have gained 

access to much technology from across the continent. 


Racial Outlook. 


The Sea Chinte’ are a friendly people who hold few grudges 
towards other races. They find the Khostra and the Ja’ Hansh a 
little humourless for their tastes but enjoy the company of most 
other folk. A strong rivalry with Ryamis traders exists, but this 
is fuelled by the High Chinte’ Overlords of each family. The 
High Chinte’ are rarely seen outside of Yaskal and travel with 
a strong bodyguard. They are arrogant bullies who make the 
lives of their Sea Chinte’ minions miserable. They trade on 
their own terms, and hold long grudges. 


Sea Chinte’, when not in the company of their masters, are 
commonly regarded as the most easy going race on Agasha. 
Some unkind scholars have referred to them as ‘giggling fools’ 
and ‘wild drunks’, but this is unfair. They are a warm and 
friendly race. 


Racial Archetypes 

Cutter Sailor. Many of the Chinte’ encountered in Gevuria 
will be sailors from the silt cutters carrying trade between 
Gevuria and Yaskal. Whilst on the boat they work hard and 
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take great pride in their sailing abilities, but once in a busy 
port they like to work just as hard at having a good time 


It is this love of life and their obvious like for the human 
races that has made Chinte’ sailors very popular with the 
hard working dockmen of the Gevurian ports. There are 
not many humans who can hold their drink like a Chinte’ 
sailor but at least they can have fun trying, and usually 
with the Chinte’s money. 


Chinte’ sailors enjoy play fighting when drunk. Chinte’ 
rough-and-tumble games tend be a little too violent for the 
average human. Although Chinte’ are welcome in the dock 
side bars of Gevuria, many barkeepers will limit the number 
allowed in at a time and will always have a few bouncers 
on hand, preferably Myrdall. Even if the sailors get a bit 
loud and rowdy, they mean no harm and it is only rarely 
that damage is caused or someone is hurt. 


Sa-catcher. These robed holy folk can be found in every 
bazaar and market-place in Yaskal with their giirdi rings 
and their see-cards. Chinte’ from all walks of life use the 
Sa-catchers to advise and aid them in making decisions both 
mundane and of great importance. This is the only accepted 
form of mystical power within Chinte’ society, and even 
the High Chinte’ will avert their eyes in respect to these 
holy beings. 


High Chinte’ Lord. The lords of Yaskal are arrogant and 
abrupt when dealing with non-Chinte’. They wear their glass 
mirror-masks at all times in public and seldom speak to 
those beneath their class. Their trading power has granted 
them diplomatic immunity within Gevuria and they have 
the clout to break many of the laws of the land. Their body- 
guards are highly trained trigger-happy killers who strike 
out at all who incur the wrath of their masters. 


High Navigators. These Chinte’ are a group of High Chinte' 


Characteristics | Skills 


STR: 
HEA : 
AGL: 
COM : 
SEN : 


Weapons 
Claw 
Hantoth 
Tjhav 


Claw brawling 
Endurance 
Hantoth 

Listen 

Sight 

Tjhav 


Armour Type : 


First FAT Rating 
(Equals (STR+14) - ENC 


14 


Second FAT Rating 
(-4 to INIT and all skills) 


14 


lords that use ancient rituals and modern technology to traverse the seas of silt. The High Naviga- 
tors worship Shar Go-jeh on board the floating temples of Cha’tang cutters. The Navigators com- 
mand respect from every Chinte’ for they have the power to cross between continents. They con- 
trol all communication between Chinte’ families and have the final say in all the trading between 


Yaskal and other realms. 
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The Chinte’ F’har High 
Navigators are the only 
Agashan’s with the 
knowledge and ability to 
cross between continents 


The Ha’esh 
are the only 
humans 
native to 
Agasha and 
have the 
strongest 
ties to the 
land 


Ha’esh 


Racial Attributes 
The racial attributes for the Ha’esh are fully described on page 45 of the Creation chapter. As the 
Ha’esh are described in detail throughout the book they will only be dealt with briefly here. 


Description 

The humans known as Ha’esh are a squat and powerfully built race, usually standing about 5' 5" 
tall and weighing 150 lbs. They have a darkly tanned complexion with black hair. Their narrow 
eyes are sensitive to the Dalshra and change in colour depending on the powers of the owner, from 
the deep grey of the young, to the all-white of the Kai-cha. 


The Ha’esh are a hardy folk and are also very resistant to the scientific methods of Sa-manipula- 
tion used by the Institute of Kyromancy which often washes off them with no effect. Kyromancers 
find it very difficult to read the Pattern of Ha’esh, for the Sa surrounding them is like no other. 


All Ha’esh are part of a tight knit society, and can use the powers of the Ancients, which have been 
preserved through generations of in-breeding. Each clan has separate powers and abilities which 
are controlled by the society elders. 


The Ha’esh require little water to sustain them, with as little as four pints required to last a week, 
and their food is notoriously salty and harsh tasting. One particularly favoured delicacy is the silt- 
cod; a small silver fish with a strong salty taste. Ha’esh alcohol is also particularly strong, with one 
pint being enough to knock out most non-Ha’esh. Their favoured drink is koul; a dark, salty liquid 
hated by all other races for its noxious smell and taste. 


The Ha’esh race are especially in tune with nature and work with their environment. From this 
harmonious relationship, the Ha’esh receive many inherent abilities such as ‘Sense sho-ta’ and 
their wide knowledge of herbs. 


Outlook. 


Ha’esh have an extremely old culture which is based around the teachings of the Ancients. All 
members of the community, or cuari, are telepathically linked to one another. This has lead to the 
Ha’esh appearing as very quiet, sombre, and seemingly aloof individuals. Their homes are quiet 
centres of contemplation and seem very dull to outsiders. Some Ha’esh have given up speaking 
entirely, and communicate only via the Silent Way to the others of the clan. 


Over many generations, the Ha’esh 
have learned to speak with what they 
believe are the spirits of the land, 
which they call Kyashi. There are 
many hundreds of these energy-crea- 
tures, and they can inhabit rocks, 
trees, rivers, flora and fauna. These 
creatures are actually Cyatim from the 
Darklands, and are contacted using 
methods first devised by the Ancients. 
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Many of the Gevurian Ha’esh now re- 
side in the swamptowns and ports built 
by the invading Karro and have 
adopted this culture as their own. Most 
of these folk live as second class citi- 
zens amongst the Karro, who regard the 
Ha’esh as simple natives. Other Ha’esh 
see those that entered the Karro towns 
as outcasts and call them ‘JanRai’, a 
term which implies great disrespect. 
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Many of the outcast Ha’esh who turned their backs on the old ways have 
now realised their mistake in welcoming the decadent, rich culture of 
the Karro, and they have once again withdrawn into their old clans, 
speaking the Silent Way. Deep within the Ha’esh slum-districts of the 
towns, the old ways are beginning to re-emerge in a different kind of 
jungle. Already there are new Kyashi of the city and the street which 

can be invoked through the power of the Ancients. 


The Ha’esh that have not been lured into the material riches of Karro 
society can see the damage that the new technology is causing to their 
homeland. The Ha’esh can hear the scream of the land as corn-en- 

gines belch their smoke and the smog-filled streets of the towns 
advance slowly into the swamplands. They blame their broth- 

ers who have left the land for the towns and have dishon- 
ourably turned their back on the old ways. 


Religious Belief 

The Ha’esh are a calm, even-tempered and rational 
people who believe that all things are part of the 
“Chon’da Harek’, or ‘Great Wheel’. Everything 
that happens is tied to destiny and cannot be 
changed. The Ha’esh passively accept all events, 

for they know that nothing lasts forever. This 

belief adds to the calm outlook which all Ha’esh 

have, and tends to make other races nervous of 
these silent folk. 


Every Ha’esh is taught to open his mind to the pow- {/ 

ers of the land, and is encouraged to follow his own path 

through the levels of power. Self-teaching and meditation is expected by all those who would 
become a Re-cha, or ‘Enlightened One’. Many strive to learn the powers and rituals known as 
Ways, for they light the path for Re-cha. 


In every cuari, there is one individual who acts as the medium between the Ha’esh and the Kyashi, 
and is known as the Kai-cha. Only this individual can learn from the holy cyanna crystals of the 
Ancients which are kept in D’ Hag, the holy city of Vhastor. The Kai-cha can contact the Kyashi of 
the land with the aid of long rituals and fetishes, and may ask them for assistance. This is detailed 
in the Belief chapter. 


The holy city of D’Haq, on the Vhastor plains, holds a mighty ziggurat which was built many 
millennia ago by the Ancients. This structure holds a vast library of kavash and cyanna gems 
containing forbidden knowledge from times long past. Only the Kai-cha have access to this temple Th e Ho ly 
and guard the legacy of the Ancients from all others. It is here that all who become Re-cha travel to 


attempt the final stage of enlightenment. The Ha’esh people are a fragmented race consisting of 1 nN d 11 d Uu al S 

many small clans, and this is the only form of clan co-operation found in the Ha’esh culture. The 

Re-cha pilgrimage has been handed down through many generations of Ha’esh and is believed to 

be a tradition which dates back to the Ancients themselves. k NOWN Aas 
Kai-Cha can 

The Dreampaths , 

Ha’esh believe that Agasha is covered in mystical energy lines known as ‘dreampaths’ which link spea k with 

the world of the Kyashi to Gargentihr. There are Light Dreampaths which are lines carrying good : 

fortune and luck, and Black Dreampaths which carry demons, pain and misfortune. All Kyashi the Kyas hi 

shrines and temples are placed on the Light paths, and all Ha’esh will actively avoid Black paths. 

The Kai-cha are often consulted before new buildings are built to ensure that no paths are crossed O if t he l and k 


by the building. This is something still done by town Ha’esh, and can lead to whole areas of a 
swamptown being avoided by these people. 


The Ha’esh believe that Karro technology blocks the flow of dreams and will not touch the stuff. 
Only nature allows the true flow of the Dreampaths. All unnatural materials draw the Black Dream- 
paths into a cuari and will surely destroy the clan. Smuggling mechanical items and the like into 
such a place is a most heinous and terrible crime in the eyes of the Ha’esh. 
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In Gevuria, 
the Ha’esh 
live in the 
huge Get 
trees, high 
above the 
swampland 


Communication 

In traditional Ha’esh society, commu- 
nication is an important aspect of life, 
for all must learn the Silent Way if 
they are to belong in the clan. The 
Ha’esh enjoy all forms of communi- 
cation and respect anyone who has a 
gift for talk. Their spoken language 
is a sweet poetic tongue. Ha’esh never 
use the Silent Way to speak to outsid- 
ers, including members of other clans. 
If they communicate at all, it is with 
the spoken tongue. There is no writ- 
ten version of the Ha’esh language, 
and all the laws and stories are passed 
down through speech and the Silent 
Way from the elders to the children. 


Ha’esh only say their names aloud 
when they feel completely at ease. 
Calling a Ha’esh by his given name 
in the company of strangers is a grave 
insult, and allows evil kyashi spirits 
to steal away that persons name. Most 
use the term ‘Maulo’, which means 
‘friend’ when addressing a stranger. 


The Rai Clans 

Ha’esh culture is divided into clans, with all relations of this extended family living in the same 
cuari. Social acceptance by the clan is very important, as is loyalty to your cuari. Personal honour 
and deeds will reflect on the clan and thus all Ha’esh are careful in their actions and words. To be 
outcast is the ultimate disgrace and is feared by all Ha’esh. The shame of those that live in the 
Karro towns is carried by all of the race, and will never be forgotten. Those Ha’esh that live in the 
swamptowns are now all outcast JanRai. They have formed their own outlaw clans within the 
swamptowns in an attempt to regain their link with the Ancients. 


The virtues of bravery, hospitality, politeness, loyalty and sincerity are the most valued character- 
istics of the Ha’esh. Both personal and clan honour is to be sought, even in death. AC Ha’esh must 
first recover from the disgrace of belonging to a swamptown clan. 


All clans have their own Rai-symbol; a sign which allows Ha’esh to recognise each other. All Rai 
are worn with pride and are common signs in Ha’esh villages. Ha’esh consider those with no Rai 
to be the lowest form of life and a dishonour to their family and their race. 


The Cuari 


Ha’esh settlements are known as cuari, and are based around extended families called Rai. Only 
members of the Rai can stay within the cuari, and it is a great honour for outsiders to be allowed 
into the settlement. The cuari are traditionally quiet places with all inhabitants speaking in the 
Silent Way. Only in the local koul-den is normal speech common, and even these places have a 
sombre mood. All cuari are centred around the Re-Hall of the elders, where laws are made and 
tales are told. This is the most sacred building within the cuari and only clan members may enter. 


In Gevuria, the Ha’esh live in the huge Gei trees, high above the swampland, whilst the Vhastor 
cuari are domed rock buildings joined by walkways and tunnels. 


Fynning 

By the age of 10, all young Ha’esh minds are open to the Silent Way, but cannot control it. The 
Dalshra flood their minds and send psychic waves of pain through the entire community at this 
time. To prevent this, all Ha’esh of this age are taken deep into the wilderness with the Kai-cha and 
taught how to channel the Silent Way. This takes all of Raintime and is known as ‘the Fynning.’ 
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Some of the Fynns cannot ever control the Way, and must be outcast from the clan. In the wilder 
clans these children are ceremonially killed, then burned and their ashes eaten by the whole cuari. 
A weeks mourning is spent when no speech using Silent Way is permitted. It is at this time when 
Ha’esh cuari appear to be at their noisiest and most social. 


Chapping 

Ha’esh require a heavy salt diet to remain healthy. If they do not receive this, their skin tends to dry 
and flake which makes them appear far older than they actually are. This condition is known as 
‘chapping’, and is especially common amongst town Ha’esh who do not eat the same diet as their 
swamp brethren. Swamp Ha’esh say this is a punishment for the JanRai turning their backs on the 
old ways. Ha’esh rogues and Therrazha have been known to intentionally ‘chap’ to disguise them- 
selves. Each week without salt adds ten years to their appearance. 


Scrudd butter is the white paste which can be squeezed out of the rear of the scrudd slugs found 
across Agasha. This white substance can be applied to the skin and prevents chapping for a week. 
It works within the hour. Bowls of living, squealing scrudd are found in Ha’esh koul-dens in the 
swamptowns, for use by all. 


The Ways 


There are several abilities described in the Skills chapter which are known as Ways. These are 
abilities which were first derived from powers and symbols used by the Ancients, but over the 
centuries the Ways have become inherent and natural to the Ha’esh. All Ha’esh can have their 
minds opened to the Ways, but they remain sacred abilities only learnt by a chosen few. The clan 
elders have much say in who learns the Ways. They are normally learnt by those who strive to 
become Re-cha, and as such may be learnt by ACs. 


The Narrator should limit the number of starting Ways chosen to one or two, but may allow deserv- 
ing players opportunity to learn others during a campaign. Ways are designed as a weak form of 
Belief Magick, but should still remain mysterious. If they are used every day then they will lose 
this mystery. The Ways described are Hidden Tongue (KAI), Sense sho’ ta (KAJ), Silent Way (SEN) 
and the four Ways of the Mujo which are MAN skills. 


Ha'esh Eyes 
All Ha’esh have eyes which change colour depending on their position within their cuari. There is 
a ceremony, known as the Horth, held every Adrach when the social position of all cuari members 
is assessed using the Silent Way. The colour of each clan members eyes can be changed through 
the will of the entire Rai using their mental abilities. Each colour has a separate meaning, listed 
below in increasing order of importance:- 


Black : Outcast, murderer, or Jan Rai 

Deep grey : The natural colour, pre-Fynning 

Dull blue : A young full-clan member, post-Fynning 
Light green : Experienced adult of the Rai 

Orange : A master of a craft 

Violet : A full Warraji 

Purple : A clan elder 

Scarlet : A Re-cha, or enlightened being 

White : The clan Kai-cha 


Town and swamp Ha’esh 


The town Ha’esh have picked up many of the Karro’s traits, and are a very different people to those 
clans found deep in the swamps and upon the plains of Vhastor. All ACs are town Ha’esh and may 
use the technologies of the Karro freely. 


The swamp Ha’esh are a far more primitive people who see all forms of technology as magic. 
Chronometers, rockpipes, pictographs, and even the written word are the work of the demons 
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Only 
Ha’esh 
seeking 

enlightenment 
will be 
taught the 
mysterious 
‘Ways’ 


known as Karro. These clans wear face and bodypaint called junn, and shave their heads into 
strange patterns. They distrust outsiders, and fear the Karro who come into their lands and kill the 
world. Many missionaries have disappeared in the steaming swamplands of these clans, and the 
Ha’esh of the west have been known to torture and kill all intruders. 


Swamp 
Ha ’ es h Racial Outlook. 


The Ha’esh are a curious race. They are found in every realm across Agasha, but can call none their 


re fu Se t O home. Their passive views have allowed others to invade the lands which have belonged to the 
Ha’esh for six millennia, and to destroy much of this proud races heritage. The Khostra, Karro and 
Jouk all own land that was once owned by the clans. The Ha’esh say that the Chon’da Harek will 
accept the turn once more and again the land will be theirs. They patiently await their turn. 


. CU1 | way SO f Ha’esh have a mellow and laid back society, which many regard as lazy. Most Ha’esh maintain an 
even-tempered and calm disposition at all times. It takes much to anger these people, but they 
should still be treated with respect. Ha’esh have long memories and forget neither friends nor 

the Demon ee 


Karro. 
Racial Archetypes 
Pathsilker. The Ha’esh pathsilkers patrol the waterways of the Gevurian swamplands. They are 
the local Ha’esh law enforcers and can often be found working alongside the Gevurian Streetmen. 


Ha'esh Pathsilker 


Characteristics | Skills 
; Boating 
STR: 5 ficts 
HEA: 6 Endurance 
Ghurti 
AGL: 5 Listen 
COM: 5 Shorppeay 
Sight 
5 Survival-swamp 


AIIM ADMANHY 
ARBRUNDAU™ 


SEN: 


Weapons 
Bola 
Ghurti 
Shortspear 


Armour Type : 


First FAT Rating 
(Equals (STR+14) - ENC 


Second FAT Rating 
(-4 to INIT and all skills) 


Right Leg 
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Ja’Hansh 
Racial Attributes 


Height : 4’6" to 5’0" Weight : 120 lbs to 200 lbs 
Modifiers : -3 to AGL -2 to MAN 


+4toKNO- +2to KAI 


Description 

These natives of Agasha are a squat race, standing five feet tall. 
They appear shorter than this as they tend to hunch under the large shell which covers 
their entire torso. Two short, heavy legs each with four toes carry the weight of both body and the 
shell which encases it. The shell covers their leathery skin from the upper leg to the top of the neck 
and is large enough to totally enclose the Ja’ Hansh in times of danger. The shell is exceptionally 
tough at the back where the plate has a polished sheen but the front is softer and lighter in colour. 
A high ridged collar protects the base of the neck and several smaller ridges are common down the 
back of the shell. All Ja’ Hansh shells have distinctive colour patterns and it is usually only through 
these that other races can tell any difference between individuals. 


Both the feet and the skull of the Ja’ Hansh are very strong and bony. They have an extended snout 
with a good sense of smell and their eyes are small and hidden under thick brow ridges of leathery 
flesh. The Ja’ Hansh have no teeth but rather have a powerful beak and a long pointed tongue. They 
have similar senses to the humans. Their arms are short and powerful, each having three fingers 
and an opposing thumb. Beneath the arm sockets in the shell are two hidden flapped pouches 
where the Ja’ Hansh store incubating eggs of their young. These pouches can also be used as pock- 
ets and can store several small items in each. 


Upon mating, the Ja’Hansh female will produce a clutch of one to four eggs after a further two 
weeks. These eggs will be stored in both male and female shell-pouches for another eight weeks 
before hatching. The hatchlings grow a shell over the following four weeks and are still carried in 
the pouch at this time until their shells harden. Ja’ Hansh are notoriously bad tempered during this 
time and should be given peace. It is believed that this carrying process is painful and irritates these 
normally placid creatures. 


Cherning 

The Ja’Hansh live for up to one hundred and fifty years before the process called ‘cherning’ be- 
gins. Only a tenth of the race survive this process and it is usually the older ones which do so. The 
first symptoms of cherning are violent swings of mood as the Je’ Khan blood within the Ja’ Hansh 
starts to boil. The entire character of the Ja’Hansh changes at this point and the Ja’ Hansh is de- 
clared dead by his kin. As the moods become increasingly violent, most Ja’ Hansh seal their shells 
and begin the metamorphosis stage of the cherning. Some Ja’ Hansh do not chern gracefully, how- 
ever, and continue to become more violent and unpredictable as their alien blood begins to boil. 
Often their own families will track down a Ja’Hansh such as this and end their pain for them, but 
some Ja’ Hansh can hide their changes well and can disguise the cherning process. 


The metamorphosis stage can last between ten days and ten years. During this time the Ja’ Hansh 
totally withdraws into its shell and is left alone by his people. This stage kills ninety per cent of 

the Ja’Hansh and is seen as the end of life. The shell is rarely touched by others of the race 
as the cherning process is somewhat taboo. If the shell is in a Ja’ Hansh village it will be 
carried out into the wilderness to finish the cherning process, but it is common to 

leave the cherning Ja’Hansh where he lies. At the end of the cherning process, the 
Ja’Hansh which survive will have undergone a miraculous change. The shell will 
begin to shake and bubble and a foul stench will fill the air. When the shell cracks 
open, a ravenous young Je’Khan will burst forth and begin its ritualistic feeding 
frenzy. 
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Only a tenth 
of Ja’'Hansh 
survive the 
cherning 
process 


Ne’Hal is 
known as 
‘The City of 
Knowledge’ 
and houses 
the finest 
libraries in 
Agasha 


Outlook. 


All Ja’Hansh burn with a desire for knowledge and enjoy the hunt for this goal as much as they 
enjoy telling of their findings to any that will listen. Many a Ja’Hansh can lecture for hours on 
subjects both uninteresting and incomprehensible, for once they start, it is very difficult to get one 
to stop talking. A Ja’Hansh is most happy when surrounded by a plentiful supply of books and 
knowledge-gems from which he can learn. They make excellent tutors but are infuriatingly precise 
in detail and tend to get impatient with pupils from other races who are seen as slow learners by the 
Ja’ Hansh. 


Ja’ Hansh are a very open race and share knowledge freely amongst one another. Secrecy has no 
place in Ja’ Hansh society and thieves are intolerable. Ja’ Hansh cannot comprehend the jealous and 
mean behaviour of many scholars from other races for they are used to everything being accessable 
to one another. Likewise, they do not understand why others get so upset when Ja’ Hansh simply 
walk into their houses without knocking. . 


The Ja’ Hansh are said to know much about the culture of the Ancients and freely use the powers of 
Belief Magick, which they call ‘Fai’. This strikes fear into many other cultures when the power 
wielded by the Ja’ Hansh is seen. They are usually a very peaceful race and only turn to violence as 
a last resort. 


The entire Ja’ Hansh nation was evicted from their home realm of Ja’ Hall many years ago by their 
Je’ Khan children who had been treated as outcasts. They both pity and fear their brethren, and still 
believe that both races will one day live together. Those foolish enough to have tried telling Je’ Khan 
this rarely live to regret it. 


Jutes 


Ja’Hansh live in family groups of between two and twelve in number. Their nomadic past has 
caused them to live in gressh-pulled caravans known as ‘jutes’ as they roam between cities in a 
never ending search for knowledge. Often guards must be hired to protect the family as they move 
from one location to the next. . 


Many Ja’Hansh are still travellers after their eviction from Ja’ Hall. 
As such, this race is found in every realm in Agasha but has no true 
home. The largest population of Ja’Hansh is found in their city of 
Ne’Hal in Khos-Tavar. This city is a haven for the learned and is 
protected by several of the surrounding Khostran lords. It is also 
known as “The City of Knowledge’. Scholars from around the con- 
tinent often travel to Ne’ Hal but thieving has made the 
Ja’ Hansh wary of those who are not known to them. 


Maggots and Skall 


All Ja’ Hansh feed on maggots and larvae of various 
species and the travelling patterns of many nomadic 
Ja’Hansh are dictated by the breeding grounds of 
many of these larvae types. All Ja’Hansh jute cara- 
vans have at least one maggot cart which is known 
as a ‘skall’. This cart grows and breeds the nomad’s 
food in a bed of rotting vegetation and carcasses. 
There is no trouble locating a skall for the stench 

is Overpowering. Ja’Hansh claim that the smell 
adds to the delicacies within the cart. Some of the 
rarer maggot breeds can bring on an uncontrolla- 
ble feeding frenzy in the Ja’Hansh; a fact which 
shames them but which cannot be 
avoided. 


Art 


Ja’ Hansh art is amongst the fin- 
est to be found on Agasha. 
Ne’ Hal houses many great paint- 
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ers, poets, sculptors and writers whose work will sell for high prices across the land. Curiously, all 
other races find Ja’Hansh music offensive to the ear and few of the musicians of Ne’Hal ever 
prosper outside their home town. 


Customs 


Ja’ Hansh only drink in the company of trusted friends. 
Ja’ Hansh tend to make a curious clicking sound when nervous. 


Ja’ Hansh love the hot drink known as Yusp, which is made from a dark brown bean produced in 
Vhastor. They get easily addicted to this product, and there are several Yusp Anonymous clinics to 
be found in Ne’Hal. Addicted creatures have brown fingers and shake a lot. 


Technology 

Ja’ Hansh are masters of Belief Magick and do not use the technologies of the other races, for they 
know that the Cyatim find such items terrifying. They will freely use gems for they find such items 
fascinating. They can use the powers of Belief to activate gems without requiring the use of gem 
readers. 


Racial Outlook, 
The Ja’ Hansh are the scholars and sages of Agasha and they can be found in every city outside of 
Ja’ Hall. Other races find them irritating and meddlesome but of little danger. The Ja’ Hansh treat all 
other races (except the Windtraders) as inferior and rather uncivilised, and this outlook can cause 
friction between races. All Ja’ Hansh fear the Je’ Khan and will never deal with their kin. They are 
one of the few races to get on well with the Khostra and 
are often used as intermediaries by the people of Khos- 
Tavar. 


Characteristics | Skills 
Ja’Hansh Jute Guard. The Ja’ Hansh are a passive race, 


but still have to protect their caravans and halls of knowl- 
edge from attack. These individuals are typical of the war- HEA: 5 
riors of this race. Jute guards are specially bred, and do 
not have the soft undershell common amongst Ja’ Hansh. AGL: 2 
Their armoured shells are commonly a pale green in col- COM: 4 
our, and the thick crust of their shell also grows on their SEN: 4 
arms and legs. Only the jute guards receive this armour. ; 
Weapons 


Shortspear 


STR: 3 Endurance 
Listen 
Shortspear 
Sight 
Persuade 


Ja’Hansh Scholar. Ja’ Hansh enjoy all forms of knowl- 
edge and almost every member of this race regards itself 
as a scholar of some type or another. From the herb gar- 
deners of Gevuria to the librarians of Ne’ Hal, Ja’Hansh 
will be found in the pursuit of knowledge. They are a Armour Type: = Thick Shell 
peaceful race and often employ others to protect them on 
their travels. If they do resort to violence it is with Belief 


Racial Archetypes 


Magick rather than with weapons. Few can match the ar- 
cane powers of these mild-mannered creatures and the 
mere threat of the knowledge of the ancients keeps many 
assailants at bay. 


Raan. Ja’Hansh with a red circle painted onto the backs 
of their shells are known as Raan. They are high-ranking 
advisors to Khostran lords and are closely protected by 
their employers. Other Ja’Hansh find these individuals 
haughty and unapproachable and only the foolish would 
harass these dangerous individuals. The Raan are paid to 
provide the Khostra with the hidden secrets of the City of 
Knowledge, and also work in the chemical workshops 
found in Khos-Tavar castles. 


Right Arm 


First FAT Rating 
(Equals (STR+14) - ENC 
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Left Arm 
AV__10 


Second FAT Rating 
(-4 to INIT and all skills) 
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The braids 
and beads in 
a Je’Khan’s 
hair denote 
their position 
and power 


Je'Kfan 


Racial Attributes 
Height : 6’2" to 7’0" Weight : 240 Ibs to 360 Ibs 
Modifiers: +2toSTR  +1toHEA 


+1 to AGL -2 to KAI 


Description 

The Je’Khan are taller than their Ja’Hansh 
brethren, standing up to seven feet tall. Je’ Khan 
are tall, proud and muscular and stand com- 
pletely upright, having lost their shell. They 
enjoy performing feats of strength and have a 
ferocity which should not be underestimated. 
Their limbs are long, powerful and end in claw- 
like hands with three fingers and an opposing 
thumb. 


The skull is elongated and narrow with sharp fea- 
tures and a prominent forehead. Their mouths are wide 
with a thick row of molar-like teeth and a long pointed 
tongue. They have a milky, pale complexion and tough rub- 

bery skin. Their feet and skull are covered in a thicker crusty skin 
which can grow into hardened miniature horns across the face. All Je’ Khan have flat heads and 
long, straight black hair which grows from the temples. The hair is braided, dreadlocked and beaded 
to denote rank and power. Both female and male Je’ Khan grow thin wisps of facial hair, which can 
make it difficult for other races to differentiate between the sexes. 


Cherning 

All Je’ Khan are related to Ja’Hansh and are a result of the metamorphosis known as ‘cherning’. 
This process turns the peaceful Ja’Hansh into a young, starving and frenzied Je’ Khan with an 
insane and ravenous hunger which can last for several days. The killing sprees which result after 
cherning can be devastating and are feared across all of Agasha. 


The Je’ Khan are ashamed of their Ja’ Hansh kin whom they regard as weak and repulsive. No true 
Je’ Khan would ever admit to a relationship between these two races and even the mere mention of 
a link is considered a great insult. 


There are two types of Je’ Khan. The first generation Je’ Khan are those that are the product of 
cherning. These are the only fertile males of the race and thus much sought after by the ruling clan- 
females. Second generation offspring are those born to Je’ Khan mothers and are sterile and less 
aggressive than their parents. Je’-Khan can accurately sense cherning Ja’Hansh up to 10 miles 
away. 


A Healthy Diet 

Like the Ja’ Hansh, the Je’ Khan feed on larvae and maggots. They have a far keener sense of smell 
which can send even the calmest Je’ Khan into a feeding frenzy upon smelling their food. This 
uncivilised behaviour is curbed through the cooking process favoured by the race. The Je’ Khan 
diet mainly consists of water-maggots formed in large stagnant ponds. 


Upon removal from the ponds, the maggots are cooked to make a thick broth which reduces the 
scent given off by the food and allows the Je’ Khan to eat in a civilised manner. It is a great embar- 
rassment and a sign of weakness for any Je’ Khan to be caught in the frenzied state by non-family, 
thus the cooking process is an important job. Most cooks are second generation Je’ Khan or slaves 
of another race. All Je’ Khan cooks wear thick leather masks to avoid the food’s scent. The broth is 
served with fresh raash-leaf and is considered at its best once it has fermented for roughly eight to 
ten weeks. 
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Outlook. 


The Je’ Khan are considered a warlike and aggressive race especially in the way that they have 
slaughtered or enslaved the remaining Ja’ Hansh in their home realm of Ja’ Hall. This killing was in 
retribution for the years of exile placed on the Je’ Khan people by the Ja’Hansh lords in the first 
centuries of modern time. When the Je’ Khan finally broke out of their poverty and hunger, they 
wreaked a terrible revenge on their Ja’ Hansh relatives. It was the great warrior queen, Vhlash Ko- 
han, who led this uprising and who is still revered in Je’ Khan society. If the true heir to the Ko-han 
dynasty is ever found, then it is said that the sister-clans will once again unite and rule over the The Je ‘Khan 
entire continent of Agasha. 


The Je’ Khan are fiercely proud and loyal to their Sister-clan and all will die in honour of it. To die are CONS id ered 
fighting for your clan is the greatest honour and makes the Je’ Khan a most dangerous opponent in : 
a fight. Life is a long ritual of honour and service to the clan, which has a strict hierarchical a Wa rl ike and 
structure. All Je’ Khan have a place in this hierarchy which will remain static until death. . 

The clans are each ruled by a first-generation female known as the Queen. The nobility is made up Ag a restve 
of other first generation females, called shan, who fight each other for their rank under the Queen. 

All shan seek the Queen’s granting of a fertile male mate, for all such males are the property of the race. 


Queen and are only given out to favoured nobles. The male only gains citizenship when he weds a 
female noble. 


All other males and second generation females are lesser members of the clans whose place is to 
serve the nobility without question. This efficient system would make the Je’ Khan an organised 
and powerful society, both in war and peace, if it were not for the constant war between the sepa- 
rate clans. Only the complete hatred for the nation of Khos-Tavar is strong enough to quell the 
warring between clans. 


Clans of note include :- 


Eragha Western Gevurian clan who constantly war with the Karro over border disputes. 
Vyarr Peaceful clan of Antrossa who trade with Chinte’ and Karro. 
Ruassh Northern Ja’Hall clan who are the priests of all Ja’Hall, and who reside in the 


island city of Jova. 


Ko-han Ancient clan who run the capital city of Gho’ja-Keehan, and who are allies with the 
Roquan of Ghent. 


Ee 


ee 


Shandu 


The greatest honour for any second generation Je’ Khan is to be presented with a 
clutch of eggs from a noble to raise as its own. This honour means that the 

Je’ Khan has risen to low noble status and is known as a ‘shandu’. All 

Je’ Khan, both male and female, seek this honour and will do almost 
anything to achieve it. 
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The Kamarru 
Je’ Khan sister-clans live in circular settlements known as 
Kamarru. In each region of Ja’ Hall there are several seasonal 
Kamarru and one or two full-sized towns. Je’ Khan are no- 
madic and ride the plains from Raintime until Adrach. 
They spend the darker seasons within the Kamarru, 
sharing tales, singing war-songs, practising the arts 

of war and taking husbands. 
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It is a great 
dishonour for 
a Je’Khan 
sister 
warrior to 
back-down 
from combat. 


All Je’ Khan buildings are circular and low-domed sandstone structures with the floor cut 6' into 
the earth. Each shan and shandu owns one dome. The main building inside the Kamarru is the Paut, 
which is located in the centre of the settlement. This is the home of the Queen and her immediate 
family and servants. The most influential shan are placed around the Paut in large domes, with 
lesser nobles placed further out. Clan importance is indicated by the size and position of each 
nobles’ dome. 


The second largest buildings in the Kamarru are the Pond-kitchens where the food is prepared. The 
shan and the shandu have large halls for meeting, duelling and drinking, called Kust. The outer 
buildings are slave-pens, horse stables, and male breeding-pits. 


Kamee 


The nomadic herders of Ja’ Hall spend the first half of every year travelling with their horse herds. 
They stay in domed wigwams known as Kamee during this time. The Sister-clans fight great 
disputes over the best grazing grounds in Ja’ Hall. 


In some clans, over three quarters of the Je’ Khan leave their kamarru to travel on the plains. It is a 
great dishonour to be left behind during the herding season, and all Je’ Khan try to prove their 
usefulness to their Sister-clan in the days leading up to the ‘Kallach’, or ‘time of choosing’. This is 
a ritual which is carried out by the shan to determine who joins the herding party. Je’ Khan are 
always edgy during Darktime as the Kallach approaches. They tend to do crazy things to get 
noticed by their shan. 


Horse Breeding 


The Je’ Khan clans are responsible for breeding almost all the horses found on Agasha. These 
beasts are seen as a sign of status in all cultures and are much sought after. The Je’ Khan only sell 
sterile mounts to prevent other races from breeding the horse. All Je’ Khan horses are palomino. 
The main trading markets are in Shiirn and Gho’ja-Keehan. 


Music 

Je’ Khan are extremely affected by the powers of music. Certain songs played on sleth horns are 
used to work warriors into Battle Frenzy, and the position of Battle Composer is a great honour 
within Je’ Khan ranks. Je’ Khan war-nurses use reoni pipes and the yinta harp to heal their patients 
at rapid rates. ACs with musical skills best be very careful when in the company of Je’ Khan for 
they can affect the psychological state of these creatures. 


All Je’ Khan warriors are females and wear 
red hair beads to show their station within 
society. These individuals are almost al- 
ways xenophobic, paranoid and dangerous. 
Even other Je’ Khan leave twitching war- 
riors well alone. Je’ Khan warriors never 
back down from a combat and will fight 
to the bitter end. They are equally as com- 
petent on horseback as they are on foot. 
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Customs 


Je’ Khan constantly challenge one an- 
other in feats of strength and combat. 
This is their way of proving their place 
in the Sister-clan and makes them very 
competitive. No Je’ Khan ever refuses 
another’s challenge, even if it will prob- 
ably result in the death of one of the 
combatants. Refusing any type of chal- 
lenge is a form of weakness. 
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Je’ Khan snap angrily when enjoying a conversation. 


Je’ Khan use a low buzzing song to measure each other up when they are angry. This pleasant 
sound is easily mistaken for a tuneful, happy humming. 


Je’ Khan give prized possessions away as a form of challenging another to a duel. It signifies their 
willingness to give up everything for their honour. 


Technology 


The Je’ Khan believe that technology is the ultimate evil created by the males of other races, for no 
female would turn her back on the powers of the earth. They refuse to use such devices and see 
them as taboo items. Je’ Khan will use gems but use their own natural abilities of Belief, or Fai, 
rather than rely on technology. 


Racial Outlook. 


The Je’ Khan are a passionate and warlike people with a long memory of pain and hatred. They will 
never forgive their Ja’Hansh brethren for casting them out of Ja’Hall. Even mentioning that the 
two races are related will bring the wrath of the Je’ Khan down on the hapless player. Long running 
feuds with the Karro and the Khostra ensure that there is little love between those races. The 
Khostra are especially hated and all meetings between these two races are strained at best. All 
humans are seen as weak and pathetic, except for the Roquan. These humans of Ghent are admired 
and respected for their treatment of females, despite long-running disputes and wars between the 
two races. They are considered worthy opponents. 


Racial Archetypes 
Je’Khan Sister Warrior. The warriors of the Je’ Khan 


sister clans are amongst the best and most fanatical fight- 
ers in Agasha. All Je’ Khan warriors consider it an hon- 


Je'Khan Sister Warrior 
our to lay down their lives in battle for their sister-clan 


and will fight to the bitter end. Characteristics | Skills 
Eragha Huntress. In the western swamps of Gevuria, STR: Bodyblades 
bands of Je’Khan roam in search of kalee maggots and HEA: Endurance 
runna flies. These groups set many spiked nets and bas- Jai blade 
kets to contain such beasties, many of which can grow AGL: Listen 

up to a foot in length. The hunters wear camouflaged bark CoM: Riding-horse 
armour and have been known to hunt down Ha’esh and ; Sight 

Karro who have had the misfortune of stumbling into their SEN : 

hunting paths. Weapons 


Bodyblades 
Jai blade 


Ko-han Horse-mistress. The northern Je’ Khan of the 
Ko-han sister-clan often send merchants down into Ge- 
vuria to trade for hard metals, silt maggots and other 
goods. In return they trade their fine Ja’ Hall geldings to Armour Type : 
any who would pay the high price for these great beasts. 
The Ko-han traders wear golden silks and are the safest 
Je’ Khan to approach in the bazaars of Agasha. 


Fai Witches. Many of the first generation Je’ Khan are 
powerful Kai-cha who can use the arts of the Ancients. 
Mutations caused through the wielding of Sa are a sign 
of power and ability, and Je’ Khan with such deformities 
are extremely dangerous and powerful. The witches seek 
to mutate, believing that this is part of their natural evo- 
lution. 
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First FAT Rating 
(Equals (STR+14) - ENC 


Second FAT Rating 
(-4 to INIT and all skills) 


The Jouk fear 
and despise 
all 
Formweaving 
and Belief 
Magick. 


Racial Attributes 
Height : 6’6" to 8’0" Weight : 200 lbs to 400 lbs 
Modifiers: +2STR -1 MAN 


-2 SEN+2 DAL 


Description 

The Jouk are tall humans from the conti- y <a» 
nent Tell, who now rule the northern realm WB Ze SS 7 
of Tellah. They stand between 6’6" and 8 ; 
feet tall and are a powerfully built race, able 
to match all but the Myrdall in strength. 
Both male and female Jouk are bald with a 


Jouk have a highly advanced sense of smell which enables them to detect Sa when it is thick in the 
air. They can sense Formweaving for up to five minutes after the Sa has been manipulated, but 
their other senses are rather dimmed. Jouk have no ears but two holes on each side of the head 
serve as a means of hearing both normal frequency and ultra-sonic sounds. 


Their heavy appearance makes them deceptively slow and clumsy, but potential assailants are 
often surprised, for they are faster and more agile than they appear. 


Hearing and Language 

The Jouk language contains many ultra-sonic sounds and clicks produced by their dislocating jaw. 
Their normal range of hearing is rather poor and all Jouk tend to shout when dealing with the other 
mortal races. It is difficult for other races to speak to Jouk fluently. Jouk tend to shout when 
communicating with others, whilst the other races speak too quietly for the Jouk. They are a quiet 
and polite race when in the company of non-Jouk, but together they are a loud and friendly people. 
Many klai-dens in Gevuria refuse to serve drink to parties of Jouk as they can get too loud and 
rowdy. 


Social Outlook. 


The early Jouk invaders from Tell were murderers and slavers, and the mage rulers of Ghent were 
tyrannical and decadent. The Jouk are ashamed of this past and blame it all upon the Arch-mages 
who ruled their people at this time. Jouk totally fear and despise Formweaving and belief magick 
and will go out of their way to destroy it and its users. They accept the fierce religious laws set by 
their God-Queen Isha in an attempt to wipe out all Rogue Mages. 


The Jouk are a loud and friendly people when in company that they trust. Behind the closed doors 
of Tellah is a race that holds friendship and family in the highest regards, but the Jouk have very 
few social skills. They have lived in isolation for many years now and it will take them time to 
learn to trust other realms. 


The God-Queen Isha 

The Jouk are led by their God-Queen Isha Drytongue from her Mesa palace in the Tellahn capital 
of Isha Kabar (meaning-Heaven of Isha). It was Queen Isha who lead her people when they rose up 
against their Arch-mage leaders almost 200 years ago and then led them in their great journey from 
Ghent to the new land of Tellah. 


At first Isha was named Queen of Tellah, but as generations died and Isha still ruled from her Mesa 
in Isha-Kabar, her long life, combined with what were now legends of the overthrow of the Arch- 
mages and journey to the Promised Land elevated her to Godhood. She is worshipped by all Jouk. 
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The Ran Bayah 

Tellah is a land of ranches and towns ruled by Jouk known as Ran Bayah (Ranchlords), but these 
positions are non-hereditary. They are handed out purely on personal merit by Isha herself. When 
one Ran Bayah dies, their family has no more right to it than anyone else. Death is not the only 
situation which can create a vacancy, and it is not uncommon for positions to be taken away for bad 
judgement and leadership. Although these positions are handed out on merit alone, they will usu- 
ally stay within the higher social echelons, since the common people have little opportunity to 


show their talents to the God-Queen. Th e h O Y S e 
Troubled Times ridin g Ho- 


The Jouk are suffering many problems at the moment caused by the Blood Scourge epidemic 
which has swept through their nation. The resulting chaos has given the opportunity for some of keyrn pro tect 
the towns and areas of Tellah to declare independence from what they see as a nation that is too 
centralised around the capital for their widespread needs. and TUN th e 


The biggest loss to Tellah and Isha was the independence of T’ Halla, the town which controls not 

only the hundred mile long Walled Valley of Halla but also the main mining area for the north west TATIC h la nd Ss of 
of Agasha. Although all but the town itself has become abandoned and overgrown, the walled 

valley and its river, the Halla, are the main trade route for merchants wishing to trade with T’ Halla. Te l la h : 
So by controlling both the Valley and the mines, the independent city of T’ Halla has taken most of 

the trade opportunities away from the rather xenophobic Tellahns. 


Tellah is a land of wide, empty spaces and scattered ranch land. Many ranches now lie empty and 
deserted because of the Blood Scourge, and much of Tellah remains uncharted frontier land still 
unexplored by the Jouk. 


Settlements 


Tellah is a dry, desolate land, and all Jouk settlements have been built to protect the people from the 
cutting salt-storms which can be as dangerous as their silt counterparts. The ranches and cities of 
Tellah consist of circular domed buildings similar to those built by the Je’ Khan, but usually three 
storeys high. Small clusters of buildings are built around deep wells which pump fresh water into 
the dwellings. Circular corridors run between each cluster and protect the inhabitants from salt- 
storms. Such settlements can be spread over a great distance, with the corridors joining clusters up 
to a mile apart. 


The Axe-cut river separates the ranchlands of the west from the wild salt-flats of eastern Tellah. 
The ranches are protected and run by the Ho-keyrn; horse riding gressh-herders who frequently 
use rock-pipes in combat. 


Cuur 
Jouk salivate a thick black liquid known as cuur (life-water) in the presence of Sa. 
In Sa-storms and around areas of heavy Sa-flow, cuur can trickle out of the nose 
and ear holes. To do this in public is a deep embarrassment, and all Jouk will 
continuously clear their throats when in company. All klai-dens in Tellah con- 
tain large cuur spittoons. There are often spittoon drinking competitions within 
these taverns, and a sign of trust between Jouk is to drink one anothers cuur. 


Tellahn Slaves 


The Jouk keep slaves. These are mostly Ha’esh and Roquan bred from the times 
when the Jouk ruled Ghent, but, upon occasion, groups of people have disap- 
peared when Tellahn Longships have appeared in Gevurian waters. This is a fact 
of Jouk life, and one which they do not see as evil or wrong. Many other races find 
this facet of Tellahn life totally unacceptable, and it has caused much friction be- 
tween Tellah and the other realms. 


Customs 


In Tellah all houses face east, away from Ghent and the area of their bloody civil 
war. This symbolises the Jouk turning their backs on the old ways of the Arch Mages. 


£15 


All Jouk still fear and despise Formweavers, for they still remember the treatment of their kind by 
the Arch-mages who ruled their people on Tell. The use of Sa-manipulation is outlawed in Tellah 
and illegal use of Sa is punishable by death. There is an underground organisation of rogue mages 
who are trying to bring down Isha’s powerbase through terrorist acts, and they are beginning to 
once again tap into the natural abilities possessed by all Jouk. It is ironic that some of the best 
natural Formweavers on Gargentihr are prevented from using their powers by the state religion. 


The Jouk herd gressh, and sell these beasts of burden across all of Agasha. 


Technology 


The Jouk have developed fine architectural skills and are masters of mechanical engineering. They 
have built huge pumps which dig deep into the dry deserts of Tellah to reach valuable water sup- 
plies. The Jouk have also built huge mines in the Diamondhead mountains with the aid of the 
Myrdall. They have only recently begun to trade with the other realms. 


Racial Outlook, 


The Jouk are a xenophobic race who have kept to themselves for many years, but many foreigners 
are entering the land now that the walled valley of Halla has fallen. The Jouk are only beginning to 
come to terms with their neighbours and treat all other people with an equal distrust. Kyromancers, 
Sherraq and other people who freely use the powers of Sa are especially disliked by the Jouk and 
all Formweaving remains illegal within Tellah, punishable by death. 


Racial Archetypes 
Jouk Ho-keyrn. The horse riding Ho-keyrn are a very loosely bound military force. In Tellah they 
can be found all over the plains, herding Gressh and protecting the frontier lands. They are also 


Jyouk Ho-keyrn 


Characteristics Skills 


STR: 7 Endurance 
Listen 
Riding-horse 
Rockpipe 


HEA: 5 
5 
Smell 
5 
2 


AGL: 
COM: 
SEN: 


Weapons 
Rockpipe 
Tellahn blade 
Unarmed 


Tellahn blade 
Unarmed 


Armour Type : 


Right Arm 
AV___8 


MANAANWOA ™ 


First FAT Rating 
(Equals (STR+14) - ENC 


13 


Second FAT Rating 
(-4 to INIT and all skills) 


16 
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occasionally used abroad by Tellahn dignitaries and mer- 
chants as bodyguards and warriors. A slider is a scuttling 
shelled creature found on the Tellahn salt flats. Its shell is a 
common armour type found in Tellah, and protects against 
salt-storms. 


Tellahn Barge Families. Tellah uses a network of canals 
for trade and travel, and there are many Jouk who live upon 
these waterways in great longbarges which constantly carry 
trade from the capital to the coastal sea ports. The barge 
families are extremely clannish and can own up to a dozen 
of the barges. Inter-family warring is commonplace amongst 
these travellers and many have ties to the Gevurian Tavin. 


Bloodson. The Bloodsons are a near-religious sect of trav- 
elling warriors devoted to the perfection of their fighting 
arts. They have a strict code of honour based around their 
preparation for the Final Battle with the Darklands. These 
mysterious individuals wear tunics of red and are respected 
and feared in Tellah and beyond. 


Kai-Balor Slaver. The port of Kai-Balor is the Market- 
place of Flesh. It is a corrupt town run by the Balor Jouk 
family and is best known for its slave pits and gin-ghan 
training halls. The Balor merchants are despised and even 
banned in other realms of Agasha, often travelling under 
false papers so that they may practise their vile business 
abroad. Slavery is a large trade in Tellah and these people 
will stop at nothing to make their flesh quotas. Many dis- 
appearances in Gevuria are due to the slavers of Kai-Balor. 


Rogue Mage. The only use of Sa-energy within Tellah is 
by a group of banned Formweavers known as the Rogue 
Mages. These individuals are constantly hunted by the God- 
queen Isha and her servants and continue to fight for their 
freedom. The Mages have limited Formweaving powers 
due to their lack of ability to practise and research. 


The Racial Attributes of the Karro are discussed on page 44 of the Creation chapter. 


Description 

The Karro humans of Agasha arrived 93 years ago from the continent of Lathmir, which has long 
since moved out of sight. The first Karro explorers seemed like gods to the native Ha’esh, standing 
6' 2" on average with their long flowing black hair and their pale complexion. The Karro have a 
heavy bone structure which gives them a thick-set appearance but they are neither slow nor dim- 
witted. They have both an aesthetic eye and are excellent craftsmen and put these talents to good 
use in their cities and towns. 


The Karro have piercing eyes with heavy eyebrows, both of which give them a dark, scowling 
appearance. The majority of the males are bearded and both sexes wear their hair long. 


Outlook. 


This race is perhaps the most advanced of the humans on Agasha and pride themselves in 
their technical and scientific achievements since moving to Agasha. The Societies and if 
Institutes of Gevuria are the finest in the known world and the Karro are enjoying the y, 
discovery of new sciences and technology. The Karro are an outgoing and adventurous 

race, fuelled by the belief that they have the finest empire on Gargentihr. They undertake every 
task with the naive enthusiasm of an expanding colony, and they wish to ‘better’ every civilisation 
met by integrating it with their own. 


The Karro invaded from their home continent of Lathmir nine decades ago and have slowly built a 
powerbase within this new land. The Karro are stranded on Agasha but now consider the land as 
their own. Karro culture is both cultivated and artistic but they have a sense of pride for their 
culture which borders on arrogance and racism. The Karro are, however, an honourable people and 
believe in both fair play and in the strong traditions of their culture. Everything undertaken by the 
Karro is done in an artistic, and some would say flamboyant, manner. Their high self-esteem is 
reflected in all their undertakings. 


All Karro love debate and stimulating conversation. They can concentrate on seemingly petty 
details and argue over these for hours on end. Games such as hexboard intrigue and delight, and 
they enjoy the subtle manoeuvring of their complex political system. The conclusion of a long 
debate is often viewed as an anticlimactic affair. 


The Societies of Gevuria 


It is the great Societies of the Karro which form the basis of Gevurian culture. Each of these 
Societies has a position in Gevuria related to its political power and social achievements, and each Mo S t of 
Society member is accorded a social position depending on his abilities, experience and merits. It : ‘ 

is by rising through the social ranks of a Society that a Karro may achieve notability and fame. Ge Ourl1d 1S 


Most of Gevuria is now controlled by the Karro and their Societies, and their power is growing. 

The local Ha’esh found in the swamptowns and ports are now considered ‘civilised’ by the Karro now con trol l ed 
and have been absorbed into much of this culture. The Karro are proud of their achievements and 

have turned what they consider an uncultivated and wild land into a cultural and trade centre. They b Y the Ka YTO 7 
are trying to recapture the glories of the civilisation found on Lathmir and have built the ports of d h . 
Treth and Geva in the style of the fine cities of their homeland. an t e1lr 


Religion power is still 


The Karro Church of Sanctology believes in the one true God; Sandis, the creator of Gargentihr growl nN 4 
and all creatures on it. Sandis made the first Karro to watch over the world and its creatures and 
make sure all intelligent creatures knew of the wisdom and power of Sandis. 


Despite the decreasing political power of the Church, almost all Karro still believe in the holy 
power of Sandis and worship him on the eighth day of the week, known as San-day. Many of the 
town Ha’esh also worship Sandis and have bolstered the Church’s flock. 
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The 
streetmen, Or 
‘Greys’, of 
Gevuria use 
Keldin bars in 
their fight 
against crime 


The Karro have forsaken, and in fact fear, the old ways still followed by many other mortal races 
including the Ha’esh cuari of the swamplands. The witch-hunters of the Church of Sanctology 
have almost unlimited powers when it comes to dealing with the followers of the old ways. They 
carry their duties out with a religious glee, which has given them a feared reputation across Gevu- 
ria. 


Racial Outlook. 


The Karro see themselves as the most civilised race on Agasha and aim to expand their empire 
further. They have integrated the local Ha’esh into Gevuria with some success, and aim to do the 
same to the north and to the west. The Khostra and Je’ Khan neighbours of the Karro are not trusted 
in Gevuria and are still seen by the public as the enemy. These two races are rarely seen on the 
streets of the Gevurian towns, but all other races may be commonly found within Gevuria. 


The Gevurian culture of the Karro is further discussed through the pages of this rulebook. “Tales of 
Gargentihr’ is written from the viewpoint of these people, and they are the game’s protagonists. 
They are by no means perfect in their customs and beliefs, but their colonial fire and ‘get-up-and- 
go’ attitude makes them ideal adventurers. 


Racial Archetypes 


Gevurian Streetmen. Streetmen can be found in all Gevurian towns and in many villages. They 
enforce law and order throughout the realm. 


Gevurian Streetman 


Characteristics | Skills 


: Bolt petronel 17 he 
STR: Endurance 16 12 
HEA: Judicial lore 14 10 

Keldin bar 17 13 
AGL : Listen 16012 
COM: 
SEN: 


Race lore 15 11 
Sight 16 12 
Unarmed 


DAAMAIAMDAWOD 
MAANnaAnbh Oa 


Weapons 
Bolt petronel 8 
Keldin bar 4 (ignore AV 


Unarmed 


Armour Type : 


First FAT Rating 
(Equals (STR+14) - ENC 


es 


Left Arm 
AV__10 


Right Arm 
AV__10_ 


Second FAT Rating 
(-4 to INIT and all skills) 


16 


Khostra 


Racial Attributes The 


Height : 7°6" to 8’8" Weight : 90 Ibs to 160 Ibs 


Modifiers: +5 STR +5 AGL d e l ibe rate ly 
+2 MAN +1 KAT ] On g 

J 

Description exaggerated 


The Khostra are a tall race, standing from 7’6" to well over 8' in height. They are both thin and 


muscular with over-long arms and legs giving them an even narrower appearance. They appearto J/JOUVeCINEN ts of 
be a very slow and graceful race and use long exaggerated motions when they move. These move- 


ments are taught at a very early age to hide the real speed of the Khostra, which is concealed from 3 he Kho S tra 
their enemies at all times. The Khostra have exceedingly fast reflexes which are only seen in 

combat and can appear as a blur to a human. Khostra have similar senses to a human, but can see 1 1 
clearly in pitch-black. hide their 
A Khostran’s head is long and almost crescent shaped, with both the chin and forehead protruding true spe e d 
sharply outwards. For this reason they are known as ‘Adrach’s Children’, after the first moon of pear 
Gargentihr. All young Khostra of importance have their noses cut off and eaten in a coming-of-age and a x il 1 ty 


ceremony known as Charchi-guvarr. This ritual leaves the Khostra with an almost planar face with 
hollow cheeks and narrow black eyes. Their thin mouths are filled with several rows of razor-sharp 
teeth which constantly fall out and are replaced by the next row. 


The bones of a Khostra are thin and sharp, and often protrude through 
the skin at the joints. These bones are especially prominent on the 
arms and at the shoulders and are usually filed down once a year in a ; 
ceremony called Shree-Khunjaa. Only warriors wear their bones un- SS Mees ao 'D 
filed and can use them as deadly weapons. Khostran hands each have two te 
opposing thumbs and three fingers, all with four joints. The Khostra are an 
extremely nimble and adroit race and are noted for their excellent craftsmen 
and artists. 


Food 


All Khostra are meat-eaters and can devour plates of their near-raw food 

at a time. There are six meals in the day, each one of equivalent size to a 
large dinner. Only the poor in the Collectives have to eat vegetables to aug- 
ment the little meat received from their Lords. The Khostran nobility also 
have an extremely sweet tooth and enjoy all manner of sickly things but 
this makes their teeth rot at an astounding rate. ‘Khostran breath’ is an 
insult used by many of the other mortal races. (Although never when 

a Khostra is in ear-shot). All Khostra only seem to drink water. No 
Khostra would allow himself to fall under the spell of alcohol as this 

is a sure way to drop their guard against unknown enemies. To offer 
alcohol to a Khostra is a grave insult. 


Outlook. 


Khostran upper-class society is so male oriented that it does not even 
recognise females as a part of it. Females are only used for breeding or 
meat. In the Lord’s patharr, the only females will be the House harem, used by all the 
nobility, and given out as gifts, and the Wain-nurses used to raise the royal children. 


The Houses 


The realm of Khos-Tavar is split into separate regions, each owned by a different 
family, or House. There are currently eight Houses, each trying to dominate the 
realm and covertly trying to destroy the others, although against the other nations 

they have a united front. The Houses include :- 


Paws 


Lord Charuk 
Kurr and his 
champion of 
House Barrak 


Shoth A powerfull family who control the jet mines of the Black Ash Mountains. 


Resh Who are the biggest traders in Khos-Tavar and who control the bustling port of 
Resh’ an. 
Barrak Who are the richest and most powerful of all the Houses and who reside in the 


glorious towers of Shar’ak. 


The nobility of each House live in huge castles known as ‘Patharr’. Each Patharr is traditionally 
situated on a rocky base, with many tunnels and rooms being carved into the rock. These giant, 
draughty and dark dwellings contain many shadowy corridors and areas of near pitch-black. Each 
House will have up to forty nobles, all of whom have their own Patharr. There are no towns in 
Khos-Tavar, and trading or meeting with Khostra must be done in the Patharrs. Only the House 
Chee, or ‘Master-lord’, can order a meeting of the House nobles. The Nobles tend to stay away 
from each other except at these meetings. 


The Collectives 


The common Khostra of the farmlands work in ‘Collectives’ for the local lord. They are worked to 
near death by the lords to bring in the harvest which is then taken to the castle and shared amongst 
the nobility. Life in these Collectives is hard and its inhabitants are a close-knit community very 
wary of outsiders. The lords use spies and informants to keep an eye on the peasants and those who 
stir up trouble often disappear in the night. For this reason these simple people trust no outsider and 
will not help any foreign travellers. 


Manners 


Outwardly, the Khostra appear polite, reserved and gracious. This calm facade is kept up at all 
times, and when added to the slow and methodical gestures gives the Khostra a very gentle appear- 
ance. These characteristics are a front used by the Khostra to hide their scheming and violent 
temperament from their enemies. All Khostran nobles learn from an early age that the power of 
deception alone is enough to win a battle, and that hiding both weaknesses and strengths from your 
enemies is most advantageous. The Khostran political system is rife with corruption, backstabbing 
and scheming and has actually been accepted as part of the nobles life. Never trust a Khostran lord; 
his plans will always have at least several hidden motives too cunning to be calculated. 


Khostran behaviour must be fully understood if they are to be dealt with peaceably. Never raise 
your voice to a shout. All Khostran remain calm and only a House Lord can shout in public. For a 
lesser being to do so will result in the removal of one’s tongue, or worse. 


Khostra travel in groups of four to six when 
outside of Khos-Tavar. Such hunting par- 
ties usually consist of one lord and three 
to five underlings. Few lords trust each 
other, even if they are in the same House 
and will travel in secret when away from their 
home. 


Customs 

Never stare a Khostran in the 

eye, or pry into his private af- th ; ) 

fairs. The i . Vo i) " 

: y respect privacy LI) We 

and secrecy and do not take NOY? «ns i yy 
i Wy 

kindly to openness. They ap- My * j 

pear emotionless in public. ACC) (i) 


wi we | A) 


Always swap drinks with a ve ' i i 
Khostran friend once poured { 

as a sign of trust. It shows 
that neither drink is poi- 
soned. 


Do not carry open weapons 
in the halls of Khos-Tavar 


as this is considered taboo and an act of disrespect to the host. Wearing weapons incites duels with 
other Khostra. 


Khostra always wear dark clothing. Only a fool wears bright coloured garb. 
Khostra never use the powers of Sa. 


Khostra never acknowledge strangers. They will totally ignore such people, unless they are ques- 
tioning them. 


Technology 


The Khostra are masters of metalworking and clockwork. They have reached a similar technologi- 
cal level to the Karro but share little of their devices with the other realms. They have developed 
many pieces of equipment for use in covert operations and assassination. 


Racial Outlook, 


The Khostra are suspicious of all other races yet freely trade with all but the Je’ Khan who are hated 


with a passion. Dealings with the Khostra require much diplomacy as a wrong word can turn the 
meeting into a blood bath. The Khostra are fond of the Ja’ Hansh and welcome this race into Khos- 
Tavar more freely than any other. It is often useful to travel with these creatures as they often have 
a calming effect on Khostra. 


, 
y ' 
a 


The Khostra and Je’ Khan nations continue in a long-lasting and bloody war. All meetings between 
these races are filled with distrust and threat. Gevurian diplomats are often caught up in thé politics 
between the two nations of Khos-Tavar and Ja’ Hall, and must be careful not to further anger these 
volatile races. 


All travellers to Khos-Tavar require an entry visa, known as 
an ‘oman-sha’ to enter the realm. Travellers without such 
documentation are treated as spies and killed. Even with the 
visa, travellers will often be stopped and thoroughly ques- 
tioned by all lords who discover their presence. Bribes and ; 

: , Skills 
gifts are often the best way to gain passage through Khos- 


é Dual weapon use 

ee aes Endurance 

HEA : Etiquette 
Racial Archetypes AGL : Kala (left & right) 
House Warrior. These individuals are the only Khostra who COM: pi si 
can freely carry unconcealed weapons in Khos-Tavar. Each Sicht 
House has its own warriors and all wear the markings of SEN : é 
their Lord’s estate. The House Warriors also wear the Khos- Weapons 
tran equivalent of a yellow skichan web called a Khu-daal 2 Kala 


(absorption level of 40). Khunjaa (Sharpened bones) 


Poison Lords. The Khostra are renowned alchemists and 


E 

21 
17 
18 
21 
20 
14 


the Poison Lord is the head scientist within each House. The Armour Type: Leather harness and thigh-flaps 


Khostra can brew potions and poisons for every conceiv- 
able use, and the Poison Lord is master of his art. 


House Engineers. The Khostra have embraced technology 
almost as much as their Karro rivals have, and every House 
has an engineering department. The ancient castles of Khos- 
Tavar now have smoke-filled laboratories filled with strange 
mechanical devices and other items. Many of the Khostran 
inventions are machines of torture, and the Engineers are Right Arm 
constantly pushed to build new devices. AV 7. 


Hound-keepers. Khostra use the giant, vicious marl-hounds 
found on the plains of Agasha for hunting. The beasts are 
difficult to train and only respond to real cruelty, which is 
provided by the hound-keepers. These Khostra are so sick 
and anti-social that even others of their race avoid them. 
‘Chenga-houl’ is the Khostran name for these individuals. 
It is also a common insult between members of this race. 
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Khu-daal (skichan web) - absorption level 40 


First FAT Rating 
(Equals (STR+14) - ENC 


18 


Second FAT Rating 
(-4 to INIT and all skills) 
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The Myrdall 
were the 
Firstborn and 
have been 
taking care of 
the land since 
before the 
birth of the 
first humans 


Racial Attributes 
Height : 11' to 15’ Weight : 1500 lbs to 2300 Ibs 
Modifiers: +10STR +5 HEA 

+3 MAN +2 KAI 

-2 AGL -3 STE 


Description 

The Myrdall are a race of huge underground dwellers who have recently become common sights in 
the towns and ports of the other races. Most Myrdall easily reach over 12' in height and have a 
thick crusty skin resembling rock. There are deep cracks in this skin with the red warmth of their 
lava-blood glowing between the plates. At night, their blood outlines their huge frames with a dark 
fire. 


The colour of the Myr’s rock-flesh indicates their homeland and clan. Their skin reflects the sur- 
rounding geology of their caverns and can vary 
from the light red of the North Diamondhead 
mountain Myrdall to the ebony of the Black Ash 
folk. 


Myrdall are huge and heavy creatures, weigh- 
ing easily over 1500 Ibs. They are excellent 
craftsmen and engineers and have found 
much in common with the Karro of the In- 
stitute of Science. Despite their size, the 
Myrdall are a nimble people and can build 
fine machinery of rock to equal that of the 
scientists. 


The Myrdall have a lava-like blood in their 
veins which they use as a defensive mecha- 
nism and as a building material. They can spit 
this lava up to 40 yards and can shape it to 
form buildings and equipment in their under- 
ground homes. 


Myrdall have excellent senses of hearing and 
smell but poor eyesight. Their thick rock-skin 
covers and protects their sensitive ears and nos- 
trils. Their three fingered hands and feet are es- 
pecially crusty and thick to allow handling of 

their lava-fluid. Myrdall eat rock and earth and 

make a deep resonant growling sound as they do 

so. They also enjoy wood and other rough mate- 
rials but suffer from very painful heartburn if they 
overeat. An irritable Myrdall is not a pleasant sight 
and should be avoided if at all possible. 


Myrdall skin is very warm to touch, and they never 
seem bothered by the elements. They are very re- 
silient to injury and can do considerable damage 
by themselves. Myrdall live for thousands of years 
but tend to have very bad memories. 


Outlook. 


The Myrdall met in the realms of man seem 
to be outcasts from their homes deep un- 
derground. This is a subject that no Myr 
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wishes to talk about and will become very 
agitated about if pushed. Otherwise, they 
are passive creatures who are slow to an- 
ger and difficult to annoy. They do like 
solitude and appreciate others who speak 
slowly and softly to them. 


Myrdall are stubborn creatures and once 
they have made up their minds it is usu- 
ally very difficult to persuade them other- 
wise. They are a quiet race and often en- 


joy sitting for up to 48 hours in the same rr » o- 4 af f i a 
place, neither moving nor speaking. Espe- | My - i ———, 
cially content Myr seem to produce alow [ff "s , a Ph, ' 
a aor a 
monotonous groaning sound from deep a" 
, ia * 


within as they sit meditating. 


Myrdall value friendship but take a long 
time to commit themselves in such a rela- 
tionship. They seem to enjoy the company 
of the faster races such as humans and 
Chinte’ and are often used as bodyguards 
by these races. 


Myrdall Tribes 
All Myrdall are clannish and have a fierce rivalry between other tribes. Often two Myr who have 
never met before will begin to wrestle with one another in the middle of busy streets, scattering 
crowds. This ceremony is a test of strength and honour but can often lead to the death of one of the 
combatants. No Myr can resist the bellowing call of the challenge and the chance to prove himself 
against another clan. 


Despite this clannishness and a pride in their home realms, the Myrdall found in other cultures are 
usually solitary creatures. It is rare to find large groups of these creatures out of their caverns. 


Myr Caves 

The Myrdall still often use the ancient passages of their people which are said to run deep under the 
land and into the silt. These passages constantly omit a warm red glow strong enough to see by and 
lead into the great underground dwellings of the Myrdall. Such passages can join settlements over 
1000 miles apart. Many ancient markings of the Myr can be found on the rock faces across Agasha, 
indicating warp holes, underground springs, and other phenomenon, but only a select few non-Myr 
can read such symbols. 


Myrdall move through the passages by rolling into a ball and throwing themselves along the circu- 
lar tunnels. These corridors run for many miles in straight lines and contain many vertical sections 
off the caverns which the Myr can easily roll up and down. These corridors are smooth and even. 
Myrdall stick to the walls in an almost magnetic fashion which they seem to control. They can 
reach speeds of over 80 miles an hour in the passages, and have a complex one way system in the 
caves. 


There are many sections of the caverns which open out into Myr settlements. These giant caverns 
often have over two dozen levels, consisting of lava-pools, steam jets and boiling mud lakes. The 
Myr are a social race and live in communal quarters with smaller separate caverns for work and 
meditation. The caverns are a dangerous place for the other mortal races, with some areas reaching 
140 degrees. 


Customs 

Myrdall groups are sometimes seen far from their caves repairing badly damaged parts of the land. 
Such groups have been sighted after especially large battles involving Sa-energy. These groups 
ignore other forms of life and carry many strange pieces of machinery and equipment fashioned 
from lava rock. 
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Once a 
Myrdall has 
made up its 
mind it can be 
very difficult 
to persuade it 
otherwise 
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Little is known about Myr sexuality and means of reproduction. Ja’ Hansh scholars claim to have 
found strange coffin-like structures which have the moulded features of a Myrdall within, and it is 
rumoured that the Myr are built rather than born. These tales are mere speculation at this time. 


Strangely decorated Myr ruins have been found scattered deep within the dark hills and ancient 
forests of Agasha. Often these buildings hint of the Ancients and contain items and weapons from 
a time long forgotten. There are many who would pay handsomely for these items of lava-rock, but 
Myr often attack other mortals carrying such things. They seem to sense the lava-rock, which can 
draw them from miles away. 


“Let sleeping Myr lie’ is an old Jouk proverb which the wise will pay heed to. Myrdall who do not 
get enough sleep are extremely grumpy and will use force to get this point across. 


Myrdall are totally unaffected by Sa, Belief Magick and Formweaving, although they can see the 
Sa-winds clearly in the air. 


Myrdall are terrible losers. Wise mortals let them win at Flatback and other games. They particu- 
larly enjoy hexboard, and are damn good at it. 


Technology 

The Myrdall use many devices to aid them in their upkeep of the land. They are a race of builders 
and use natural resources to create their equipment. Most of their items are very powerful and kept 
out of the hands of the other mortals. 


Racial Outlook. 


The Myr are a peaceful race who only discovered war when the Je’ Khan invaded their caves in 
1388. This outrage has not been forgiven or forgotten by 
the Myrdall, and the Je’ Khan remain the only race which 


the Myr dislike dealing with. This is one of the few pieces 
Myrdall Cavern Guard of Myr history which they can remember and shows how 


deep their hatred for Je’ Khan runs. The Jouk of Tellah 
Characteristics | Skills are regarded as strong allies against the Je’Khan. The 
STR: Brawling Myrdall hold no other prejudices, preferring solitude to 
Endurance interaction. 
HEA : Lava spit* 
; Listen 2 
jee Smell Racial Archetypes 
COM : Cavern Guard. These Myr are occasionally hired by 
SEN : caravans and taverns as guards and bouncers. They are 
good at these type of jobs, generally because they really 
Weapons are the strong silent type. Myrdall are immune to lava 
Brawling 9 damage. They use their spit to heal injuries. 


Lava spit* 10 per round 
*See the Mechanics chapter for fire damage rules. 


Armour Type: Natural armour Cronth. Many Myrdall of the surface world have a strange 
natural affinity with the wild creatures of Gargentihr and 
can calm even a rampaging sleth. Such individuals be- 
First FAT Rating come beast trainers known as ‘Cronth’. The bazaars of 
(Equals (STR+14) - ENC Gevuria often contain a Cronth’s pens filled with rare 
and exotic species which the Myrdall has caught him- 
self. Such animals are always expensive but well trained. 
It is said that a Cronth always knows when one of its 
animals is mistreated, and will track down and kill the 
owner of the beast. 


Right Arm 49% 
AV__16 [7 


Second FAT Rating Land-healer. These Myrdall roam the land in groups of 
(-4 to INIT and all skills) up to four. They carry strange pipes and instruments which 
measure and repair any severe damage done to the land 
by natural means or otherwise. They are antisocial crea- 
tures, even for Myrdall, and shun all contact with other 
mortals. 
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Roquan 


Racial Attributes 
Height : 5’8" to 6’3" Weight : 90 Ibs to 160 Ibs 
Modifiers: -l1toSTR +2toAGL 

+l1toDAL +2toSEN 

-2toHEA  -1toKNO 


Description 
The Roquan of Ghent are slim and wiry humans of medium height. They have a fair skin 

which burns easily in strong sun. They have very thin lips and long, thin eyebrows which 
curve up to their hair lines. Their slim faces have high foreheads with a distinctive v- 
shape to their hairline. Roquan have very sharp, prominent canine teeth which they show 
when angered. 


The eyes of the Roquan are deep and black, protected by thin, wide eyelids. They 
have both excellent night-vision and keen sight during the day. 


Roquan hands are long and slender. Their fingernails are very strong and sharp and 
can be extended to form claw-like weapons. When a Roquan is angry or agitated 
the nails become very prominent as the hands arch away from the body and the lips 
are drawn back to display their large canine teeth. This can be a frightening sight to 
a potential enemy, but is only used when the Roquan’s calm exterior slips. 


The Roquan frame is lithe, thin and extremely flexible. They can squeeze through 
the tiniest spaces and are all double jointed. Their fast reflexes and keen senses 
make up for their poor constitution and strength. 


Formweaving is an integrated part of Roquan society; they accept Sa as a natural force in the world 
and Formweaving as the manipulation of this energy. This understanding and acceptance of Sa has 
given many Roquan a natural affinity with the energy. The Roquan are the best natural Formweav- 
ers on Agasha, for they do not have to rely on mechanical contraptions to use the Sa, as Kyromanc- 
ers do. 


Outlook. 


The Roquan rely on instinct rather than intelligence. They make a judgement quickly and stick to 
it. The Roquan are by no means an unintelligent people; their low KNO comes from a reluctance to 
take the time to contemplate and to study. They are an impetuous and instinctive folk who rely on 
their uncanny senses to drive the race politically, socially and economically. Often deals are done 
to the detriment of the Roquan trader simply because it “feels right’ to her. 


Roquan society is based round the precept of ‘survival of the fittest’. An increase in position is 
gained through besting your opponents. There is no jealousy or malice intended in this; the Roquan 
see it as a natural progression and are resigned to it. Personal feelings do not enter into the business 
of advancement in any field; a trait which makes them appear cold to outside races. 


Friends and family are important to the Roquan. They are a measure of a female’s personal worth. 
The larger a person’s extended family and the more friends that she has, the higher her standing 
within society. This mixture of group worth and selfish advance makes the Roquan appear confus- 
ing and enigmatic to other races. 


Families 


Most female Roquan are part of a large extended family, and those that are not strive towards being 
adopted into one of the Roquan families. Many of the large Roquan families have effective control 
of one area of society. A person can only advance in a chosen field if she is adopted into the family 
that controls it. Some sample Roquan families are shown below - 


Buraq The largest family within the military. They do not control it, but have the largest 
say in its running. 
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Male Roguan 
are commonly 
tattooed with 
the Tuug 
mark of their 
female owners 


Hug Tallaqua, 
a Roquan 
merchant of 
the Durquin 
family, carries 
precious 
crystals in her 


Sanscran 
Gem Holder. 


Durquin The largest Roquan merchant family. They control many important trade routes and 
markets across Agasha. 


Quella This is the royal family. Adoption into this family is very rare. Only great personal 
deeds on behalf of the nation would permit adoption. 


Quoli This family produces and adopts the finest craftsmen and artists. Quoli goods are 
known as the finest in Ghent and are renowned throughout Agasha. 


Sherraq This is the family of the Formweavers. Most family members are adopted when 
their powers first manifest. 


All Roquan begin their lives without a family name, and must earn one. Childhood ends at the age 
of ten, when the young Roquan must earn adoption or remain a social outcast. 


A Roquan must prove her worth to the family by completing a series of tasks for the family, or 
showing that her work is more than worthy of their name. It is difficult to get on in Ghent without 
the patronage of a major Family. 


Society 


No Roquan male is concidered a true part of any family. Rather they are owned by the family and 
are required to serve the females as best they can. The Roquan have a matriarchal society run 
completely by the female family members. Males of all races are seen as second class citizens and 
are only used as warriors and menials in Ghent. Many Roquan she-nobles have male breeding pits 
within their mansions and tattoo their concubines with their personal mark, known as the Tuug, as 
a sign of their wealth. 


Roquan males totally accept this domination and expect poor treatment from the females. They see 
this as their place in society, and would never question the authority of a female of any family. 
Some males are given important duties within the family, but they 
would never be regarded as equals. 


The Sarra Lon 


The Sarra Lon, or “Strong Houses’, of Ghent are the three 
surviving cities of the Jouk invasion which destroyed most 
of the Roquan homeland in the early 1300’s. They are cities 
carved into three huge jutting rocks which lie on the west- 
ern plains of Ghent. The warren of streets and courts which 
riddle the rocks made these cities virtually impossible for 
the Jouk invaders to take, and they remain the only major 
settlements to be found in Ghent. Quatis Lon is the east- 
ern-most rock, and the capital of the realm. (ft see ‘ 


The Pama-cats of Ghent 


Roquan are very quick and agile. This and their natural 
resemblance to the feline pama-cats has led others to 
believe that they are in some way related to these crea- 
tures. The only major religious festival held by the 
Roquan of Ghent is the yearly ‘Festival of the Pama’. 
This week-long festival is held in all Ghent towns and 
celebrates this creature. The streets of Quatis Lon swarm with 
pama-cats of varying shapes and sizes, some growing to un- 
naturally huge proportions in the tunnel alleys of the capi- 
tal. The felines of Ghent seem to have a collective intellect. 
Some Roquan are said to be able to speak Pama Tongue 
and many use these creatures for pets and messengers. 


The Quella family are outcasts from the true Roquan royal 


family of their home continent. All Roquan on Agasha 
are descendants or subjects of the breakaway Quella fam- 
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ily, who accompanied them to the new land of Agasha after they were outcast. They regard the 
Quella as the true royalty and obey their rule unerringly. 


Customs 


Roquan language is simple and blunt. They are honest and straight forward, often too much so for 
other races. The Roquan are frequently perplexed by other peoples distress at what they see as 
common courtesy in saying what they think. Lying is seen as a great dishonour in Roquan eyes. 


Roquan are suspicious of strangers in their land for they do not know her family or friends, and 
thus cannot judge the woman. Travellers should always give their family name to Roquan to 


show that they are worthy. 


Other races usually send females to trade and deal politically with the Roquan. This puts 
a strain on relations with male-oriented races such as the Khostra and the Karro. 


Once Roquan have made up their minds about an individual, there is little that can be 


done to change it. Friends and enemies are for life. 


Technology 


Whilst the Roquan can use any of the pieces of technology gained through trade, they 
prefer to rely on their natural abilities. Many Roquan remain suspicious of science and 


its trappings. 


Racial Outlook, 


The Roquan suffered great losses at the hands of the Jouk during the early 1300’s and 


are now a lesser power on Agasha. There is still much ha- 
tred between these two races, for the Arch-Mage civil war 
left the Roquan homeland of Ghent blackened and dead. The 
Je’Khan are respected as a nation run by females despite 
past disputes between Ghent and Ja’ Hall. Roquan philoso- 
phy has much in common with that of the Je’ Khan and the 
two races hold a strong respect for one another. Roquan judge 
others quickly and are often slow to change their opinions. 


Racial Archetypes 
Buraq Family Guard. The Buraq Family are the largest 


Family in the military. Many guards and military people will 
have been adopted into this family. 


Sharra Cultist. The cult of Sharra is a Roquan religious 
order consisting purely of women and rarely seen by non- 
members. The cultists are all trained assassins and run the 
Ghent secret police. They are also used by the Quella family 
as bodyguards. The sharran neck-knife are concealed assas- 
sin blades worn as decoration by the cultists. 


Sherragq. Roquan Formweavers are all adopted members of 
this family and are extremely competent, not requiring the 
trinkets and technology used by the Kyromancers to control 
Sa-energy. All Sherraq strive to be individual and will dress 
outlandishly to prove this point. Non-Roquan tend to see 
the Sherraq as very disturbed individuals, and their eccen- 
tric behaviour can draw attention wherever they go. Both 
female and male Roquan can become Sherraq. 


Pama Trainers. The Durquin family have a specialist branch 
of merchants who train and sell the pama-cats of Ghent across 
all of Agasha. These felines are the national symbol of Gh- 
ent and are regarded as a status symbol by many Agashans. 
Pama-cats, if correctly bred, can reach huge prices in ba- 
zaars across the continent. 


Characteristics | Skills D | 

STR: 4 Claws 18 14 9 4 
Endurance 15 11 7) 5 

HEA: 4 Kellick 17 13 8 5 

AGL: 7 Listen 19 15 11 8 
Sight 16 12 8 5 

COM: 6 

SEN: 5 


Weapons 
Claws 
Kellick 


Armour Type : 


First FAT Rating 
(Equals (STR+14) - ENC 


Right Arm 49% 
Av___9 fa 


Second FAT Rating 
(-4 to INIT and all skills) 


The Ryamis 
use a complex 
form of sonar 
which picks 
up the 
patterns of Sa 
in the area. 


Height : 40" to 4’6" Weight: 50 lbsto 70 lbs * . 


Modifiers: -2STR +2 STE 

+3 SEN +2 AGL me % 

-1| HEA ; : 
Description i 


The Ryamis are humanoid creatures with the means to fly 
via a set of large leathery wings which can be folded 7 
away behind the Ryamis whilst on the ground. They 
are a short and wiry race, usually only 4' to 4'6" in y 
height and they have a very light frame with hol- 
low bones. The Ryamis are covered in short coarse 
hair which ranges from deep red to dark grey in 
colour. It is the hue of the fur which dictates each 
individuals initial place within Ryamis society. 
Their arms and legs are thin but muscular enough 
to carry the Ryamis in the air. They have fast 
reflexes and constantly move with a curious jerk- 
ing and shaking motion. 


The Ryamis have small gaunt faces, with large 
ears and very poor eyesight. They use a complex form of sonar which picks up the patterns of Sa in 
the area to build up a picture of their surroundings. The clicks and chirps which make up their 
language is also their means of gathering sensory information and they make these sounds con- 
stantly, even when not communicating with one another. Their coarse hairs are very sensitive to 
changes in the wind, and allow the Ryamis to ‘read’ the weather patterns of the land. 


The Ryamis do not so much fly as glide upon the thermals of the Sa-winds. They can stay in the air 
for periods of up to thirty minutes, but have difficulty achieving this outside of their high mountain 
homes. Their religious teachings permit only warriors, scouts and the nobility to ride the winds, 
and all other Ryamis are confined to the ground, except during the Raintime mating season. Most 
Ryamis accept this ruling, but a small group of rebellious wing-kin have recently broken away 
from their people to be free of the ruling classes. 


Vaal 


The bodies of the Ryamis are often covered in small mites known as ‘vaal’, with which they share 
a symbiotic relationship. The vaal constantly eat the debris, such as pollen, insects and plant mat- 
ter, which sticks to the Ryamis’ sharp hairs during flight and which can cause sensory problems in 
flight. The number of mites on the body gives an indication of power within Ryamis society and 
the flying nobility and priests will be absolutely crawling in these insects. Formal meetings with 
important Ryamis can leave humans and other mortals itching for weeks. 


The Clutch 


Ryamis culture is based around the ‘clutch’, with the oldest female being in charge of her brood of 
up to forty individuals. Ryamis take a mate for life and are truly loyal to their betrothed to the 
extent of ritual suicide if their mate dies. If the mate was killed, then it is honourable for the 
surviving Ryamis to hunt the murderers down before taking his own life. In most walks of Ryamis 
life, the male and female are considered equal and both are responsible for the upbringing of their 
hatchlings. Female Ryamis only become pregnant once in their lives and lay up to five eggs, which 
both parents must then protect. 
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Outlook. 


Ryamis are greedy hoarders who enjoy using their trade skills to con anyone out of a prized posses- 
sion. Their close relationship with the Myrdall provides them with many valuable gems and lava- 
equipment which they can then sell to other people at extortionate prices. Ryamis traders have the 
annoying habit of always having what you want, but at 10 Cyls more than you can afford. 


The Ryamis will do almost anything for a fast Cyl. They are greedy, unscrupulous, conniving 
traders who love to haggle. Profit is everything to the Ryamis, and material wealth is the sign of 
status within the wind-lodges. 


Giving birth is a great honour within Ryamis society, and both parents’ social class can increase 
depending on the number of fledglings hatched into the clutch. Ryamis are not a numerous race 
and they regard life highly because of this. Murder is the most vile crime, and all Ryamis are 
reluctant to kill any mortal. All life revolves around the clutch and every adult is expected to give 
their life for their kin. Profits made reflect the honour of the merchant’s clutch, and all Ryamis 
proudly share their wealth amongst their family. 


Wind-lodges 

Ryamis live in Wind-lodges high in the mountains of Agasha. Each lodge contains one clutch, but 
there can be as many as a dozen such lodges in one area, forming a city. Inter-lodge co-operation is 
common in Ryamis society. 


The Wind-lodge is an open cave shared by the whole clutch. There are commonly several en- 
trances into the lodge, for the wing-kin enjoy spacious dwellings . 
and the feeling of wind through their fur. These lodges are usually 
too chilly for humans to feel comfortable in, and the Ryamis do not 


use fires. Most lodges are filled with the material advantages of a " E <p DD)DBNIDD?! oon 


fine trader, and commonly contain a wealth of expensive goods. 
, 3 ass . feggapag? 
Curiously, the Ryamis are not competitive with other members of nese 


their clutch and share their profits with all of their family. The wind- 
lodge has a communal main cavern with several subcaverns off this » 
which are situated over several levels. The Ryamis sleep in foul-smell; 
ing pits which are literally crawling with vaal. 


ae 


Religion 
The male of the species control the Ryamis religion which worships] 
the living god, Vhantra Khajeem. This mighty being lives in the 
fabled clutch-city of Mur, the location of which is only known to thé 
high-priests. All priests are male and have a copper-red fur. The priests 
are responsible for the moral welfare of their people and rigorously 
uphold over 2000 strict laws, many of which seem very strange to 
outsiders. There are often political struggles between the priests and 
the clutch-mothers. by 
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Ryamis obey their priests without fail. They would never question or- 
ders given by any copper furred creature, and some Chinte’ (especially 
Hesk family members) have used this to their advantage. = 
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Customs 

Ryamis rarely bathe and the vaal keep their bodies clean. Humans and 
other mortals cannot stand the odour of Ryamis fur which omits a vile 
stench when wet. Often Ryamis are barred from inns during Raintime 
and in heavy rainstorms. The Ryamis have realised that unkempt goods 
crawling in vaal can harm profits, and they have learned to keep their 
stalls, caravans and goods free from their mites by using a strong mint- 
smelling plant called Coog. 
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Ryamis have a very sweet tooth and a high metabolism. Much of their 
diet consists of honey produced by the giant insects known as kree. 
Other substances are produced with this honey, including a healing 
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Ryamis 
known as 
’Haichen 


Geevaar'’. 
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The Ryamis 
do not so 
much fly as 
glide upon the 
thermals of 
the Sa-winds. 


potion known as Vuu and the sweet wine called Ly. 


Ryamis love complaining. They moan all the time, and can really 
rankle other mortals with this constant whinging. Never ask a Ryamis 
how he is keeping; the answer will almost certainly be a list of 
aches, illnesses, problems with the clutch, and other moans. 


Technology 


Ryamis are not very technical minded. They tend to buy other 
people’s technology rather than building their own. 


Racial Outlook, 


The Ryamis prefer to stay within their highland 
homes for most of the year and tend to avoid 
contact with the other races. Only the ‘Haichen Geevaar’ 
(Clutch Traders) are commonly found abroad and will trade 

with anyone. They do not particularly enjoy the company 

of any other race, and complain constantly when away from 
their Clutch. Some of the eastern clutches have pledged alle- 
giance to one or other of the Chinte’ F’har trading families 
and may be found on the trading cutters of Yaskal. There are 
also rumours of some Ryamis working with the Sha-shen of 


the Sharheel forest. 


Ryamis Wind Warrior 


Characteristics }| Skills 
STR: 4 Endurance 

Javelin 
HEA : 


3 Listen 
AGL: 7 sieue" 
COM: 6 
SEN: 8 


Weapons 
Javelin 


Armour Type: — Soft leather clothing 


First FAT Rating 
(Equals (STR+14) - ENC 
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Second FAT Rating 
(-4 to INIT and all skills) 
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Racial Archetypes 
Wind Warrior. These are the Ryamis sent out to protect 


the clutch from any dangers, and are the only common 
Ryamis allowed, by law, to fly. 


*Ryamis sight does not require light. See description. 


Haichen Geevaar. Ryamis love to trade and a respected 
position within society is that of the ‘Haichen Geevaar’. 
These Clutch Traders are the only Ryamis to stay away 
from the clutch for a long period of time. They are com- 
mon sights in the bazaars of Agasha during Gathering, when 
they sell the finely crafted clothes and jewellery produced 
by their people. The Geevaar commonly travel with their 
soul-mates in groups of up to four. They are especially in- 
terested in strong metal items and will pay handsomely for 
these materials. 


Rebel Flyers. The Ryamis most commonly met in Gevuria 
are outcasts from their home clutch. They face certain death 
on return to their homes and must always avoid contact 
with their own kind. Many rebels have teamed together in 
Geva to form the Kerry Flyers; a fast courier service which 
spans all of south Agasha. 


Sea Clutches. There are several clutches in Yaskal that work 
with the Sea Chinte’ as scouts and messengers. Some 
Chinte’ ships have Ryamis nests built across their masts 
and the wing-kin are a permanent part of the crew. 


Priest of Khajeem. All Ryamis priests have a reputation 
for being impossible to talk to. They are arrogant, opinion- 
ated and rude to all under them. The priests can use the 
powers of Belief but only whilst wearing the hooded green 
robes of their station. 


Sha-shen 


Racial Attributes The Sha-shen 


The Sha-Shen vary greatly according to their function and can have any attributes desired by the 
Narrator. are a 


mysterious 


Description 
Little is known about the Sha-shen and their lush green silent dwellings deep within the Sharheel and al 1en 
forest on eastern Agasha. The Sha-shen are an intelligent form of plant life and there are seem- . 

ingly hundreds of separate species, each of which has a form to suit its function within this alien Ta C e y litt] e 


society. The only mortal race to communicate and have dealings with the Sha-shen on rare occa- 
sions are the Ryamis, and even they admit that they do not remotely understand this strange plant unde TS tood by 
intelligence. 


The only description the Ryamis can give of the Sha-shen is that they come in many different the other 
shapes and sizes, but all have a lichen-like flesh. They have no features and many different limbs 
and appendages, some can even alter their appendages for different tasks. They communicate us- mortal S. 


ing what can only be described as empathy. They each sense what the others are feeling and they 
can send this empathy out to anyone whom they wish to communicate with. It is very slow and 
difficult for non-Sha-shen to understand and communicate in this alien ‘plant empathy’ and many 
Ryamis have given up in despair. 


The Sha-shen have a type of technology known as ‘Sha’ which is organic in nature and can 
take many forms. The Sha-shen use these devices in almost every field and seem to have a 
very high, albeit alien, technology level. 


Sha Technology Devices 


Thought Eggs - Small green sea-weed like pods which, when ingested, give thoughts 

a material essence. This can mean dreams coming alive or even just 

thoughts being given a physical form. These eggs can, on very rare \ % 
occasions be found amongst the East Ha’esh tribes who will not say 
where they got them. It has been known for some of these eggs to 
carry strange diseases which turn the user into a mindless plant 
much like the silent-slaves below. 
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Silent-slaves - These are various shaped, living, mindless 
plants capable of many simple manual tasks. Many of these ; 
slaves come in humanoid form similar to many of the 
mortal races. The silent slaves are 
grown from egg-like pods. 
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Sha-tools - Organic tools and ‘nL 
weapons which merge with the ‘A. 

users own body. This would 

seem to be temporary with the 

Sha-shen but with flesh it is a permanent merging. 


Spy-creepers - Plant tendrils with the ability to sense 

and move independently. They would seem to have some ail 

kind of empathic link with the Sha-shen controlling it. — 
a 


Facts ; 
The Sha-shen would seem to have no concept of 
murder. Their ever growing foresthas ~  .- <i 
already wiped out two towns and : SS 
countless villages. No one knows P 


Skills 
Ambush 
Endurance 
Plant limbs 
Sense* 
Sneaking 
Thorn darts 


Characteristics 
STR: 
HEA : 
AGL: 
COM : 
SEN : 


Weapons 
4 Plant limbs 
Thorn darts 


Armour Type: Natural bark 


First FAT Rating 
(Equals (STR+14) - 


24 


ENC 


Second FAT Rating 
(-4 to INIT and all skills) 


18 


Left Limb 
AV 10 


The ever 
advancing Sha- 
shen forest has 
smothered 
many towns 
and villages, 
leaving behind 


few survivors. 
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what happens to the unfortunate victims when the Sha-Shen 
forests smother a town. 


Much of the Sha technology can be used by other mortal 
races, although no one knows if this is a deliberate act on 
behalf of the Sha-Shen or not. Many of their technologies 
carry diseases and other risks to the user and even the 
Ja’ Hansh are wary of the strange green devices. 


There have been several sightings of Sha-shen in other parts 
of Agasha, including the Gevurian swamplands and the 
mountain forests of Tellah. As yet no contact has been made 
with these new colonies. 


Racial Archetypes 

All Sha-shen are dramatically different, and no archetypes 
for the race can be given as size and form can vary so dra- 
matically. A sample of the race is given to provide the Nar- 
rator with some ideas. 


Sha-Shen shaped for Fighting. Even amongst Sha-Shen 
with these characteristics there will be many different 
shapes, from tree-like creatures to rolling balls of vegeta- 
tion. When using the Sha-Shen let your imagination run 
wild. 


*The sha-shen warrior ‘sees’ through tiny nerves which 
cover its body. These use a mixture of air displacement and 
scent (similar to smell and listen). It is possible to fool such 
senses by staying silent and motionless. 
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Windtrader 
Racial Attributes 


Height : 6°10" to 72" Weight : 220 Ibs to 300 Ibs 
Modifiers: +5 SEN +12 KAI 

-1STR +9 HEA 
Description 


The race known as the ‘Windtraders’ by the mortals of Agasha have a proper name, but it is known 
only by themselves and no other mortals can master their silent tongue. 


On average, Windtraders stand 7' tall and are roughly humanoid in shape. Their arms end in a mass 
of 6" long and half inch wide jointless appendages which are capable of almost unrestricted move- 
ment. These ‘tendrils’ give the Windtraders very fine manipulative capabilities. Their feet end in 
similar appendages, but these are only 1" in length. 


The head of the Windtrader is larger than that of a humans and this is expounded by the crested 
ridge over the top of their craniums. This bony crest becomes more prominent as the Windtrader 
gets older, a fact that is very important to them since age is respected. Where 
the lower jaw of a human would be there is a muzzle of 5" - 8" long tendrils 
which are constantly moving. These are the Windtraders means of sensing 
and communication. This is done using high frequency sounds in a man- 
ner similar to sonar. Instead of seeing using light they use these sounds to 
form a picture of the surrounding area. 


Windtrader ‘speech’ is too high for a humans ear, but they can lower the 
pitch to a deep mournful sound which they use to communicate 
with their sarakern. They can also use this to pronounce the 
uncomplicated and limited human sounds but they rarely 

do so. It is a great privilege to be talked to by a Windtrader 

in this fashion as it signifies that you have something they 
want. Other than their ‘sonar’ the Windtraders are totally 
blind as they have no eyes, just two slits down the front 

of their heads separating the tendrils from their crest. But 
their ‘sonar’ allows them to see and ‘feel’ better than the 
most observant human, even in complete darkness, which 
makes no difference to them. The only fault with their 
‘sonar’ is that during a Sa-storm the Sa build up makes it 
useless, leaving them blind. 


The Windtraders know many ancient secrets including those of Be- 
lief Magick and each group will have at least one very powerful Kai- 
cha amongst them. All adult Windtraders have at least a limited knowl- 

edge of Belief Magick. Windtraders are immune to the powers of 
Formweaving and are in constant contact with the Sa winds of Gar- 
gentihr. 


Outlook. 


The Windtraders are an ancient race from a continent never seen 
by humans. Although they live for well over a thousand years 
they are very slow breeding and deeply mourn the loss of any 
younger members of their race. 


They are nomads of the Sa-winds, gliding through the skies on 
the backs of their giant sarakern. Each sarakern is a floating 
colony with up to 30 Windtraders living in buildings on their 
backs with many more mortal workers. These colonies are 
called Senna. Although the Windtraders only pass infrequently 
through an area, they are well remembered, for the sight of a 
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giant shelled sarakern floating to the ground is so awe inspiring. 


The Windtraders abhor violence but only if it is directed towards intelligent races or useful crea- 
tures, such as themselves or the sarakern. Mortals may be seen as pets and they can become very 
fond of the mortal workers aboard their sarakern. The Windtraders will only use violence to protect 
themselves. 


To humans the Windtraders seem very paradoxical. They can trade away valuable items for seem- 
ingly useless junk whilst turning down valuable items at very good prices. Some merchants still 
refuse to deal with the Windtraders for their unnerving silence can totally break down even the best 
bargainer. 


Food 


Windtraders eat crystalline Sa formations, such as gems. But they only have to eat rarely, some- 
times only twice a year. Many sarakern have huge nets attached to catch crystalline forms caught in 
the winds. There are always fine gems and crystals to be found on board a Sarakern. 


Clothing 


Although the Windtraders often deal in silk and fine cloths they prefer to wear simple tunics of 
cotton. They wear very little armour, preferring the protection of strong Sa-manipulation. 


The Karn-shell 


Many Windtraders use a Karn-shell to help on the rare occasions when they talk to mortals. These 
masks are carved from the Sa-deposit left when a sarakern gives birth and when worn over the 
lower face they help to channel the Windtraders voice into a lower pitch that can be heard by 
mortals. Only the Pala can hear the normal ultrasonic voice of the Windtraders and this is why they 
often act as interpreters on the ships. 


Navigation 

The Windtraders use the ancient Myrdall devices known as Pointstones to guide the sarakern through 
the skies. These strange monuments of rock can be found across Gargentihr and radiate powerful 
Sa-energy. The Myrdall Find-stones can pinpoint the location of these rocks, and all sarakern have 
a huge version of these stones on their hulls. 


Customs 


Rank is shown by the size and colouring of the head-ridge. Age is respected and is very important 
in determining rank. 


Most mortals, with the exception of the Pala, are beneath talking to directly. Only one with particu- 
lar information or items of great value to them will be spoken to using a Karn-shell. 


The Windtraders can sense Sa-storms and will avoid them. During a storm they will stay inside 
their cabin and wail loudly in a very high pitched voice. 


Their religious rituals occur during each moon discharge. during this time they will gather in a hall 
and all wail loudly. 


Pik 


Technology 


The Windtraders use gems but see the other technologies as too simplistic and clumsy. They use 
the powers of Belief Magic as if they were Enlightened beings, and call their powers Shee-Tev’ aa. 


Racial Outlook, 

The Windtraders have a love/hate relationship with the lesser mortal races. They see humans and 
Chinte’ as simple children with dangerous weapons but they enjoy the often random and unpre- 
dictable situations which occur when they trade with these races. However, they do like the in- 
quisitive Ja’ Hansh and see them as more intelligent children. They often tell this inquisitive race 
ancient secrets as the obvious joy this produces in the Ja’Hansh amuses the Windtraders. 


The only race they seem to have an almost equal relationship with are a race not found on Agasha, 
called the Pala. These frog-like amphibians are the only mortals who are permanent crew members 
of the Windtraders sarakern. They act as translators between the Windtraders and merchants that 
they do not wish to communicate with, as well as acting as foreman for all the day to day jobs both 
on the sarakern and when stopped for trading. In fact in many cases the Pala will deal with the 
trading while the Windtraders remain aboard their giant sarakern. 


Racial Archetypes 

The Windtraders have no concept of war and do not train any individuals as bodyguards. All of this 
race can freely use the powers of Belief Magick, and would do so to defend themselves before 
resorting to physical combat. They are also usually surrounded by many mortals workers and they 
would leave it to these mortals to sort out any violent troubles with their own kind. The Narrator 
should strive to play these creatures as alien and god-like beings filled with mystery and power. 
They can disarm and immobilise using their mind powers, and should never need combat statistics. 
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There are 
many different 
races and 
cultures on 
Agasha, all of 
which have 
their own 
beliefs and 
codes of 
honour 


Creatures 


‘Kussa Ma!’ 

The young Je’Khan scout shouted down the forest path to the hunting party that approached. 

‘We have reached their settlement’. Ganna informed the three Karro. She had been guide and translator since the 
incident in the clearing. For some reason the Je’Khan had taken a liking to the female Ha’esh; the other Clondis had 
been ignored from the start. 

‘Where'd you learn to speak the language ?’ asked Palmer. 


‘My clan had dealings with the Eragha sister-clan on several occasions. I often acted as mediator and bodyguard for 
the honoured elders of my people. The Je’Khan are very matriarchal. They like to deal with others of the better sex. 
Palmer could swear that he saw Ganna smile faintly assshe said this. 

The hunting party continued up the path, Katro and Ha esh in the leading group. There were over a dozen Je’Khan in 
the party, carrying a great collection of trapped pelts and carcasses on the backs of three tame skink, Palmer felt glad 
that they had not stood their ground in the clearing as ‘Karrath had wished, He glanced at his friend. The Kyromancer 
had remained Phased as Gartna had suggested-and had remained silent ever since. He seemed to be under a great strain 
to remain solid. Apparently Je’Khan hated all forms of technology with a vengeance; devices such as Kyroware were of 
the greatest taboo and would surely have.meant theend of the Kyromancer. 

The Kamarru stretched out below the hill, a collection of low sandstone domes scattered around four large central 
structures. Wafts of smoke meandered slowly upwards into the clear skies above, Several Je’Khan could be seen 
carrying out their daily routines, moving around the perimeter which separated forest from civilisation. 

The hunting party trotted down the winding path intojthe Kamatru, past several wooden stockades. Huge reptilian 
sleth gazed lazily out from the pensabsent-mindedly chewing on the overhanging vines and the thick aroma of sleth- 
dung and rotting vegetation hung heavily in the aug Only the Karro seemed to notice the stench; Je’Khan, skink,and 
Ha’esh continued down the path seemingly oblivious to the odour. 

A pack of wild delts scampered, tumbled and scurried actoss the main road through the Kamarru, carrying large pieces 
of tal-fruit stolen from a nearby stall. The tiny reptiles leapt, screaming comically, from the path of the arriving skink, 
The larger reptiles snorted and stamped their feet, clearly antagonised Oy the mitiature pests. A sharp tug on the reigns 


soon silenced the beasts. 

The party approached the largest- domed building which stood in the centre of the Kamarru. 

‘This is the Paut’ whispered Ganna, ‘It 13 the home to the clan queen, It seems that we are to meet her’. 

‘I hope she’s friendly’, hissed Tymon anxiously. 

‘Just Reep quiet and copy me, Harral’. 

AU Je’Kfan around the party suddenly dropped to their Ruees 4s a giant, fimely attired Je’Khan emerged from the 


dome. The party leader, who Ganna had described as a shan, stepped forward and bowed again. The two creatures 
began to talk in their sharp clipped tongue. 


‘The shan is called Sat’cha’shee’, explained Gann@, nt sects that she fead thas fiunting party to prove herself worthy 
of taking a mate. AM of the party belonged to her family and we are her guests. 

The queen turned to face Ganna and growled a ce ig | to 4 he Thetwo continued to talk, Ganna translating 
for the Clondis. - 

Ganna listened intently to the conversation, straining to : the regional dialect. She turned to Palmer. ‘This 
is not so good’, she said stonily. 

Palmer had heard that tone before. ‘What? What's 7: sd goode We're in trouble\aren’t we? I Rnew it. By Sandis, I 
Rnew it!’ he stammered. ae 

The queen spoke to Ganna directly for the first time in stilted Gevunan. 


“You are not welcome here, Ha'essh. The Karro poison both our people’s fands and yet you sstill deal with them. You 
inssult the Ra’chan sister-clan by your traitorouss actions and you offend me. For this you must die alongsside the 
Karro that you deal with!’ 


A sharp command and several red-banded Je’Khan closed tipon 4 4% 
Quickly Ganna pulled the necklace of jet from beneath hertunit. Thrusting it high into the air she calmly spoke. 


‘T travel with the blessing of Salt-scraper, he who you have named Sassan. Any who touches those protected by this 
great Kyashi will enter the Lands of Dark before their time! I challenge you all Will you defy Sassan’s word?’ 


Upon seeing the necklace, every Je’Khan hissed and backed away, sensing the aura of the Kyashi within. Weapons 
drawn, the four Clondis began to warily retreat from their captives... 


This chapter includes some of the more common non-intelligent 
creatures found on Agasha which may prove to be a threat to 
adventurers. There are, of course, a great many creatures of a 
more passive nature to be found in the wilds. The ones listed 
here are some of the more interesting and dangerous of Gargen- 
tihr’s inhabitants which the players may encounter on their trav- 
els. 


The Use of Creatures 


When you place a creature into a scenario, it should have a pur- 
pose. Yes, creatures can be seen as another obstacle for the play- 
ers to overcome, but there are more to these beasts than that. The 
creatures of Gargentihr are shrouded in mystery, wonder and fear. 
They should retain these aspects during the game. 


In a scenario, you should use the creatures to create memorable 
scenes. Here are a few pointers as to how you can do just that. 


ee Slowly build up the scene before introducing the crea- 
ture. Give hints about it’s lair, strange tracks, and noises 
in the distance. Perhaps the players stumble over another 
victim of the creature. By creating the picture slowly, you 
give the players’ imaginations a chance to work over- 
time. 


& The location of the creature’s lair can be as important as 

the creature itself. Use interesting locations to spice up 

the encounter. A Jharrah strangler hidden in a rocky cliff 

face, or sheashu strangle-traps hidden in waist-deep 

swamp pools can make an encounter all the more inter- 
esting. 


$ At first, the players may not see all of the creature. Blurred 
glimpses may be caught through the mist, bushes may 
rustle in the moonlight, low growling may be heard. As 
the creature gets closer, the tension should mount. 


fp When the creature appears, describe it using as many of 

the senses as you can. A more vivid creature is born by 

adding what it smells and sounds like to the creature’s 
description. 


op Try to role-play the creature. A rampaging sleth is loud, 
clumsy and instinctive. It won’t try to outthink the play- 
ers. This type of encounter should be lively, with both 
the players and the Narrator shouting and trying to keep 
the action moving. 


Similarly, a lone D’hea hunter will be silent, stealthy and 
cunning. It won’t rush in to meet the players face to face. 
It will plan its moves and will attempt to dispatch it’s 
prey one at a time. Keep a hush over the scene until the 
D’hea moves. When the action starts, talk-very-fast-to- 
emphisise-that-the-creature-moves-invisibly-and-could- 
attack-from-any-side-at-any-time. 


p By changing the speed, tone and volume of your voice 
you will find that you can create many different atmos- 
pheres. This is one of your most useful narrative devices, 

so use it well. Just don’t overuse it. 


@ Never let the players see the creature’s statistics. There is 
a far greater sense of fear and wonder if they don’t know 
what the creature can do. If you use the same creature 


again, feel free to add new powers and to change the sta- 
tistics to keep the encounter from going stale. 


oo Try not to describe creatures in statistics, and only use 
the numbers when you have to. If the scene is exciting, 
then don’t kill the creature off just because the statistics 
say so. Providing the players don’t know the stats, they 
won’t know how weak their adversary is. 


fp Don’t use the creatures in every game or they will be- 
come mundane. By making the creature the centre of the 
scenario, you can emphasise the importance of the beasts 
of Gargentihr. A trading trip to Yaskal for yardi, a swamp 
hunt for a wild monouth pack or a deadly game of cat 
and mouse with a shapechanging famahat can all be turned 
into full-blown adventures. 


Just remember that Gargentihr is very different from Earth and 
every encounter should be a new sensation for the players. Keep 
the creatures exotic and mysterious and they will reward you 
with many scenario hooks and tales. 


Creature Combat 


All creatures have statistics which allow the Narrator to use them 
in combat. These terms are explained below. 


The Combat section of the rules details the rules for fights be- 
tween a number of Mortals. The rules for creatures are slightly 
different, for they must cover all types of animal, from the tiny 
scrudd to the giant sarakern. 


The Combat Rules for fighting creatures are deliberately more 
simple and abstract than the normal combat rules. This is to place 
less emphasis on statistics and more on descriptive narration. 
The Narrator should strive to make each fight with a creature a 
rare and memorable moment. He cannot do this if he has a sepa- 
rate Energy Bar to look at for every creature. 


The rules for fighting creatures work as follows :- 


Drive 
This characteristic covers the creature’s normal response when 
first encountered. It is a guideline as to what the creature will do. 
Obviously this may change if the creature is cornered, injured or 
protecting its young. There are four classes of Drive as listed 
below:- 


p Rabid- These creatures will usually attack on sight and 

may even fight to the death. They are easily provoked 

and often deadly. The best tactic is to run from these en- 
counters. 


Unpredictable- Creatures with this motivation are always 
dangerous; they may ignore the characters one second 
and pounce the next. Extreme caution should be applied 
in these encounters. 


They are either very big or very stupid and if in danger 
they are more likely to flee in panic than attack. 


Timid- Usually timid creatures will not stay in the ad- 
venturers vicinity long enough to be noticed. Even if cor- 
nered, these creatures will normally be petrified and un- 


oo Apathetic- These creatures will usually ignore people. 


nas 


able to move. Most adventurers should not have too much 
trouble dealing with timid creatures. (Yeah....right.) 


Size 
This gives an indication of the creature’s mass and a modifier to 
the chance to hit the creature. Large creatures are easier to hit 
and thus give the attacker a bonus to his combat Success Test, 
whilst small creatures are harder to hit. There are five classes of 
size :- 


oe Tiny (-4 to attack Success Tests). Generally under a foot 
in length or height. Small rodents, birds, etc. 


p Small (-2 to attack Success Tests). Can be up to 4' tall. 
Dogs and larger mammals, etc. 


$ Moderate (no modifier to attack Success Tests). Roughly 
equal to a human in mass. Up to 7' tall. 


op Large (+2 to attack Success Tests). Can be up to 10' tall 
and have great mass. Bears, horses, skink etc. 


p Huge (+4 to attack Success Tests). Giant creatures. Sleth, 
gressh etc. 


Initiative 

All creatures have a Base INIT which works exactly the same as 
it does in regular combat. The only difference is that some crea- 
tures are much quicker than humans, and some are much slower. 


Movement Rate 


These rates work exactly as they do for Mortals. Some creatures 
can move more in a combat Round, whilst some can move less. 
It is the maximum movement rate that is listed (i.e- the human 
equivalent of sprinting). 


Defence 

The creature should have its chance of evading the ACs attack 
listed. This should be done for Easy, Moderate, Difficult and 
Impossible Success Tests. The effects of the speed and size of 
the creature have been factored into its Defence. 


HEA Success test 


The creature should have one HEA Success Test chance listed 
for each Difficulty Factor. This will include any modifiers for 
‘Endurance’ skill. 


Location 


Creature locations are left to the discretion of the Narrator. Just 
use comon sense. A lot of the creatures are actually biped and 
simply use the human locations as they stand. For quadrapeds, 
such as horses, read arm as foreleg and for very small animals, 
such as drill crabs, ignore locations completely. For very large 
creatures, such as sleth, locations should also be ignored 


Fatigue Rating 
All creatures have a total FAT rating, which allow any FAT gained 
through Blood Loss to be marked down. The creature’s FAT rat- 


ing is, in effect, a reduced version of the AC’s Energy Bar, but 
there are a few changes made for simplicity. 


There are only two levels listed on the creatures FAT Rating. 
The first lists the amount of FAT that the creature can withstand 
before it receives a -4 Modifier which is applied to all Success 
Tests made by the creature from that moment on. This -4 modi- 
fier works like the FAT Modifiers listed on the Energy Bar. It 
applies to movement rates, Base INIT and all Success Tests. 


The second level lists the further amount of FAT that the creature 
can withstand before it collapses in exhaustion. No further modi- 
fiers are taken during these FAT levels. 


If the creature takes any additional FAT levels over this second 
amount, it will die. For morale purposes, most creatures who do 
not have a drive of ‘Rabid’ will surrender or flee when they re- 
ceive the -4 Modifier. Only really desperate, cornered and un- 
predictable creatures continue to fight on after this stage. 


Hit Success Test 


The creature should have its chance of hitting for Easy, Moder- 
ate, Difficult and Impossible Success Tests listed. Less intelli- 
gent creatures will only know a limited number of attack ma- 
noeuvres, and may only know attacks at three, two or one differ- 
ent Difficulty Factors. All creatures can only attack at the Diffi- 
culty Factors listed. 


Creatures that can make more than one attack in a round will 
have it listed here. All of the creature’s attacks occur at its Base 
INIT. If a creature makes three attacks in the turn but only hits 
with two, then the first two weapon types would each hit once. If 
the creature has fewer weapons than the number of times which 
it hits, then it is assumed to make further attacks with the first 
weapon listed. 


Damage 
This lists the natural weapons used by the creature and the DAM 
class of each. The weapons are listed in the order in which they 


hit. 


' The creature will have its DAM modifier for any natural weap- 


ons or other forms of attack listed. This modifier will include 
any modifiers for the STR and size of the creature. 


Some weapons, such as glue, have STR ratings. This is the rat- 
ing used in an Opposed Success Test against the STR of the vic- 
tim trapped by the glue. 


Creature Descriptions 


Drive - Rabid 

Size - Moderate (0) 
INIT - 16 

Move - 50 yards 


DEF - 19/15/10/7 
HEA - 24/ 20/15/12 
AV - 10 
FAT - 22 / 22 


Weapon Hit 


2 attacks 
Claws 
Teeth 


Ss 1sf Os 7 10 
19/15/10/7 KAI drain 


All the mortal races produce some children that have no Sa-en- 
ergy flowing within. These soulless individuals appear as others 
of their mortal race but are white-skinned and dark-eyed. They 
can only survive by sucking the Sa from other mortals. Many of 
these creatures are killed at birth when born to normal mortal 
parents but the ones who escape flee into the dark places of the 
earth and band together, summoned by the call of their kin. All 
brood despise the mortals who can freely walk the earth and will 
kill for the opportunity to suck the life-energy of the living. 


It is said that the main Brood-cities in the north of Ghent have 
access to much of the forbidden texts and knowledge of the An- 
cients. All brood receive a special attack which sucks the Sa- 
energy from their victim. The victim must be immobile, either 
unconscious or pinned. The brood may then suck the life-force 
from the victim at the rate of one point of KAI a Round. If the 
victims KAI reaches zero he will become one of the brood. 


Every mortal fears the Brood; they have caused much pain and 
suffering in every area they are found. Brood raids on caravans 
and trading posts are common, especially in the more remote 
comers of the land. All victims of such attacks are killed and 
dismembered in grotesque patterns, which are said to be linked 
to ancient rituals and rites. Few survive a Brood attack and some 
kill themselves rather than face these evil creatures. 


Burrower 


DEF - See below 
HEA - See below 
AV - 0 

FAT - 0/0 


Drive - Unpredictable 
Size - Tiny (-4) 

INIT - 10 

Move - | yard 


Weapon Hit DAM 


Flesh burrow Automatic 1 HEA / day 


These tiny toothed maggots are often found in rotting vegeta- 
tion. They are impossible to pull off once they start to burrow 
into flesh as they produce a thick slippery resin around their bod- 
ies. They must be burnt off or cut out quickly, for they enter the 
blood stream and move towards the heart; the tastiest meal of all. 


Once these creatures enter the blood stream they will cause the 
victim to lose 1 point of HEA per day until his HEA reaches zero 
when he will die. The victim may be cured by the ‘Hetch berry’ 
herb. If successfully healed he will regain HEA at the rate of 1 
point a week. 


Any armour will completely stop these creatures, unless they 
can get under it. 


DEF - 8/4/2/0 
HEA - 31/27/21/18 
AV - 22 
FAT - 25 / 25 


Drive - Timid 
Size - Huge (+4) 
INIT - 10 
Move - 15 yards 


Weapon Hit 


Stone fists 12/8/-/- 


The chegg are giant boulder-men who live on the rocky slopes 
and valleys across Agasha. They take the form of clumsy, hu- 
manoid rocks and have great strength. They are a shy and timid 


oF 


people who prefer to hide from other races by remaining totally 
still and disguising themselves as rock formations. Chegg are 
servants of the Myrdall from long ago, but have been freed of 
their duty for some reason. Some Kai-cha of the Vhastor plains 
clans have the power to command individual chegg for their own 
purposes. 


Chegg live in open quarries of red lava-stone. They usually have 
a large collection of assorted gems of which they are very pos- 
sessive. Brave mortals can enter a Chegg lair and bargain for 
their services with gems, or by offering to scrape the thick moss 
which clings to their rocky bodies off. If approached correctly, 
the Chegg are most arniable. 


DEF - 13/9/6/4 
HEA - 22/18/12/9 
AV - 12 
FAT - 18/18 


Drive - Timid 

Size - Large to huge 
INIT - 8 

Move -20 yards 


Weapon Hit DAM 
Acid spit -f12s=/- 4* 


*Armour protects only for the first Round against the acid. 


*Acid will continue to do damage for upto 10 Rounds if it is in 
contact with flesh. 


These giant dull grey slugs can grow as large as 15' and are more 
a passive danger than an active one. They graze peacefully on 
swamp plants and algae but can cause great damage in swamp- 
farms as their slime poisons the paddy fields. The grey pods which 
hold their young are valuable for their honey-like interiors and 
can reach prices of up to 100 Cyls per pod if ripe. 


DEF - 20/ 16/9/6 
HEA - 27/ 23/17/14 
AV - 12 
FAT - 20/20 


Drive - Unpredictable 
Size - Tiny to huge 
INIT - 16 

Move - 40 yards 


Weapon Hit 


2 attacks ; Examples: 
Club (giant) 
Dark davin 
Dreampin (tiny) 


20/16/10/7 
20/16/10/7 
20/16/10/7 


These children of the Darklands exist in many of the realms to 
be found there. They are a magical race that live off of the Sa- 
energy which surrounds their lands and Gargentihr, and they can 
freely use all forms of Belief Magick. Only weapons which con- 


tain both moon-metal and jet metal can harm the Cyatim and 
they are immune to the effects of disease, ageing and other mor- 
tal diseases. No other mortal attack will damage these creatures. 


Cyatim can take on many appearances and forms, but all have a 
distinctive blue-grey hue which covers their bodies, clothes and 
any items which they bring over to Gargentihr from their Darkland 
realms. They all have a humanoid appearance but range from 
tiny, lithe, fleeting figures to huge, ugly giants. There are as many 
beautiful Cyatim as there are truly horrifying ones. They can 
freely travel to Gargentihr through gates but do so rarely, for 
they find this world ugly and cold in comparison with their own. 


The nature of these creatures is chaotic, flighty and fickle, and 
they have no understanding of mortal traits such as honour and 
loyalty. They have no grasp of machinery and science and can- 
not bear to touch such items. They often need the aid of mortals 
when dealing with such items and characteristics, and may lure 
such folk to their lands to ask for such favours. They enjoy schem- 
ing and often appear on Gargentihr to cause pranks and mischief 
amongst the mortals. The Cyatim are fascinated by mortals and 
their ways but are perceived as demon-folk and evil spirits by 
most of Gargentihr. They have strong ties to nature and to belief 
magick, and it is these traits which have attracted the worship of 
the Ha’esh. 


Many of the “Kyashi’ of the Ha’esh culture are actually mem- 
bers of this race, and the Cyatim deal with the swamplanders 
more than with any other mortal race. All Cyatim can use the 
Dreampaths to travel across Gargentihr and can enter the Dark- 
lands at warp-holes. 


There are several Cyatim now living deep within the forests and 
swamps of Agasha, and it is these creatures which become guard- 
ians of the land. They protect the wilderness and punish those 
that do not pray in the Shrines along the roadside, or those that 
damage and desecrate nature. Many Cyatim are ‘adopted’ by a 
local village and become the local Kyashi. 


No Cyatim may harm another of his kin, for this is one of the 
Unwritten Laws of the folk of the Darklands. Many of the more 
devious Cyatim thus turn to the mortals of Gargentihr to aid them 
in this task. Their silken tongues and ability to shape-change aid 
these cunning individuals in their schemes. 
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Cyatim, Outling 

DEF - 23 / 19/13/10 
HEA - 27/23/17/14 
AV - 12 

FAT - 20/20 


Drive - Unpredictable 
Size - Tiny to huge 
INIT - 18 

Move - 40 yards 


Weapon Hit DAM 


2 attacks ; Examples: 
Dark davin 


Power of Naming 


20/16/10/7 10 
special 


Shapechange special 


Some Cyatim are cast out of their Dark- 
lands realm for terrible crimes against 
their people. These unstable, bitter and 
dangerous creatures roam Gargen- 
tihr looking for a way to get re- 
venge on their kin and will often 
try to ensnare mortals to aid in 
their plans. Many of the 
‘outlings’ have stayed on 
Gargentihr for vast periods 
of time and have learnt of 
ways to capture mortals for 
their own uses. 


If an outling learns of a mortal’s given first name then it can 
place a glamour upon that mortal, and may command that person 
as if he were permanently hypnotised by the Cyatim. Commands 
can be telepathically given by the outling to the mortal without 
his knowing. It is through the use of mortals that the outlings 
take their revenge on the kin which cast them out from the Dark- 
lands. Any outling which tries to enter into any realm of the Non- 
place will be instantly destroyed by the lord of that realm, for 
this is one of the Unwritten Laws of all Cyatim. 


DEF - 15/11/7/5 
HEA - 11/7/4/2 
AV - 0 

FAT - 5/5 


Drive -Timid 
Size - Tiny (-4) 
INIT - 15 


Move - 20 yards 


Weapon 


Bite 


Delts are small, two legged, upright reptiles which stand roughly 
a foot tall. They are practically humanoid in appearance and use 
two tiny arms to mimic the actions of mortal races. Delts are 
long snouted herbivores frequently found in the bazaars of Aga- 
sha scrounging and stealing fruit. 


Delts live in family groups which have a complex social struc- 
ture. These reptiles are highly intelligent critters and make popular 
pets, especially with Chinte’ and Karro. They are utter pests in 
the wild, destroying crops and pelting passers-by with ripe fruit 
from the safety of their gei tree homes. Delt-packs are becoming 
a more common problem in the larger towns and cities of Gevu- 
ria. The delts seem capable of mimicking human gangs and have 
been known to wreck small stalls, stores and shops with their 
mischievous antics. 


DEF - 15/11/7/5 
HEA - 20/ 16/12/10 
AV - 8 

FAT - 15/15 


Drive - Unpredictable 
Size - Moderate (0) 
INIT - 14 

Move - 30 yards 


Weapon Hit DAM 


2 attacks 


Spines 197 157 10/7 


Paralysing poison* 


* All spines secrete this poison 


These vile creatures have dark rubbery bodies, thin arms and a 
bloated, misshapen face. Viscous black spines, coated in poison, 
cover the body. The D’hea are loners and keen cannibalistic hunt- 
ers. They have remarkable cunning and are believed to be at least 
semi-intelligent. 


Their maggot-like bodies produce a fine thread which is stronger 
than steel, with which they make their traps and nets. It fires its 
own spines and the poison numbs all locations hit. The steel thread 
produced by these killers is worth a fortune, often reaching over 
50 Cyls per yard. Many hunters and pathsilkers will not touch 
this useful substance, however, for they 

say that it is cursed by the D’hea. 


D’hea take their paralysed vic- 
tims back to their lairs where 
they will ceremonially 
prepare to eat — 
them. They en- 
joy flesh just as 
the paralysis wears 
off, and a skilled D’hea 
can devour limbs whilst 
the head and torso remain 
paralysed. The steel traps 
give indication of a D’hea 
lair. 
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DEF - 11/7/4/2 
HEA - 15/11/8/6 
AV - 10 

FAT -3 /3 


Drive - Unpredictable 
Size - Tiny (-4) 

INIT - 16 

Move - 30 yards 


Weapon 
Drill teeth 


These swamp creatures are 
a spherical mass of short 
fleshy tendrils usually six 
to ten inches in diameter. 

Beneath these tendrils is a 
strong shell and eight 
long spidery legs 
which allow the 
crab to jump up to 6 feet vertically. The drill-crab’s circular mouth 
is located at the base of the shell and filled with hundreds of tiny 
razor-sharp teeth which rotate in a drill-like manner to burrow 
into it’s victims flesh. 


The crab will remain attached to a tree or under water until a 
victim comes along and will then pounce and attach itself with 
its legs. Only if it is in pain or danger will it retreat into its shell 
and scuttle off. Dangerous though they are, the crabs are worth a 
100 Cyl bounty in the markets of Khos-Tavar, where they are 
considered a fine delicacy. 


Recently, there have been hoards of these creatures found scut- 
tling in the cobbled back alleys of Gevurian swamp towns, and 
in the gei trees of the Ha’esh cuari. 


DEF - 16/12/8/6 
HEA - 23/ 19/13/10 
AV - 14 
FAT - 17/ 16 


Drive - Unpredictable 
Size - Moderate (0) 
INIT - 13 


Move - 40 yards 


Weapon Hit DAM 


I9/IS/ 1077 1 STR 
19/15/10/7 8 


Energy bite 


Retracting claws 


The famahat are ancient individuals that live hidden amongst the 
mortal races and prey on the unwary. The famahat are 
shapeshifters who disguise themselves as their victims and travel 
throughout Agasha. They can only take the form of one of their 
victims and require sustenance once every 4 weeks. They attack 
through their energy-bite which drains a point of STR from the 
victim each round. When STR reaches O, the victim dies. 


The Famahat often lurk on the dark misty roads of Gevuria, wait- 
ing for an unsuspecting caravan to come along. In their natural 
form, they are thin and lean humanoids with almost jet-black 
skin and a featureless appearance. They resume this form after 
32 days without a meal. Famahat are usually very old and have 
mastered several languages and cultures. They are excellent ac- 
tors, and often pretend to be of this profession. 


Some of the more immoral political bodies of Agasha (i.e. - All 
of them) have been known to use famahat as spies and agents. 
They provide victims for this vile creature and in return, the 
famahat works abroad for the organisation. 


DEF - 10/5/3/0 
HEA - 30/ 26/20/17 
AV - 18 
FAT - 25 / 25 


Drive - Apathetic 
Size - Large (+2) 
INIT - 11 

Move - 60 yards 


Weapon Hit 


Trample -/10/-/- 


The Gressh are the most common animal to be found on the salt- 
plains of Tellah, for they live on the salt of this land. They re- 
semble giant eight legged beetles with a tough black plate ar- 
mour which covers their body and can grow up to 18 feet in 
length. Most gressh are over 12' long and 6' wide. Gressh devour 
salt, and can excrete it to form giant mesas of the substance which 
are used as hives by the creature. 


Wild gressh can be tamed through a basic form of lobotomy which 
involves hammering a metal pin through the tough head armour 
of the creature. This must be done at a precise and correct angle, 
else the gressh will be killed or will fly into a wild frenzy. Once 
the pin in placed, the gressh will respond to trained commands 
by its rider. Some Jouk riders of Tellah are said to have an almost 
telepathic link to their mounts and they are a common sight in 
the northlands. 
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Gressh are powerful work-beasts and strong mounts, capable of 
striking fear into infantry. Their fierce bellowing can be heard 
over 20 miles away, especially during the Raintime mating sea- 
son. Male gressh commonly attack each other during this time 
and should be kept apart. 


DEF - 12/8/4/1 
HEA - 33 / 29/23/20 
AV - 12 
FAT - 28 / 28 


Drive - Unpredictable 
Size - Huge (+4) 
INIT - 8 

Move - 50 yards 


Weapon Hit DAM 


4attacks 
Teeth 
Tendrils 
Tendril glue 


see below 12 
19/15/10/7 
see below 


These huge floating mushroom plants use the Sa-winds to carry 
them across the plains of Agasha. As they lazily drift across the 
plains, long tendrils scrape the earth for prey. These tendrils are 
coated in a strong glue which traps the victim as the tendril passes 
and draws it up into the gaping maw found on the underside of 
the head. Gyasha over 30 yards wide have been spotted and these 
plants can take herd-beasts as prey. 


Because they float along the Sa-winds of the planet, Gyasha are 
often thick with this energy and can cause Sa-storms as they drift 
across the plains. Fierce flashes of energy can be seen crackling 
around the giant head of the plant, as the Sa is earthed down the 
tendrils. Many crystals and gems are to be found on the backs of 
the plant as the constant ebbing of the Sa causes the growth of 
such minerals. 


Gyasha are difficult creatures to damage, simply because of their 
size. Wound Effects such as Dying and Unconscious should not 
be applied to these creatures. These effects will generally mean 
that the ACs have managed to sever one of the tendrils. 


Gyasha get four attacks with their tendrils per Round. In the first 
Round, the gyasha will attempt to hit and crush the target. The 
gyasha picks the target up in the second and third rounds and 
raises the tendril to its mouth. The tendrils have a STR of 10, and 
ACs can attempt an Opposed Success Test to break free of the 
tendril. In the fourth Round, the gyasha begins to eat its prey. 


Drive - Rabid 
Size - Huge (+4) 
INIT - 13 


DEF -9/5/2/0 
HEA - 30/ 26/20/17 
AV - 20 
FAT - 27/27 


Move - 60 yards 


Weapon Hit 


Crush 
Swallow 


DAM 


13/9/-/- 16 
13/9/-/- STR 20 


The kai is a huge tube-like burrower, often 30 yards long, with a 
cavernous maw at one end. It is at its most dangerous when bask- 
ing, for it places its eyeless head near to the surface of the ground 
with its mouth shut as it awaits prey. If the victim steps on the 
kai, the jaws open and the creature begins to burrow whilst swal- 
lowing the poor fool. 


Hadrii-kai can easily swallow anything up to the size of a horse 
but it would take several days to digest a meal of this size. The 
victim must make a Opposed STR Success Test roll against STR 
20 for every day within the gut. If this roll is failed then the 
victim is digested and dies. If the roll succeeds, then he survives 
for another day, providing he has both food and water to sustain 
him. All the victims personal belongings could sit in the kai’s 
gut for several years before they are digested. 


If trapped on the surface the kai will use its huge bulk to crush 
opponents. Kai can be found in any terrain, including the oceans 
of silt. They are especially attracted to Sa and its use and can 
travel up to 50 miles in search of the source. The rumbling of the 
earth signals that a kai is less than a minutes travel away. The kai 
is extremely sensitive to movement on the ground and can pin- 
point the position of surface victims. 


Ha’esh of the plains of Vhastor mark out the kai hunting grounds 
with red flags which can be seen from the safe rocky hillsides 
around such areas. 
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DEF - 16/12/8/6 
HEA - 12/8/4/2 
AV - 4 

FAT - 8/8 


Drive -Timid 
Size - Small (-2) 
INIT - 14 
Move - 30 yards 


Weapon Hit 


12/8/4/2 
14/10/6/4 


Blowpipe 
Spear 


Ichhan are a race of semi-intelligent small humanoids usually 
found in the wilderness. They are usually between three and four 
feet in height and have small dog-like faces and fur-covered bod- 
ies. Ichhan live in close communities of up to forty and build 
simple huts to live in. They are carnivorous, but would only at- 
tack mortals for food if starving for they are a cowardly and cau- 
tious folk. 


The Ichhan worship the Kyashi of the Darklands and are often 
used as minions by the Lesser Cyatim. They will usually only 
attack those that have not prayed at the local Kyashi Shrine be- 
fore entering the region, or cuari which have turned their backs 
on the old ways. They enjoy pranks and riddles and are often 
attracted to small, shiny objects carried by travellers. They usu- 
ally speak a primitive form of Mountain Ha’esh. Ichhan are of- 
ten responsible for thefts and damage done in Ha’esh cuari, with- 
out the knowledge of the locals. 


Local Ha’esh would never attack Ichhan, for they are believed to 
bring good luck to the area. Some trappers wipe out whole com- 
munities of these harmless creatures, for their pelts bring in as 
much as 70 Cyls each in Yaskal. 


Sharrah Strangler 


DEF - 11/7/4/2 
HEA - 25/21/15/12 
AV - 18 
FAT - 22/22 


Drive - Unpredictable 
Size - Huge (+4) 
INIT - 14 

Move - 0 yards 


Weapon Hit DAM 


2 attacks 
Bite automatic 10 
16/12/8/6 


automatic 


Feelers 


Resin 


These dangerous creatures are only found in remote corners of 
Agasha. The strangler has a large spherical body up to 14' in 
diameter and a giant maw filled with rows of teeth. It attaches 
itself to rocks and trees by producing a strong glue-like resin 
which hardens around the strangler and forms a crusty shell in 
which it hides. 


The creature has a number of tentacles which can grow as long 
as 30'. These ‘feelers’ are placed in strategic places to allow the 
strangler to sense any prey. Once the strangler has the prey grasped 
in a feeler it produces a spray of the resin which will harden in 4 
Rounds and encompass the prey within. The tentacles will then 
drag the helpless victim back to the shell where the strangler can 
devour its meal in peace. 


DEF - 20/16/11/8 
HEA - 18/14/10/8 
AV - 8 
FAT - 16/ 16 


Drive - Unpredictable 
Size - Moderate (0) 
INIT - 16 


Move - 60 yards 


Weapon Hit DAM 


Sting -/11/7/- 8 


The kree are giant flying insects bred by the Ryamis in the Ti- 
Hond mountains as a source of food and transport. They have a 
thick shiny purple skin and grow up to 10' in length. Kree pro- 
duce a powerful honey-drug which has many uses throughout 
Ryamis society. The best known product made from this honey 
is Ly wine, which is an expensive and popular drink amongst 
Agashan nobility. 


The Ryamis use Kree as transportation, with up to eight of the 
insects being used to carry travel baskets which can hold both 
goods and people. The kree are easily trained by the Ryamis, and 
their loud chirping can make them excellent guards. They live in 
burrows and caverns, which can span for several miles under- 
ground. 
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DEF - 20/16/ 11/8 
HEA - 23/ 19/13/10 
AV - 14 
FAT - 20/20 


Drive - Unpredictable 
Size - Large (+2) 
INIT - 14 

Move - 50 yards 


Weapon Hit DAM 


2 attacks 
Long spear 18/14/9/6 10 
automatic in sting EFF - D 


20/ 16/13/10 6 


Poison 


Sting 


Koba are ugly half-human, half-centipede creations. They are 
solitary, cannibalistic individuals with a deadly poisonous sting 
in the barbs located on their tails. Koba are believed to be guard- 
ians to the Darklands, and are often found near Gates to the Non- 
place. Koba are extremely old and intelligent, often holding in- 
formation useful to characters. Only the brave or the foolish try 
to deal with such creatures, for they are as treacherous as they 
are wise. They often challenge those they deem worthy to a rid- 
dling match, with the stakes being information or death. 


SS 


Koba attack with their sting and with any weapons held. Their 
sting and spines hold a particularly nasty nerve poison which 
causes permanent paralysis. 


Koba were an experiment by the Ancients to cross the creatures 
of Gargentihr with those of the Darklands. The resulting abomi- 
nations were left behind when the Ancients disappeared. Koba 
have the power to ‘phase’ in and out of Gargentihr and the Dark- 
lands at will. They glow and crackle with Sa just before doing 
so, and can only use this power on Dreampaths. They occasion- 
ally make pacts with both Cyatim and mortals, but only if it 
amuses or benefits themselves. 
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The Kull are parasites which feed on the Sa which makes up a 
mortal’s soul. They reside in the Darklands but are drawn to Gar- 
gentihr by the gates and warp-holes through which they can smell 
the souls of the living. Kull take on all shapes and forms; often 
these are so vile that a mortal cannot possibly recognise it as a 
living entity. The three most common forms of Kull are described 
below :- 


Para-angular Kull 

DEF - 25/21 / 15/12 
HEA - 25 / 21/15/12 
AV - 18 

FAT - 22/22 


Drive - Unpredictable 
Size - Large (+2) 
INIT - 16 

Move - 60 yards 


Weapon Hit DAM 


2 attacks 
19/15/10/7 10 
1 KAI 


Crystal shard 
KAI drain 


see below 


These creatures take the form of a floating crystalline mass of 
angles and colours which cannot be logically understood by mere 
mortals. All who look on such a creature must make a Difficult 
KAI success test or lose 1D3 points of KAI due to the loss of 
sanity. (0 KAI means that the character goes insane) 


The kull attacks through crystal-spears attached to its body. Once 
these spears have pierced the target the kull may drain the vic- 
tims life-force at the rate of 1 point of KAI a round. The victim 
will die when his KAI reaches 0. The kull can drain 2 targets at 
the same time. Its dazzling colours and geometrically-defying 
form make it a difficult target to hit. 


As the Kull drains KAI, the victim will begin to take on a crys- 
talline appearance. Limbs formed of this substance are often per- 
manently transformed, and can draw the attention of other 
Darkland creatures. The victim may enter the Darklands invol- 
untarily through his dreams, and will only return if he can de- 


stroy the Kull which first attacked him. 
ip 


Drive - Rabid 


Size - Tiny (-4) 
INIT - 18 
Move - 60 yards 


Weapon Hit 


Swarm see below 


These tiny creatures take on many separate forms but always 
attack in the same way. A huge mass of the Kull swarm around 
the victim and enter his body through the nose, mouth and ears 
in such quantities that he begins to swell and burst. They will 
then begin to turn the victim inside out from within. The Kull act 
as one intellect and cannot be harmed by mere weapons. They 
are the most common form of Darklands creature to appear 
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Narrators Note : Use the Swarm Kull on AC’s only under ex- 
treme circumstances. They are mostly intended for effect when 
used against unfortunate NCs. 


Negative Kull 
Drive - Unpredictable 
Size - Moderate (0) 
INIT - 13 
Move - 40 yards 


DAM 


Weapon Hit 


Engulf fils Tes see below 


This creature consists of Darklands fabric and appears as an im- 
possible black hovering shadow. The Kull engulfs its prey, in- 
stantly warping itself and its target through to the Darklands. 
These Kull are often used as messengers by the Cyatim. They 
are destroyed totally if they appear in a mirror but no other form 
of attack seems to harm them. 


Drive - Rabid 

Size - Moderate (0) 
INIT - 16 

Move - 40 yards 


DEF - 20/16/11/8 
HEA - 19/15/10/7 
AV -8 
FAT - 18/18 


Weapon Hit DAM 


2 attacks 
19/15/10/7 10 
see below 


Claws 
KAI drain 


The lappith is a creature of the 
Darklands which can manifest it- 
self into the land of Gargentihr 
through gates created by large 
quantities of moon-metal. It 
appears as a four-armed 
fleshless monkey with oversized 
teeth and claws. 


Merchants are always very 
careful when carrying 
moon-metal for they / a 
know of the relationship between the lappith and this valuable 
mineral. If more than 10 ENC of the metal is carried within 5 
yards, then an invisible gate to the Darklands is opened. This 
gate can only be detected by Lappith who individually hunt for 
such passages into Gargentihr. 


Each Lappith is linked to specific pieces of the metal and will 
track the owner relentlessly once it has been drawn through from 
the Non-place. Lappiths suck the souls of mortals in the same 
way as the kull do and their hunger is great. They are strong 
hunters and excellent trackers, with the ability to track down 
prey over hundreds of miles. 


Marl-hound 


DEF - 18/14/10/8 
HEA - 18/14/10/8 
AV - 6 

FAT - 16/ 16 


Drive - Rabid 
Size - Moderate (0) 
INIT - 14 


Move - 50 yards 


Weapon Hit 


2 attacks 


Bite -/11/7/- 


Spines -/11/7/- 


These large vicious beasts are favoured hunting animals of Khos- 
tran lords. The marl-hound can grow as high as 4' and has a pow- 
erful physique. It’s back has a row of sharp bones running down 
its spine which rise when it is angered. The Khostra train their 
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pets well and teach them a number of command words, ‘Kill’ 
and ‘Fetch’ being two of the most popular. 


Wild marl-hounds hunt in packs in the forests of Agasha. Their 
deep, sad howl can be heard across many miles on moonless 
nights. Their spines can reach 15 Cyls each in the markets of 
Ja’ Hall. 


Monouth 


DEF - 16/12/8/5 
HEA - 18/ 14/9/6 
AV -8 
FAT - 16/ 16 


Drive - Rabid 

Size - Moderate (0) 
INIT - 15 

Move - 45 yards 


Hit 
-/10/-/- 
Claws Iss 117723 


*Armour protects only for the first Round against the acid. 


Weapon 


Acid vomit 


*Acid will continue to do damage for upto 10 Rounds if it is in 
contact with flesh. 


The monouth are a squat and muscular, grey-skinned humanoid 
race which live in packs of up to thirty individuals. Their territo- 
rial screeching can be heard deep into the night when the pack 
goes on a flesh-hunt. Monouth can often be well over six feet in 
height but they walk in a hunched lumbering gait, which can 
make them appear much shorter. The packs prefer cave dwell- 
ings but can be found in simple huts deep within the swamps and 
forests of Agasha. 


The packs appear to have a simian level of intelligence but can- 
nibalism amongst the one pack is common. The monouth pro- 
duces a strong acidic saliva when hungry and collects this in 
cheek pouches for use during the hunt. The favoured hunting 
technique is to creep up on a victim and vomit this acid over him 
whilst raking with their powerful claws. Tribal ground is usually 
marked with the half melted skulls of their victims. 


. wy F 
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DEF - 11/7/4/2 
HEA - 28 / 24/18/15 
AV - 18 
FAT - 25 / 25 


Drive - Rabid 
Size - Huge (+4) 
INIT - 10 


Move - 50 yards 


Hit DAM 
Wfilsyis 12 


Weapon 
Bite 


The Negant’e are carnivorous creatures which live in the silt seas 
across Gargentihr. They have a huge thin sheet-like body which 
allow them to slide on the silt-crust, as well as swimming be- 
neath the surface. The Negant’e resemble manta-rays but can 
grow up to 30 yards in length. They have razor teeth which are 
capable of smashing through the side of a small ship in seconds. 


DEF - 11/7/4/2 
HEA - 13/9/5/3 
AV - 4 
FAT - 8/8 


Drive - Timid 
Size - Small (-2) 
INIT - 8 
Move - 20 yards 


DAM 
3 


Weapon Hit 
-/10/-/- 


Claws 


The panu is a small, grey furred, slothful 
herbivore found on the wooded 
slopes of Yaskal. It is a passive 
creature with an unusual talent. 


The panu prey on the tiny insects 
called fade flies, which exist out- 
side of the Physical Sphere of 
Gargentihr. To do this, the panu absorb 
Sa-energy, effectively forming a void around 
the creatures. All Sa within a 2 yard radius 
simply ceases to exist, rendering 
Formweavers helpless. Panu stabilise the 
effects of Dyce Syndrome, automatically causing all Kyromanc- 
ers to Phase when they are near to the creature. This type of 
Phasing costs no Sa Points, but the panu absorb all surrounding 
Sa, leaving the Kyromancer powerless to use his Kyroware. 


The panu act as a natural conductor during Sa-storms and will 
safely absorb the energy bolts. Additional panu within one area 
will increase the Sa-free zone’s radius by 2 yards per creature. 


Panu are a rare breed much sought after by paranoid Jouk and 
others who wish to avoid Formweavers and their powers. A live 
panu can bring several hundred Cyls in the bazaars of Agasha. 
Many Formweavers obviously fear such creatures, resulting in 
events such as the Yaskal slaughter-hunts of the early 1560s. 
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DEF - n/a 
HEA - n/a 
AV - n/a 

FAT - n/a 


Drive - Unpredictable 
Size - Vast 

INIT - 1 

Move - 80 yards 


Weapons - n/a 


The sarakern are giant sentient shell-creatures which sail the Sa- 
winds of the planet. They are older even than the myrdall and 
have a telepathic rapport with the Windtraders who live upon 
their backs. Sarakern can grow over 1000 yards in length, al- 
though most are between 500 and 700 yards, and they use their 
giant tentacles to feel the Sa-currents in the air. Their shells are 
so thick that the Windtraders build great cave-cities within and 
generations can live on the backs of the sarakern without ever 
touching the land. x 


The sarakern are now a rare sight over much of Gargentihr and 
tend to avoid the inhabited landmasses, such as Agasha. The 
natives still fear these mighty creatures and believe their shadow 
to be a bad omen. The sarakern and their Windtrader passengers 
remain a mystery across Agasha. It is said that the oldest of these 
mighty creatures can pass across to the Darklands at will and can 
take their Windtrader crews through the realms of the Non-place. 


i] 


DEF -7/3/0/0 
HEA -7/3/0/0 
AV - 0 
FAT - 4/4 


Drive - Timid 
Size - Tiny (-4) 
INIT - 7 
Move - n/a 


DAM 


Weapon 


Stinking pus vomit 


Scrudd are a form of slug which grow to 8" in length. Their grey 
crusty bodies can be squeezed to push a thick white paste out of 
their rear. This paste is used by the scrudd to form their nests and 
hardens within the hour to a white stone-like composition, which 
makes an excellent sealant and building component. The paste 
can also be mixed with herbs to provide relief for Ha’esh with 
chapping skin. 


Scrudd produce this material only during gathering, when they 
are at their most passive. At other times they are poorly tem- 
pered creatures which do not take to being squeezed by passers 
by. They can spray an evil-smelling green pus which requires a 
moderate HEA Success Test to prevent vomiting by anyone hit 
by it. 


Shade 


A shade is the spiritual ‘shadow’ of a mortal, left on Gargentihr 
once the mortal dies. Shades take many shapes and forms and 
must meet one of the requirements listed in the ‘Spiritual Belief’ 
section in the Belief chapter. 


Each shade will normally be one of the following three types, 
but the Narrator is free to alter these rules to suit a particular 
shade or scenario. Nothing is certain when dealing with the 
paranormal. 


Non-corporeal shade 


These shades have no physical form and exist in an invisible 
state. They cannot harm physical creatures directly, but may have 
the powers to move objects, cause chill air, extinguish flames 
and shatter brittle objects. They can be used as guardians by those 
with the power to control such creatures, but are often simply the 
residue left over after an important event in a place of strong Sa. 


Manifestation 


This shade has the power to appear in front of those who he 
wishes to be seen by and can harm and be harmed by these 
mortals. The shade can take on any appearance and will often 
choose one so terrifying that those that see him must make a 
difficult KAI Success Test or lose a point of KAI. (0 KAI means 
that the character goes insane.) 


Only certain metals can damage such a creature, but one hit is 
enough to dispel the shade’s corporeal form. The shade can hurl 
objects and use weapons against those that see him and can cause 
gradual insanity by walking through the mortal’s dreams and 
waking vision. 
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Mortal Shade 


Through strong Belief Magick and pacts with the lords of the 
Darklands, some shades gain many abilities and powers. These 
dead creatures regain the use of their bodies for the same length 
of time as when they lived, but it remains in a semi-decayed and 
rotting state. They can be harmed only by certain weapons and 
items, often related to the way the mortal originally died. The 
following powers are some of the most commonly documented 
abilities used by these shades :- 


- Ageing - If the shade embraces its victim, then the mor- 
tal will age by 2D20 years. Each 10 years lost will lower 
the victims STR, AGL and HEA by | point each. 


p Blindness - The shade can strike its victim blind for any 
period of time by touching the face of the mortal. 


fp Insanity - The shade will enter the mind of its victim and 
show him the true horrors of the Darklands, leaving the 
mortal a gibbering fool. (ACs should only lose 1D6 KAI- 

have them scream and pass out). 


Pp Possession - The shade can possess anyone touched and 
can hypnotically control them in the same way as the skill. 


fp Psychic Violence - The shade can attack using the pow- 
ers of the mind. Such attacks can cause permanent loss of 
KAI and DAL, at the Narrator’s discretion. 


Other powers and abilities can be added as the Narrator sees fit. 
The players should never be quite sure how to deal with such 
creatures and should always feel the menace and awe caused by 
shades. Each shade should be treated as an individual, with it’s 
own history, motivations and abilities. 


DEF - 17/13/8/5 
HEA - 15/11/7/5 
AV - 4 
FAT - 12/12 


Drive - Unpredictable 
Size - Moderate (0) 
INIT - 13 

Move - 40 yards 


DAM 


Weapon Hit 


Sf UL sT FS 4 
LST LL FS 6 
isfils firs 


Claws 
Spears 


Strangle-nets entangle 


These fish-beasts live in the fresh water rivers and swamps of 
southern Agasha where they are feared and hunted by the local 
Ha’esh. They have the bodies of fish with short spiny arms and 
round bulbous heads. The sheashu are viscous carnivores who 
live mostly on silkworms but enjoy all types of meat, including 
that of other mortals. 


The sheashu have mastered the art of net-making and use the 
worm silk to lasso and net their prey from their barges. They also 
mark out false pathsilker tracks to lure unwary travellers to their 


doom. The fish-people live in 
small underwater lodges of up 
to a dozen members and mark 
their territories with silk nets 
and bones. Local Ha’esh na- 
tives both fear and despise 
these dangerous beast-men. 


Sheashu are excellent hunters 
within their swamp homes, 
and often travel further afield 
for better meat. They have 
even been spotted in the nar- 
row canals of Rol-Katel’s Chi- 
Town district. 


Shroud 
DEF - 16/12/8/6 
HEA - 14/10/6/4 
AV -4 
FAT - 10/10 


Drive - Unpredictable 
Size - Small (-2) 
INIT - 13 

Move - 30 yards 


Weapon Hit 

Beaks 14/10/6/4 
14/10/6/4 
14/10/6/4 


Blowpipes 


Small spears 


The shroud are small 3' high humanoids with a dull copper skin 
and large razor beaks. They are fast hunters which operate in 
packs of up to 40 and can overwhelm a small group of travellers 
in seconds. They use small spears, blowpipes and their beaks in 
combat, often coated with a fast acting poison, such as Kerrythorn. 
They have a collective intelligence and work for the good of the 
pack. 


Shroud are usually found in tall grassland and light forest. They 
live in burrow nests under ground which can often span several 
miles in length. These burrows are often dug near to the surface 
and can cave in if a large weight, such as a horse or skink, is 
applied. Shroud guard their burrows fiercely and will attack any 
who disturb their homes. Watch out for grassland with many nar- 
row weaving paths of intersecting dirt, for this is the sign of a 
shroud community. 
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DEF - 15/11/7/5 
HEA - 24/ 20/14/11 
AV - 12 

FAT -22 / 22 


Drive - Timid 
Size - Large (+2) 
INIT - 16 

Move - 80 yards 


Hit = 
13/9/-/- 7 


18/-/-/- nausea 
13/9/-/- 4 


Weapon 
Kick 
Spray 
Tail 


The skink is a fast two legged lizard which is a common and 
popular mount across Agasha. It is found in mountainous and 


hilly locales, especially in Yaskal. Skink stand roughly 12 feet 


tall and use a large tail for balance and as a form of 
attack. 


The skink roam in wild packs of up to 80 beasts, and 
can cause much damage on the rice-plateau’s of the 
mountain valleys. Their speed allows the herds to travel 
as far down as the southern tip of Khos-Tavar during the cooler 
weather and offers good hunting for the Khostra. Some herds are 
marked and considered sacred by the High Chinte’, who do not 
take kindly to the slaughtering of their animals by the Khostra. 


Skink are timid creatures and are not suited for mounted combat. 
When scared, they produce a strong foul smelling spray which 
will see off most predators. More details of these mounts can be 
found in the Equipment chapter. 


- DEF -9/5/4/0 

HEA - 28 / 24/18/15 
AV - 15 
FAT - 32 / 32 


Drive - Apathetic 
Size - Huge (+4) 

INIT - 8 
Move - 30 yards 


Hit 
14/10/-/- 
14/10/-/- 


DAM 


8 
16 


Weapon 
Tail 
Trample 


Sleth are giant reptiles used as beasts of burden across Agasha. 
They can grow up to 30 feet in length and have a long neck and 
tail. Sleth have strong flat heads with giant curved horns at the 
side. They are naturally tame and are easily trained to accept a 
rider and equipment. Only when Sa is strong around the sleth do 
they turn violent and unpredictable. More details of this com- 
mon mount are given in the Equipment chapter. 


Strangleweed 


DEF - 11/7/4/2 
HEA - 18/14/10/8 
AV - 0 
FAT - 12/12 


Drive - Unpredictable 
Size - Moderate (0) 
INIT - 12 


Move - 0 yards 


Weapon Hit 
2 attacks 

Barb poison automatic 
-/11/7/- 


-/11/7/- 


Creepers 


Stinging barbs 


This dangerous plant is a mass of strong leafy creepers and sharp 
barbs which can pierce deep into flesh. The barbs can then suck 
the juices of its victim and leave nothing but a dried husk. The 
poison sap of the strangleweed is an excellent anaesthetic and 
will even knock out the largest victim in seconds. This juice is 
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much sought after by doctors for this reason. 


The strangleweed will grapple with it’s creepers and will then 
sting it’s prey with it’s poisonous barbs. The poison will knock 
out a victim if the HEA Success Test is failed. The strangleweed 
can then slowly suck the life out of it’s prey. A knocked out 
victim will lose 1 HEA per hour whilst knocked out. When HEA 
reaches O, the victim dies. 


DEF - n/a 

HEA - 18/14/10/8 
AV - 0 

FAT - n/a 


Drive - Rabid 
Size - Tiny (-4) 
INIT - 14 
Move - 60 yards 


Weapon Hit 


Tiny stings -/-/-/12 


The swamps of Gargentihr are plagued with many kinds of in- 
sect and often these annoying creatures become more than mere 
nuisances. Black clouds of certain insects can plague an area of 
swampland, especially during Gathering. The most common 
swarms encountered on Agasha are the flantu white-fly and the 
wassaranna bug. 


Swarms cannot be damaged, but a successful attack will keep 
the insects at bay for a round. The only way to avoid the swarm 
is to stay in an enclosed area or to hide in smoke. Some Ha’esh 
clans burn the tali root to keep the swarm away from their cuari. 
Some herbs such as rollusk also stop swarms from attacking. 


DEF - n//a 
HEA - n/a 
AV - n/a 
FAT - n/a 


Drive - Timid 
Size - Tiny (-4) 
INIT - n/a 
Move - 60 yards 


Weapons -n/a 


Ta’ ghee is a Ha’esh term meaning “demon lights’. They are ac- 
tually small insects which omit a multi-coloured glow in the pres- 
ence of Sa. They are common across the whole continent, espe- 
cially around Dreampaths and warpholes, where they glow 
brightly. Some Formweavers use bottled Ta’ ghee to detect the 
lines of the Dreampaths across Agasha. 


Ta’ ghee are harmless, but are said to be an omen of ill-boding by 
the Ha’esh swamp tribes. Science has yet to prove whether this 
is true or not. 


Drive - Timid /Friendly 
Size - Small (-2) 

INIT - 15 

Move - 30 yards 


DEF - 15/11/7/5 
HEA -11/7/4/2 
AV - 0 

FAT - 6/4 


Weapon Hit DAM 


Bite -/11/-/- 1 


The yardi is a small, grey-furred mammal found in the jungle- 
lands of the south. They look like fuzzy hairballs, but have four 
short limbs and a prehensile tail, all suitable for gripping and 
climbing. The yardi are curious and friendly creatures favoured 
by many of the mortal races as pets. They omit a soft purring 
when stroked which relaxes and soothes, and makes the yardi 
especially popular amongst human and Chinte’ children. The only 
problem with this loveable creature is that they breed litters of 
up to two dozen and can cause much damage to crops in the 
wild. 
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The giant blackened buildings of Rol-Katel pierced the swamp skyline ike huge tombstones. Three miles away, the 
Shevin could already smell the acrid smoke of Engine Isle. Black, clouds of pollution belched from the swamp-town, 
blotting out the Gathering sun as it sank behind the gei trees. 


The four figures trudged wearily along the raised gravel road, past the outlying paddy fields which lay shrouded in the 
early evening mist. The Ha’esh workers had already retired for the day, back,to their cuari homes which sat amongst the 
nearby gei trees. Already the swamps were coming alive with the sounds of the night. Even this near to civilisation, the 
Gevurian swamps were a dangerous place to be after dark, With their destination now in sight, the Clondis picked up 
the pace. 


* * * 


The mist still clung to the cobbles when the Shevin left the Sauctor's Temptation early the following morning. Palmer 
had not slept well at all. He had a nagging feeling about returning the armsman’s gem to Yassh. Tymon had assured him 
that this was because the Clondis were already three days late with the delivery and that Chinte’ were notoriously 
impatient. Palmer was not so sure. 


‘T still think that this is a breach of trust’, Tymon argued as the group passed through the well guarded gates of Centre. 
‘We were to find and return the two gems and nothing else. I don’t think that Yassh would be too happy if he knew 
that we were even thinking about your insane scheme’. 


Palmer flashed a smile that was becoming all too familiar to the scientist. ‘Hey, trust me. We're dealing with a Chinte’ 
trader here. There’s been something about this gem that’s been annoying me since Ganna and Karrath retrieved it’. 


‘Very well, I'l agree to that, but returning to the Geographical society seems foolish’. 


‘Your PGR won't crack,a fine piece like this, and the Morgan Library has the finest readers in the Province. It seems 
perfectly logical to me’. Palmer picked up the pace, leaving Tymon looking at the others and shaking his head. 


‘Shandane, you’re impossible’. 
The clerk eyed the four individuals suspiciously, read the scientist's credentials again and returned to the front desk, 


‘All seems to be in order, Mister Harral. May I enquire as to how long that you and your..,colleagues will be utilising 
the Morgan Library ?’. 


‘Oh, the rest of the morning should suffice’. Tymon threw his most winning smile to the clerk who was already passing 
a folded note into the Carsen tube behind him. The wooden container slid silently up through the long glass tube and 
into the ceiling. Moments later'a smart Ha’esh servant entered the main marble hall and ushered the party towards the 
main stairwell. 


The sombre luxury of the Morgan Library stretched out in front of the Shevin, plush thick pile carpets dampening all 
sound within the wooden panelled room, Eight large booths ran along one wall, each containing one of the most modern 
gem readers in Gevuria. 


Karrath removed the green crystal from its chamois wrappings. ‘I am best suited for this task, I will try to be quick’. He 
swept off towards the nearest empty booth, his fully Phased features tight with determination. Like many of the main 
Society buildings in Geouria, black, panelled Talandar Disrupters surrounded the library, preventing a Kyromancer 
from walking in Fade within the straeture. 


Karrath flipped the eyepiece of the reader into place and squinted as the kaleidoscopic flashing lights filled the booth. 
Images swarmed into the Kyromancer’s mind. The gem became reality. 


* * * 


Tymon glanced at his chronometer and sighed. Ganna sat cleaning her Chantin-Wa, whilst Palmer idly flicked through 
a recent copy of the Gazette. Karrath had been in that damned booth for over two hours now without so much as a 
peep. If one more Society man passed by and looked suspiciously at Ganna he was going to scream. 


The door of the booth opened and the Kyromancer emerged, carrying the gem. Tymon fad to double check, Karrath’s 
face. Was that really a sight smile on his gaunt features? 


‘T believe I have found what we were looking for’, the Formweaver announced cryptically... 


The Societies of Gevuria 


The centre of political, social and cultural Gevuria are the Karro 
societies that were imported from the continent of Lathmir over 
90 years ago. These great organisations are the crux of the ex- 
panding Gevurian empire and are constantly at odds with one 
another in the race for domination. In the past, the Karro of Lath- 
mir were dominated by the Church of Sanctology, and the other 
societies were mere gentleman’s clubs. With the exploration of 
the land of Agasha the balance of power has swung away from 
the Church and towards these newer institutions. 


The Societies now control all of civilised Gevuria. These power 
blocks loom over every swamp town and port in the realm, and 
continue to build on their recent success. Now, most important 
Karro on the continent belong to at least one of the modern Soci- 
eties. 


Each Society has it’s own individual codes and laws, undertaken 
with the usual Karro panache for detail. Dress, speech patterns, 
quirks and habits all stem from your Society affiliation. The ‘Cul- 
tural lore- Gevuria’ skill will allow the observant AC to identify 
any affiliation to one of the great Societies. 


The Chronological Society 

“The study of Agashan language and cultures, teaches us not 
only about our neighbours but, more importantly, about 
ourselves.” 


Soloman Trandhu, MCS., 
Lecturer at the School of Lore, Vespin. 


This is the most recent of Gevurian societies and was formed in 
Geva in 1522 by a group of Ja’Hansh scholars and Fellows of the 
Geographical Society. It is perhaps the only Gevurian Society to 
take an interest in the other races and cultures of Agasha. Mem- 
bers of this Society often become diplomats in the Gevurian em- 
bassies in foreign realms for they are well versed in the ways of 
the other peoples of the continent. The Chronological Society is 
responsible for piecing together the history of Agasha, at least 


from the Karro’s point of view. 


Every historian wears a simple dark hooded robe beneath this 
colourful exterior of fetishes, beads, and other cultural markings. 
This garment represents the Society’s radical view that every in- 
dividual, regardless of race, sex, colour or creed, is equal and 
should be treated as such. 


Members of this society are strange fellows, often preferring the 
dress codes and mannerisms of a far off Agashan realm. The 
effects of such a cultural clash are often colourful and bizarre, 
and do not add to the Society’s prestige amongst it’s peers. 


This Society freely accepts other races into its ranks and has thus 
received much abuse from other Karro political bodies. The Karro 
still distrust all other cultures, and see all other realms as inferior 
to their own. It is this prejudice which keeps the Chronological 
Society as a lesser power in Gevuria. 


There are four main departments in the Chronological Society :- 


f 


Dept. Of Linguistics - This department specialises in 
the various languages found across Agasha, including the 
dead languages of the Ancients, which often take the form 
of hieroglyphics and symbols found on ruins across the 
land. An elite group of scholars from this department are 
secretly trying to work out the particular symbols which 
give the Church the powers of Essa tracing. Many mem- 
bers of this department work as translators in each of the 
other realms. 


Dept. Of Exploration & Archaeology - This small de- 
partment attempts to follow in the footsteps of the Geo- 
graphical Society, but cannot compete with the huge re- 
sources of that noble institution. There are many non- 
Karro in this department, and they are very useful when 
dealing with expeditions to their home realms. By em- 
ploying native guides, and listening to the elders in each 
area, the explorers pick up much information which the 
Geographical Society misses. This advantage has allowed 
the department to find hidden ruins before their rivals. 


Dept. of Anthropology - This department deals with the 
collected historical and cultural advances made by the 
peoples of Agasha. The department’s main library in Geva 
has contacts within Ne’Hal, and these two great centres 
of knowledge are responsible for piecing together the 
known histories of the Agasha. There are thousands of 
maps, hand-written tomes, kavash and cyanna gems ly- 
ing unused within this department’s halls, and their trained 
staff work continually to index this vast collection. 


Dept. of Foreign Affairs- The foreign affairs department 
runs all the Gevurian embassies found abroad. Their mem- 
bers must be both trained linguists and versed in the local 
customs, to avoid starting a diplomatic incident. (Such as 
war). Many Chronological trainees are placed in the re- 
mote embassies and consulates in places as far away as 
the Ti-Hond Fire Ridge or the Kalath High Pass in Yaskal. 


The Chronological Society is a close-knit organisation which has 
done away with the airs and graces of Karro Society. The mezm- 
bers tend to be both practical and adaptive. They respect the other 

~ cultures of Agasha, for they understand them far more than any 
other Karro institution. 
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The Church of Sanctology 


“Brothers, the word of Sandis must be introduced to the native 
population. The blasphemous belief of the Ha’esh in so called 
‘Kyashi Spirits’ is both misguided and sinful. The mission of the 
clergy should be to re-educate these misguided souls in the ways 
of Sandis; the One True God.” 


From a Sermon by Father Shannis Pydactor 


Sanctor of Rol-Katel. 


The Church is not officially a Gevurian Society but with it’s loss 
of power, especially in relation to the Societies, many Society 
members think of it only as a political force. Although it has 
been included with the Societies it should be remembered that to 
believers and followers of the church it is much more than just a 
political power, it is a way of life. 


The Karro church is still the largest religious organisation in Ge- 
vuria, despite a major loss of power since the transition between 
Lathmir and Agasha. As more people embrace the new powers 
of science, less people worship Sandis and his followers. The 
Church’s main following has always remained within the lower 
classes of Lathmir, and now on Agasha, where the Karro are a 
prosperous nation, this class has been greatly reduced in size. 


The majority of the middle and upper classes still worship and 
pay tribute to the Church, but the Sanctologists wish for a return 
to the halcyon days of the past when the Church ruled supreme. 
With the separation between church and state and the rise in power 
of the other societies, the Church has turned to the Ha’esh 
swamplanders as a method of increasing its flock once again. 


The Church has changed dramatically over the last fifty years, 
both externally and internally. There are now three main groups 
within the Church of Sanctology :- 


£ The Originists- This is the largest order and consists of 
the ‘old guard’ of clergy from Lathmir. The Originists 
are trying to keep to the old values of the Church and still 

dress in the rich robes and trinkets of the order. The Orig- 

inists believe that the money made within the Church 


should be used to rebuild the great Sanctum cathedrals of 
the old country. The Originists have total control of the 
Sanctum Guard, with a military strength which equals 
that of the largest Gevurian Regiments. 


The Originists believe that all Chiel should come from 
one of the noble families of Lathmir, and that there is no 
place for non-Karro or women in the ranks of the Church. 
These lesser beings should continue to worship Sandis, 
but they have no right to teach the divine word. 


The Reformists- The Reformists represent the new wave 
of thinking apparent within the Church. They believe that 
the clergy should spend more of its money helping the 
flock rather than on themselves. This movement have 
stopped wearing the expensive robes of the Originists and 
now prefer simpler smocks. Despite making up nearly a 
quarter of the Sanctologists numbers, the Reformists 
power is limited and many must work in the swampland 
missions and as travellers, else they incur the wrath of 
the Originist movement. 


The Reformists have accepted women into their order. A 
female Chiel is still an unusual sight in the Sanctums of 
Gevuria, and the Originists would not recognise such a 
person as a member of the Church. Great missionaries 
such as Sister Callasha of Vespin constantly fight for their 
right to be recognised. Non-Karro are still regarded as 
unsuitable to take the vows of the Church by the Reform- 
ists. 


The Denyists- This is the most extreme of the Church’s 
orders. The Denyists believe that all pleasure is a sin and 
the Karro will pay for their decadent ways. Non-believ- 
ers are frequently butchered in the Divine name of Sandis 
by this order. Mostly the Denyists remain in their Sanc- 
tums, all of which have been strategically placed in re- 
mote areas by the Originist movement. 


The followers of Sandis worship in Sanctums; huge monasteries 
found in the towns and ports of Gevuria. Some of the Sanctums 
are designed as places of meditation and contemplation, placed 
in remote areas outside of the towns. New missions have begun 
to appear within nearby Ha’esh communities as the Church takes 
its message of divine enlightenment to other cultures. Each San- 
day, the eighth day of the week, the Sanctum doors are opened to 
allow the masses to worship with the clergy. 


There are four levels of power within the Church :- 


op Acolytes are the pupils of the School of Sanctology. They 
perform the lesser tasks within the Church between their 
studies. 


Chiel are the initiates of the Church. They are the main 
body which sees to the general running of the Sanctums 
and to the preaching of the word of Sandis. 


oe Sanctors are the priests of the Church. They hold the 
ceremonies in the Sanctums across the land and control 
the political power of the Church. 


The High Sanctor is the representative of Sandis in Ge- 
vuria. His word is holy and true, and obeyed by all fol- 
lowers of the Church. The High Sanctor resides in the 
huge cathedral-like Grand Sanctum in Treth. 
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AC Chiel are by no means common examples of the initiates of 
the Church. Most Chiel are faceless individuals who devote most 
of their time to chanting, praying and worshipping in one of the 
many Sanctums and missions scattered across Gevuria. Travel- 
ling missionaries are rare, and often seen as dangerous meddlers 
by other Chiel. 


The use of Essa tracing is a skill which is little used by the more 
conservative priests and initiates. It takes a great deal of time and 
effort to use the Essa, and most Chiel are too busy controlling 
their flock to learn this power. The Originists have a military 
wing based in Geva which is devoted to Essa skills. 


All members of the Church wear long, ankle-length, black smocks 
with a necklace of the Hacha symbol. Chiel wear a black skull 
cap, whilst Sanctors have a red belt-sash and a black mitre. The 
High Sanctor wears robes of holy white. Travelling Chiel can 
wear any practical clothing, but retain the skull cap and the Hacha 
necklace. 


The Geographical Society 

“When mixing with the natives, one should at all times behave 
with the decorum and manners befitting a member of the 
Geographical Society. Our quest is to unravel the hidden secrets 
of this land and its many forms of flora and fauna. Becoming 
involved in the affairs of the native population should be avoided. 
Any artefacts discovered in their possession should be purchased 
or otherwise acquired for study in the Society laboratories. In 
the quest for knowledge, nothing should stand in our way.” 


Notes from the Members Regulations 
The Geographical Society of Gevuria. 


This is the largest of the Gevurian Societies, with their power 
stemming back to the first explorers that sailed across the silt 
from the continent of Lathmir. The Geographical Society began 
to build the capital city of Treth in the year 1492, when the first 
Karro arrived on Agasha. This Society was one of the smallest 
on Lathmir and was seen as a club for cranks and wanderers, but 
it was the explorers of the Geographical Society that first sighted 
Agasha and mounted expeditions into the swamplands. 


The Geographical Society has more members than any other po- 
litical body, and has always been at the forefront of exploring 
and ruling Gevuria. The internal rivalry between departments 
has weakened the Society’s political position and has allowed 
the lesser institutions to gain positions within the Province coun- 
cils. The capital of Treth and the swamptown of Vespin are the 
two locations most influenced by Geographical Fellows. 


Vespin is now the home of the Geographical Society and boasts 
the finest modern buildings outside of Treth. This town is run on 
profits made by the society through trade. Many lesser merchants 
rely on this Society’s fleet of merchant ships which sail from 
Charra to Treth and beyond. Geographical merchants also sup- 
ply the vast amount of construction materials required to build 
the still expanding capital. 


The Geographical Society codes of dress and manner originate 
from the Lathmirian nobility, and no other Society is quite so 
refined in their tastes. A Geographical Fellow is expected to be 
well presented and polite at all times and in all situations. A poor 
image reflects badly on the Society. 


There are four departments in the Geographical Society and all 
have an intense rivalry with each other. Each department has 
grown in size to cover all their rivals’ areas of knowledge. If a 
new archaeological site is discovered there is usually a race be- 
tween departments to claim the site as its own. Many underhand 
techniques have been used to make these claims appear legiti- 
mate. The four departments are :- 


fp Botany - This department is the smallest and most spe- 
cialised of the four. It has particularly close ties to the 
herb-farm at Ronth where a large research station is situ- 
ated. 


os Exploration - This is the department most responsible 
for the larger expeditions mounted by the Society as a 
whole. Much of the equipment developed by the Institute 
of New Science receives its first practical tests at the hands 
of the Exploration Dept. 


Pp Geography - This is the department of the true scholars 
of the Society and is responsible for most of the income 
via the department’s merchant navy. Most of the Soci- 
ety’s politicians can be found in the Vespin offices of this 
department. 


$ Zoology - This department specialises in both the wild 
creatures and the sentient races to be found on Agasha. 
An impressive anthropology department and museum are 
located in Geva, where many hundreds of rare specimens, 
both dead and alive, are kept for study. 


The Institute of Law 


“The four essential elements of modern criminal detection are 
observation, persuasion, forensic study and interrogation. If the 
methods developed for each of these steps are precisely followed, 
then an arrest for over three quarters of crimes may be achieved. 
As scientific methods are improved we can expect this rate to 
improve.” 


Academic lecture by Magistrate Yare Kilark, 
The Institute of Law, Treth. 


This Society is responsible for the laws of Gevuria and their en- 
forcement via the Streetmen. Many of its members are faceless 
bureaucrats who walk the corridors of the Society buildings in 
Treth and Geva. The Institute controls the legal running of the 
land, although it may not actually pass new laws without the 
backing of both of the Government Chambers. 


The streetmen of the Institute of Law are the law enforcers of 
Gevuria. They police the streets of the cities, towns and even 
some larger cuari villages. They have many powers to enforce 
the laws of the New World; the right to take people in for ques- 
tioning, the right to arrest people on suspicion, and the right to 
use suitable force in the carrying out of these powers. Most towns 
will have several streetman stations, each having jurisdiction over 
their own area, although some of the larger towns may have as 
many as a dozen stations to provide adequate policing over their 
larger populace. 


The higher ranking members of the streetmen are known as de- 
tectives. They are the officers who bring control to the ranks and 
organise the running of the stations. Detectives may also be called 
upon to forsake the dark grey leather helm and longcoat of the 
streetmen to perform important undercover work. 


A Governor of Public Affairs is placed in control of all law en- 
forcement within each town. The Governor deals with the com- 
plex political issues of public law and order, and ensures the 
smooth running of Gevuria’s legal system. 


There are a number of Magistrates under the Governor of Public 
Affairs, who deal with the actual sentencing and punishing of 
law breakers. These Magistrates have the final authority in the 
running of each streetman station. When a person is arrested for 
a crime, he is taken to the station to await the Magistrate. When 
the case is brought before the Magistrate, all witnesses are heard, 
and evidence is presented immediately. The Magistrate will then 
decide whether the person is guilty or innocent and, if guilty, 
will pronounce sentence. 


The most common sentence is a fine, or a short term in the sta- 
tion’s cells if the fine cannot be paid. Public whippings are com- 
mon for more serious crimes such as theft, whilst the death pen- 
alty will be passed for murder, treason and other grave offences. 
It is common for the Magistrate to be the highest power in the 
Ha’esh cuari that are close to the swamptowns. The Governor of 
Public Affairs deals with matters in the Province and is usually 
too busy to deal with items of lesser importance. The landowner 
or lord who runs the plantation is often the Magistrate for that 
area of the swampland and controls the Ha’esh cuari of the re- 
gion. 


The Governor, as well as chairing the town council of Society 
members, is in charge of crimes committed by, or on behalf of, 


the Societies themselves. Because of the seriousness of the crimes, 
and the importance of the people tried, justice is slower in these 
courts. The advantage is that people are given the chance to de- 
fend themselves, and may even hire court advisors to help. There 
are a vast amount of court advisors and prosecuting investigators 
who gather and prepare all evidence for such trials. 


The Academy of Martial Studies 

“,..S0 there we were, Ha’esh scum advancing all along our front 
line and the river blocking any withdrawal. I told the men we 
would hold the line and issued orders to the sergeants that any of 
the men who did not should be the first to fall. Casualties were 
high but we held the signal tower. No Therazzha savage was 
going to prevent me from getting a Regimental mention and 
dinner with the General...” 


Conversation overheard in the Grand Foyer, 


Academy of Martial Studies, Treth. 


The Academy of Martial Studies trains the officers who lead the 
eighteen Regiments of the Gevurian army. These men and women 
may be fiercely loyal to their individual Regiments, but they also 
remain members of this upper class society. 


This Society has fewer members than most of the others, but the 
Academy has a great deal of politicai ciout as it retains control of 
the armed forces. The Academy is always careful to give full 
publicity to any battles that the Regiments are involved in to 
ensure that the populace does not forget the need for a protective 
military force. 


Members of this Society are not only taught combat and military 
strategy, they are also encouraged to have an interest in politics. 
In fact, the higher commissioned officers are as much politicians 
as they are military leaders. They have realised that with the loss 
of political power comes the loss of effective tactical control of 
their forces. 


254 


The Academy is situated in Treth; the fact that the Academy chose 
the political capital of Gevuria to house their headquarters is no 
coincidence. This huge building is amongst the largest, and old- 
est, in Gevuria, and can easily house two thousand troops over 
and above the training areas and drill halls occupied by the 500 
permanent trainees. It is not just military staff who work in the 
building, there is also the huge clerical staff that takes care of the 
smooth running of the Academy, as well as the logistics of feed- 
ing and supporting the eighteen Gevurian regiments. 


The Academy does not have Fellows and Masters like the other 
Societies, instead it has a complex structure of officer titles. Rank 
within the Academy will rise as a member’s KAI increases. If 
the KAI of a character in the Academy rises to the minimum 
KAI of a new rank then he will be promoted. A list of the main 
ranks in order is given below in table 1. 


The three titles of Marshal are historical titles imported from 
Lathmir. They exist only in times of war, when the highest rank- 
ing Regimental Generals (those with the highest KAI) are tem- 
porarily promoted. This dramatic step has not yet occurred on 
Agasha, for the Karro Regiments have not yet met such a severe 
challenge to warrant these promotions. 


Table 1. Martial Ranks. 


Min KAI Men in Command 
12, Section 

36, Platoon 

108, Company 
324, Battalion 
972, Regiment 

3 Regiments 

6 Regiments 

All Regiments 


Rank 
Lieutenant 
Captain 
Major 


Colonel 

General 
Attendant-Marshal 
Marshal 
Marshal-in-Chief 


Outwith the Academy itself, but within each Regiment, there are 
Non-commissioned officers. Within each ‘Squad’ of four men 
one will be a Corporal or a Sergeant, and for each three of these 
groups, making up a Section, there is a Lieutenant who in turn 
will answer to the officer in charge of a ‘Platoon’ of three sec- 
tions. NCOs may be promoted to members of the Academy, but 
this career path is often slow and difficult to achieve. 


The Gevurian regiments are small, highly trained units that fol- 
low a strict code of conduct at all times. They believe that the 
path to military success lies through careful planning and a high 
degree of skill as opposed to sheer force of. aumbers. Individual 
honour in battle is an ancient Lathmirian i ion, that has sur- 
vived to the present day within every Regim t nf, and i is the main 
reason why the Gevurian army remains s a goal yet highly 
trained, force. 


The Institute of Medicine 


“Father, at the moment I am concerned with saving the patient's 
mortal body, not his eternal soul. I am sure the Church would 
appreciate a live convert rather than a dead one.” 


Doctor Anders Holte to an interfering Chiel in the wake 
of a sleth stampede in the outer Sha-Bro province. 


This Society i is the least politically active of the Gevniant insti- 
tutions, and the Institute of Medicine usually only uses it’s po- 
litical clout in matters of practical concern to its members. It is 
true that some members are interested in politics and because the 
Institute has control of the registry of all practising doctors, it 
does have some political power. All members of the Institute are 
expected to work in the Healing Halls of their Province for a few 
weeks of every year. The main office at Treth produces a rota 
which lists the names and times of duty of all members across 
Gevuria. 


Any doctor wishing to practice his lore, on a professional basis, 
in Gevuria, must register with the Institute of Medicine’s main 
office in Treth. This is done by receiving training from any of 
the Institute’s centres, or proving to them that you already have 
enough knowledge. They will then inform the head office who 
will send the new member a copy of their licence of registration. 
All Doctors receive the initials DM (Doctor of Medicine) upon 
joining. Associates are also known as DM. 


The art of medicine is a noble profession amongst the Karro, and 
one which carries a great deal of social clout across Gevuria. 
Doctors are expected to act with almost as much decorum as 
their peers of the Geographical Society. All doctors traditionally 
wear a black longcoat and tall-hat to denote their profession, and 
these trappings have long since become synonimous with the 
Institute of Medicine across Gevuria. 


The main centre for the practical study of medicine and the use 
of herbs within the Institute is the herb farm at Ronth. This small 
village in the swamps has the largest herb farm in Gevuria and it 
is considered a great mark of respect within the society to be 
asked to work there. 
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The Institute of New Science 

“If one considers the contribution made by the departmental Corn 
Boats to the economy and fabric of Gevurian Society, the 
occasional loss of life due to a boiler explosion is made more 
acceptable. We strive for perfection but ours is a new science and 
there will always be unfortunate teething problems.” 


Norson Rulmock MINS., 
Head of Engineering, 
Institute of New Science, Rol Katel. 


The Institute of New Science is unique to Agasha. Unlike most 
of the other Societies of Gevuria it was formed after the Karro 
came from Lathmir, their home continent. Because of its young 
age, and the new ideas and inventions it is putting forward, many 
members of the other Societies see this institute as a threat to 
their stable culture. This feeling is especially prevalent through- 
out the Church. 


The New Scientists are seen as a group of troublesome revolu- 
tionaries, upstarts and anarchists amongst the Karro aristocracy; 
an image that is furthered by the scientist’s policy of accepting 


applications into their ranks purely on merit, with no considera- 
tion of social class or race. 


There are several departments within this Society, covering many 
technical and modern aspects of science, from Physical Science 
to Mathematics. Unlike most of the other Societies, the different 
departments work very well together, sharing both knowledge 
and mutual respect. This is the main reason for the Instistute of 
New Science having the fastest rate of growth of any Gevurian 
society. The two largest groups within the institute are :- 


p Engineering - This is the group that builds and runs the 
cornboats of the society. Although the cornboats were 
initially developed by many different departments, this 
group was formed to further the concept and it now con- 
trols and runs the many cornboats used across the water- 
ways of Gevuria and beyond. This department also builds 
and cares for the clocktowers that now exist in every Ge- 
vurian town. 


os Signaleers - The Signaleers run the Gevurian communi- 
cation service, and their signal towers can now be found 
dotted between every major town and city in the realm. 
The Signaleers are a strict and close-knit organisation, 
priding themselves in the tight running of their commu- 
nication network. Even the most remote towers are con- 
trolled with military precision. 


The Signaleers also run a postal service in every Karro 
town that has become a communication system in its own 
right, delivering important messages across every district. 
The Signaleers have been responsible for bringing a great 
deal of wealth into the Institute of New Science, thus 
making it one of the wealthiest of the Gevurian institu- 
tions. 


Characters from the Academy of Science can gain temporary 
use of items from the Institute, providing they can justify the use 
of such equipment. Items such as rockpipes and cornboats can 
be loaned if the following procedure is followed. 


The character must apply for acquisition of the item from the 
appropriate department. He requires two fellow members of the 
local Institute to vouch for him. A form is filled in stating the 
equipment required, the intended use of the equipment and the 
length of time which he intents to keep the item. 


Every branch of the Institute has varying policies on equipment 
acquisition, and it is often down to luck whether the character 
will receive loan of the equipment. If the items are loaned to the 
player, it should be remembered that the good name of the char- 
acter and his two sponsors depends on the safe return of the equip- 
ment. Damage to the item can lose the player friends, HPs, repu- 
tation and money. 


Sometimes, AC scientists will be asked to field-test a new item 
or piece of equipment, and must produce a report after a set pe- 
riod of time for their superiors. This equipment will often be on 
the cutting edge of technology, such as more powerfull rock- 
pipes, faster cornboats or even new and previously unheard of 
developements. However, this also means that the equipment may 
be unreliable, or even dangerous, as the character can find him- 
self field testing new items for the first time. 
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The Institute of Kyromancy 


“Brothers, we dance the fine line between science and art, and 
meld the two so that we may advance in our understanding of 
the world. Hail to the wonders of technology and the powers of 
Sa!” 


Grand Kyro-magus Sentis Ro, 
Inner Circle of The Black Spires, Jevin. 


The Institute of Kyromancy teaches its members how to deal 
with the crippling effects of Dyce Syndrome and how to utilise 
technological devices to manipulate Sa-energy. It jealously guards 
its knowledge, and only members of this Institute may legally 
practice Formweaving in Gevuria. The only exception to this 
rule are the Witch-hunters. These individuals are the Church’s 
secret police who all suffer from Dyce Syndrome and are trained 
in the arts of Kyromancy. 


All members of the Institute must carry legal registration, the 
Tabla Rasa, at all times to prove that they have been accepted as 
legal Kyromancers by the Church. The Witch-hunters are trained 
by the Institute for the Church and are empowered to hunt down 
and destroy (in the name of Sandis, the one true God) all 
unsanctioned practitioners of Formweaving. If caught without 
their moon-metal badge registration, a Kyromancer had better 
be able to prove very quickly that he is a legal member of the 
Institute of Kyromancy. 


The Kyromancers see themselves as being above the petty poli- 
tics of Gevurian society, and, even though their power could give 
them much clout within the political arena, they generally stay 
out of it. The location of their headquarters in Jevin reflects this, 
as Jevin is a minor port town, at least as far as politics goes. 


The Institute’s buildings in Jevin, the Kyros Instructus, domi- 
nate the skyline and are by far the largest structures in the town. 
There are enough rooms to comfortably house the entire mem- 
bership of the Society, as well as the huge secured training areas. 
Many of the buildings are surrounded by Talandar Disrupters 
which allow the Kyromancers to remain Phased whilst they work. 


The Institute’s library collection is also situated in these build- 
ings and is the largest collection of Sa-texts on Agasha. Many of 
these tomes were imported from Lathmir. They lie alongside vast 
amounts of ancient texts of unknown origin and power. Half of 


these works have now been catalogued, but hundreds of tomes 
and crystals lie in the darkest corners of the giant library, remain- 
ing unread for many decades. 


The Kyromancers hold an unusual place amongst the societies 
of Gevuria. They command both fear and respect amongst the 
other institutions, yet they remain aloof from the rest of the New 
World. Many of the Kyromancers live a reclusive life of study, 
practise and contemplation within the spires of the Kyros In- 
structus and never learn how to deal with the general public. Those 
that travel further afield are shunned and feared by all, and have 
the power to reign through fear. Kyromancers are still a rare sight 
outside of Jevin. They carry an aura of menace and power which 
few mortals in Gevuria can match. For this they are hated. 


This position is most true for the members of the Church of Sanc- 
tology. By their beliefs any ‘miracles’ or acts of Sa-manipula- 
tion must come from Sandis and his true followers, which the 
Kyromancers are not. All Witch-hunters are former members of 
the Institute of Kyromancy and are trained in their arts, so the 
Church puts up with their Society and provides them with the 
Tabla Rasa so that they may practice Formweaving in Gevuria. 


The Political System 


The Karro of Lathmir were very much controlled by the Church 
of Sanctology, and separation of Church and state had not oc- 
curred. The Karro explorers who have settled in Gevuria shocked 
the homeland by abolishing many of the powers of the Church 
and forming a new political system for the New World. The Karro 
of Gevuria believe in the rights of the citizen, at least on paper. 
They have formed a New Republic which is run by a confed- 
eracy of the Gevurian Societies and Institutes. 


All of these societies are said to have equal power, but life is 
never that fair. Most Gevurian towns usually have one Society 
which is politically stronger than the others, and which controls 
the Province. The old guard of the Geographical Society and the 
Originist section of the Church of Sanctology currently hold the 
balance of power, with the lesser societies being mere satellites 
around these mighty organisations. Both these behemoths fear 
for their future, as bright young stars like the Institute of New 
Science and the Chronological Society begin to gain momen- 
tum. 
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The Politics of Race 


The Karro remain a proud nation with a high self esteem. This 
characteristic has lead to racism and bigotry towards other races, 
and the Ha’esh and other mortals remain second class citizens 
within the borders of Gevuria. Behind the facade of equality and 
citizenship, Gevuria is still run by the old families of Lathmir. 
The councils and chambers of the towns still contain many of the 
names of Karro nobility. 


Even in the new institutions such as the New Scientists or the 
Chronological Society, membership for other races is still rare, 
with only highly esteemed individuals from the other realms gain- 
ing entry. The Karro fear the quiet Ha’esh people with their strange 
eyes and ancient powers, and any Ha’esh entering the upper class 
areas of town would still be stopped and questioned by street- 
men. Gevuria is slowly accepting the other races, but the move- 
ment for equality has only recently begun. The Karro are slow to 
change their Lathmirian prejudices and ways, and the non-Karro 
characters in the game may have to face the bigotry and hatred 
that lurks in Gevuria. 


The Balance of Power 


The eight Provinces of Gevuria are all separate entities with their 
own laws, regulations and military Regiments. The civilised life 
and high prices of Treth Province are very different to the Sha- 
Bro frontier or the plantations of the Katel Province. Each Prov- 
ince has its own council, and the political outlooks of the areas 
vary depending on the powers of the local Societies. The current 
situation is discussed below. 


fp Treth Province - The trade centre of Treth is the richest 
Province, and has a fine network of gravel roads and sig- 
nal-towers linking the small Karro towns of the area to 
the capital. Treth is home to the richest and most power- 
ful Karro families and retains many Lathmirian traditions, 
despite a great many foreigners within the port. Power 
lies between the rich Geographical Society and the High 
Sanctor of the Church. 


oa Geva Province - The home of the arts and the second 
richest Province, Geva has a very mixed council, with 
the Chronological Society and the School of the Arts both 
having a say in its running. Geva is thoroughly civilised, 
and its inhabitants are considered very ‘uppity’ by the 
other Provinces. 


fp Katel Province - Untamed swampland still covers much 
of the inner trade capital, and Rol-Katel has a very cos- 
mopolitan feel to it. The council contains a Chinte’ rep- 
resentative, and several Ha’esh, much to the disgust of 
the more civilised lords. The Institute of New Science is 
the most powerful Society in Katel. 


p Ronth Province - This is the smallest Province, and has 
a limited communication and road network, and a small 
population. The Institute of Medicine control over half 
the council seats in Ronth and are the only real power 
within the province. 


op Jevin Province - This eastern border Province consists 
of little swampland and fewer people. The province in- 
cludes the foothills and southern peaks of the Black Ash 
mountains, as well as the rugged coast which runs into 


Sea 
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Khos-Tavar. The town of Jevin is controlled by the Insti- 
tute of Kyromancy but they only take a passing interest 
in politics. The other half of the council is run by an as- 
sortment of Karro trading families. 


Vespin Province - Vespin is the westernmost Province 
and the starting location for many of the huge geographi- 
cal expeditions into the surrounding area. The many plan- 
tations and worm-farms are controlled by the council; run 
almost exclusively by the Geographical Society. Prices 
are surprisingly high for this frontier Province. 


Charra Province - The northern trading borders of Ge- 
vuria run into the dry windswept plains of Vhastor, and 
are controlled by a council of non-humans, Karro trad- 
ers, and Ha’esh. The other councils look down on this 
rag-tag collection of so-called politicians. 


Sha-Bro Province - This remote eastern land is still un- 
explored to a large extent, and is controlled by a Church 
of Sanctology council from the mission town of Sha-bro. 
There are two witch-hunters on the council, as well as 
several Reformists, despite the protests of the Originists 
of Treth. 


The High Chamber of Lords 


This chamber is situated in Treth and contains the most powerful 
people in Gevuria. These lords are the family heads of old Lath- 
mir and the highest ranking members of the Institutes and Soci- 
eties. They meet regularly to discuss and debate the current poli- 
cies of the country in their great parliamentary buildings in the 
capital and have the final say in any policy passed through from 
the Chamber of Gentlemen. 


In all major policies, each member of the High Chamber receives 
one vote and a majority of at least 10 votes is required to pass a 
new law. There are 200 seats in the High Chamber, split between 
all Gevurian towns. 


The Chamber of Gentlemen 


This chamber is situated in the parliamentary buildings next to 
the High Chamber and has 400 seats, each filled by a respected 
member of one of the Societies of Gevuria. The exact number of 
seats per Society varies, depending on the current power of that 
group, with the exception of the Church which always retains at 
least 80 seats. 


Like the members of the Chamber of Lords, each representative 
receives one vote. In this chamber, however, a total majority is 
needed for any policy to be passed. This means that it must re- 
ceive at least 201 votes in its favour. All policies must be passed 
by both Chambers before they are implemented. 


The Province Council 


The main town of each province is controlled by a council of 15 
seats, with power allocated depending on the strength of each 
Society located in the town. Each member of a Society gets one 
vote in the council elections, and all societies usually organise 
their members into blocks of voters. The council runs the town 
and Province, with the aid of an army of bureaucrats. 


Law and Taxes 

Each town has its own Governor, chosen by the Institute of Law. 
This individual is responsible for law within his town and con- 
trols the streetmen. The governor holds one of the seats of the 


Province council. It is the Province Council which sets the taxes 
for its Province, depending on its separate needs and improve- 
ment plans. It is, however, the job of the Institute of Law’s Pollmen 
to collect the taxes from the people of the Province. 


Each resident of the Province is taxed on the value of their pos- 
sessions, mostly their house, and it is the job of the unpopular 
and often harassed Pollmen to collect this money. The Pollmen 
are directly under the control of the Town Governor and can there- 
fore always rely on the support of and backup from the Prov- 
ince’s Streetmen, who are also under his control. These two or- 
ganisations remain strong rivals, to the extent that off-duty brawl- 
ing between the forces is not uncommon. 


The Overlords 


Much of the swampland of southern Gevuria now contains plan- 
tations and Ha’esh villages directly under the control of one of 
the Karro families. In such areas the family appoints an Overlord 
who is responsible for the protection, laws and upkeep of the 
area. Often this individual is not a noble himself, but an aspiring 
member of the middle class chosen by the family. The overlord 
has the powers of a Magistrate of the Institute of Law and holds 
much of the power in the swamplands. 


The Cuari Headmen 


All Ha’esh clan cuari villages are controlled by a headman who 
has the final say over any decision in the village. The headman is 
appointed by the Kai-cha of the cuari. The wise overlords get to 
know the local headmen as this can make the running of the area 
much easier for both Karro and Ha’esh. 


Professional Titles 


The Societies give all their members the title of ‘Fellow’ to indi- 
cate their affiliation. Examples include :- 


Kellen D’Carr, FGS : Fellow of The Geographical Society 
Jona Gunaan, FIL : Fellow of the Institute of Law. 


Those Fellows who produce outstanding work are rewarded with 
the respect of their peers in the form of the title ‘Master’; an 
honour usually received only by those with a KAI of 11 or greater 
and who have worked for their Society for many years. The few 
Society-men who produce work which has bettered the life of all 
Gevurians receive further honour by gaining a Lordship, as dis- 
cussed in the Digest. All Society titles are personal and are not 
passed on to the individual’s heir. 


The larger Societies and their abbreviations are shown on the 
table below. 


Table 2. Society Titles 


Master 

MCS 

MGS 

High Surgeon 
MIL 


Fellow 
FCS 


Society 

Chronological Society 
Geographical Society FGS 
Institute of Kyromancy Disciple 
Institute of Law FIL 
Institute of Medicine DM MM 
Institute of New Science FINS MINS 
Academy Of Martial Studies See Description 
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Digest 


The wind howled across the exposed docks of Yaka Port, lashing the rain against the four huddled figures as they 
crossed the deserted market. Even the Chinte’ F’har were taking shelter from this storm. 


The brown waters of the Katel were swollen and angry. Fast flowing currents snatched at the smaller cutters that 
strained against their moorings at the dock side. Old Town and Centre were barely visible across the torrent; a dirty, 
rain soaked haze in the distance. 


Palmer pulled his thick longcoat tighter around his shivering body and cursed the weather. Wiping the rain from his 
brow he glanced at his companions, their grim masks a reflection of his own dark thoughts. Karrath had told them of 
Yassh’s plans but no one knew just who else was involved in the scheme. Well, they were about to find out. 

The warm glow of the Zephyr streamed out into the wild wet evening and the sounds of muffled merriment could be 
heard over the wind. One way or another thig would end tonight. Throwing her soaking su’cho over one shoulder 
Ganna led the way into the Chinte den. 

A thick waft of spices, drugs and warm Rlai fit the Clondis as they entered the dim interior. Red lanterns flickered, 
casting web-like shadows through the climbing nets.which spanned from tier to tier across the room. Groups of Chinte’ 
sailors relaxed above and below the Clondis, lazily eyeing the intruders. Ganna climbed across to the booth where she 
had previously met with Yassh, and spotted his famifiar grey fur. Scanning the surrounding table, Ganna noted the 
position of three obvious bodyguards lying alert im nets above the booth. 

‘Yassh. I trust we do not disturb you’. Ganna’s voice was cold enough to cause the Chinte’ to sit up sharply. 


‘Haltu Rrahr, Ganna Talantiri. I am surprised to.see that you have brought yourr friends with you this time. Do you 
not trrust me, hmm?’ 


Ganna ignored the sarcasm and continued to stare coldly. ‘I have brought them to witness your treachery. Your actions 
have dishonoured the Cha’chee clan, Turr'aty, and the ClondtsWe seek to correct this, that is all.’ 

Grey fur ruffled at this remark, but the eyes remained tpassive, ‘You have my other gem, hmm? That is good; I was 
beginning to question the abilities of the Clondis’. Yassh paused pust long enough to let the jibe hit home. ‘I think it is 
time that I upped yourr eut in this little affam. Treble yourr initial payment’. 

‘You make the mistake of treating us lke yourself, Yassh. You have unbalanced the Chon’da Harek, You must pay’. 
Yassh uttered a slow and deep chucking growl. ‘Oh, I do not think, so Ganna. Rrather, it is you that will pay’. 


Yassh gave a sharp utterance and seven of the surrounding Chinte’ leapt quickly to their feet, rolling from nets and 
shding effortlessly and silently to the floor of the Parra, Ral, 


The Clondis were clearly ready for this course of action. Metal flashed from scabbards and scarlet energy crackled 
around the four strangers. Yassh’s guards tlosed in slowly, well aware that the pale human practised the sacred arts of 
Sa. Muscles tensed, fur rippled. The whole building was shrouded tm silence. 


Suddenly the door butst open and glass-clad Chinte’ leapt into the Parra Ral with weapons drawn. Within seconds 
every Chinte’ spectator was tying face down im revered silence, averting their eyes from the door. Another Chinte’, 
resplendent in fine robes of silk, swept into the room after the guards. She was clearly of noble blood and stood almost 
a foot taller thaw her subjects. Her features remained covered by an ornate mirrored helm. 


Upon seeing the High Chinte’ F’har, Yassh’s guards also fell to their knees and averted their eyes from the advancing 
noble. With grace and ease the High Chinte’ swung across the nets to where the humans stood. All four Clondis bowed 
low and averted their eyes from the mask, Yassh stood behind the group, trembling, 


‘My Lady Ra'harn.” Ganna addressed the noble with as much decorum as she could muster. ‘We are most honoured that 
you yourself took an interest in this affair. We...’ 

‘Enough, Ha’esh,’ Ra‘harr waved an aloof grey-furred hand. ‘When I hear of treachery within the Chi'chee family, I 
must investigate personally. Do you have the gem which contains the evidence?’ 


Karrath stepped forward, bowed once again and passed the emerald crystal to the High Chinte’. The guards passed the 
Clondis and seized Yassh and his colleagues, Ra’harr turned to the Clondis. 


‘T.thank you for bringing this matter to the attention of the Chi'chee so that we may keep this an internal affair. My 
family are in your de6t, Clondis. May Turt arr watch over you’. 


The Gevurian Journals 


In all the major towns of Gevuria the main societies work together 
to produce a printed magazine containing local news, society 
information and major national events. These journals are 
published at varying intervals depending on their popularity and 
the amount of current news. The journals are favoured by the 
rich and intellectual and are written with this audience in mind. 
The most famous of these printed papers are:- 


fp Rol-Katel Gazette. Published by the Institute of New 
Science every 4 weeks. 16 - 28 pages. 20 Cyls per issue. 
A rather factual and bland paper. 


& Vespin Times. Published by the Geographical society 
every 6 weeks. 20 - 35 pages. 32 Cyls per issue. Renowned 
for its fine maps and diagrams in every issue. 


oe Treth Chronicle. Published fortnightly by New Scien- 
tists with inclusions by all main societies. 25 - 45 pages. 
30 Cyls per issue. Most widely read journal across Gevu- 
ria. 


oa Geva Herald. Published by an anonymous benefactor 
every 4 weeks. 20 - 30 pages. 25 Cyls per issue. Known 
for its artistic flair and wry political comment. 


The following information has been gathered from excerpts from 
these, and other, journals to aid the novice Clondis in 
understanding a little more about the Karro republic and it’s 
surrounding lands. I thank the scholars and my colleagues at the 
Treth National Library for their aid in collecting these glimpses 
of Gevuria. May Sandis protect this information and those who 
seek sanctuary in the wise words contained within. 


Collan Gavadis, MCS 
Librarian of Geva 


35 Gathering, 1584. 


The Augury 

This is the holy book of Sandis and will be carried by all Chiel 
ACs. This book contains the rites of exorcism, warding and the 
Essa symbols used in tracing, but has few other powers. Most 
Karro are fervent believers and hold the book in awe. 


The Blood Scourge 


In the 1530’s this highly contagious disease wiped out much of 
the population of Gevuria, and pockets still exist today. Fully 
described in the Game Mechanics chapter, the blood-scourge 
can be used to inspire terror in ACs that have been in contact 
with this horrible disease. 


Building Style 
Ha’esh buildings are circular domes built from a mixture of 
swamp mud and scrudd paste plastered over a lattice of vines. 
Interior levels are built of gei-wood and the central room con- 
tains the hearth and living room. The interior partitions are made 
of thin wood and heavy gei-paper. Lighting takes the form of 
small paper lanterns and the floors are covered in 1 yard square 
Mhe’ta mats. Beaded curtains and sliding panels are the most 
common forms of door. fi} 
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All buildings within the cuari would be built in the same style, 
with the Re-Cha and the shrine being more ornate than the oth- 
ers. The Karro Overlord often styles his manor house in the Ha’esh 
style to fit in with the locals. 


Karro buildings are impressive stone structures, often three sto- 
reys high. Arches, domes and columns are all popular. The Karro 
enjoy experimenting with different materials and styles, and rarely 
build the mundane. 


Karro towns have.a wide range of building styles. The main So- 
ciety buildings are often breathtakingly ornate, especially in the 
city of Geva where the finest architects on Agasha are to be found. 
Chinte’ glass is commonly used in the richer buildings, with 
wooden shutters or Ha’esh style gei-paper windows gracing the 
more ordinary buildings. Most residential structures are three- 
storey tenements huddled together in narrow cobbled streets. The 
rich have fine carpets and polished wooden wall coverings, whilst 
the poorer Karro structures are dull and bare. 


Cadj Sticks 

This cheap tobacco drug is favoured by sailors and the poor. It 
produces a thick sweet smoke which acts as a relaxant. Sticks are 
sold in packs of 20, with the most popular brands being the sweet 
light cadj produced in the mountain homes of the Ryamis. This 
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particular type is often smuggled into Gevuria due to the high 
taxation imposed on its import. Smuggled cadj often contains 
burrower eggs. 


Clothing 


The Karro prefer simply styled jackets in darker colours such as 
black and grey, with white cotton shirts beneath. Most items are 
made of cotton, with silken imports from Yaskal and Ja’ Hall 
popular amongst the wealthy. Waistcoats indicate status and many 
styles and colours are available. 


The Ha’esh wear simple tunics with knee length trews and split 
toed shoes and sandals. Important individuals often wear robes 
decorated in the clan Rai. Turbans and cowls are popular for both 
rain and sun protection. Many town Ha’esh now dress in a poor 
quality imitation of Karro clothing and mix the two cultural dress 
styles. 


The primitive Ha’esh clans of north Gevuria and Vhastor have 
not yet been in close contact with the Karro, and retain their tra- 
ditional tunics and robes. These colourful people also wear 
facepaint known as junn, and shave their heads in specific pat- 
terns related to their clans. The clans are still very wary of the 
Karro and the town Ha’esh who would copy their ways. 


Cuart : {koo-aree} 

Gevurian Ha’esh live in settlements called cuari, which are usu- 
ally no larger than small villages. The Ha’esh lifestyle is con- 
stantly linked with nature, and their cuari reflect this. These vil- 


lages are a mixture of simple houses built on the swamp floor 
and tree cabins built above the green canopy of the swamp within 
the massive Gei trees which cover the land. The Ha’esh harvest 
the rich honey-sap of these trees, farming rice and silkworms in 
giant paddy fields around the village. Some of these cuari are 
built on several levels around one huge single Gei tree, whilst 
others span between these great plants via vine-bridges and lad- 
ders. 


Each cuari is owned by a separate clan with its own Rai symbol. 
The Institute of Law has recorded over a hundred separate clan 
cuari through the eight provinces of Gevuria. Each clan is an 
entirely self-sufficient fishing and silkworm farming community, 
but with continued Karro influence growing throughout Gevu- 
ria, trade between towns and the larger cuari is increasing. Ha’esh 
districts within Karro swamptowns are also known as cuari and 
are also owned by separate clans. 


The largest buildings within the cuari are usually the elders’ Re- 
Hall, the shrine to the clan Kyashi, and the Headman’s house. 


Diamond dust 


On the highest peaks of Agasha a cold white powder falls from 
the skies and lies on the ground near to the many volcanoes which 
are scattered through every mountain range. This substance con- 
tains a great quantity of Sa and takes much longer to melt than 
the snow found on Earth. Its Sa properties cause it to form strange 
twisted shapes upon the frozen slopes of the mountains which 
must be chipped into pieces if the dust is to be used. 
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Diamond dust can be added to metals and is used by the Chinte’ 
to form their hardened glass. Diamond storms are every bit as 
dangerous as the silt storms found at sea. The level of Sa found 
in areas containing diamond dust causes a great deal of mutation 
amongst the local wildlife, and creates a strange twisted land- 
scape. The Chinte’ call such areas ‘Rowandar Chu’larr’, the 
‘Mountains of Twisted Sky’. 


Drasp Tea 


Drasp tea is an expensive and rare drugged drink popular amongst 
the rich of Agasha. Only the Chi’chee family of Chinte’ F’har 
know the secret ingredients which are brewed to produce this 
sweet green liquid. There is an intricate and precise ritual which 
accompanies the drinking of the Tea and is carried out by the 
truly well bred. It is a great offence to the Chinte’ if this ritual is 
performed incorrectly. Many richer residences have separate tea 
pavilions where guests are received. These buildings are com- 
monly found in Chinte’, Ja’Hansh and human cultures. 


Duelling 


In Agasha, duelling is seen as an accepted way for people of 
equal status to settle personal disputes. In certain areas, such as 
Gevuria, it is a perfectly legal solution if the correct procedure is 
followed by both parties:- 


p The Challenge. The insulted party challenges his oppo- 
nent through a symbolic gesture. In Gevuria this gesture 
is the placing of a one Cyl rod in front of the opponent. If 
the opponent picks the rod up then the duel is accepted 
whilst failure to do so will result in a loss of honour for 
the opponent. (See the Honour chapter for the removal 
of Honour Points). 


There are several parties who are exempt from the rules 
of duelling. These include :- 


Those over the age of 60 and those under 15. 
Members of the Church of Sanctology. 
Disabled or badly injured people. 


If the person challenged is at least 5 KAI lev- 
els above the challenger he may refuse or nomi- 
nate a champion to fight for him without loss 
of face. 


These parties could still agree to the 
duel if they wished but would not 
lose honour if they refused. 


$ The Arranging. From the 
point when the challenge is 
accepted, nether party can 
speak to one another. The ar- 
rangements are made by the 
seconds chosen by each 
party. Both parties choose 
one close friend or associate 
to act as his second. These 
two individuals then agree on 

a time and location over the 

next eight days for the duel to 


take place. The choice of weapons must also be agreed. 
Normally the duel will take place in a private location 
where the parties would not be interrupted and will occur 
at dusk or dawn. In the event of either first party being 
injured before the duel, then his second must take his place 
in the duel and has to appoint a new second. 


fp The Meeting. Most duels are fought honourably, but some 
disreputable parties have been known to ambush their op- 
ponents before a duel. Occasionally the seconds must fight 
in a two on two duel, but again this is rare. Most duels are 
fought to first blood. It is the satisfaction of merely injur- 
ing the opponent that settles the dispute. Killing an oppo- 
nent in a duel can still be construed as murder in a Gevu- 
rian court and should be avoided if at all possible. 


Embassies 


All seven of the other realms of Agasha have representatives to 
be found within Gevuria. The embassies found in Treth and Geva 
allow each realm to contact the Karro and are often beds of po- 
litical intrigue between cultures. Politicians from each embassy 
often carry diplomatic immunity and it would require working 
outwith the law to gather information from within such places. 


Flatback, 


This is a gambling game involving a deck of 78 playing cards. It 
is similar to poker and has many regional and racial variants which 
only a true professional could hope to master. 


F ormweaving 


Formweaving is a term used by all Agashan races to describe the 
ability to manipulate Sa-energy for a mortal’s own uses. The Karro 
Kyromancers, the Roquan Sherraq and the Jouk Rogue Mages 
are the most renowned types of Formweaver, but others exist. 


The Gallery 


These giant arched halls can be found in the larger swamptowns 
and ports of Gevuria and beyond. They are used by the danja as 
a meeting place, a practice ground, an accepted location for du- 
elling, and a trade centre. The labyrinth of winding stone pas- 
sages, klai-dens, gambling holes, Clon Halls and Tavin houses 
make these areas within towns dangerous locations for those that 
do not know them well. 


Gei-stums : {guy-slums} 

The Gei-slums are those areas of swamptowns where the new 
stone buildings of the Karro have met with the old Ha’esh cuari 
which have been built high in the gei trees of the swamplands. 
These areas often consist of several tiered levels joined by a war- 
ren of alleys, bridges and vegetation. Thousands of Ha’esh can 
live in these areas, with the deepest, darkest neighbourhoods form- 
ing a different kind of jungle from the surrounding swamplands. 


Giirdi Rings : {gur-day} 
These fortune telling devices are used by the robed Chinte’ known 
as Sa-catchers. They consist of 27 rings made of glass and gold. 
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Gin-Ghan : {gin-gan} 

Gin-Ghan is a violent, and often bloody team game played in 
most areas across Agasha. It stems from the continent of Tell, 
where the Jouk of Tellah originated, but it is now widely ac- 
cepted as the game of the masses in all Agashan realms. Hun- 
dreds of people turn out each time their local team plays one of 
the many travelling teams that constantly tour throughout the 
swamps. The number of spectators can reach into the thousands 
when a major league game is played against a team from a rival 
town or port. 


Gin-Ghan is played on a field 50 yards by thirty yards, with a 10 
yard high pole at each end of the field which the players try to hit 
with a tjhav to score points. 


50 yards 


30 


yards 
scoring 
pole 


Each team has seven players on the field at any one time. Each 
player has a certain role and position to play on the field. The 
most common positions are - 


oo Haitos Guard - These heavily armoured defenders have 
the job of guarding the scoring poles to prevent the other 
team from scoring points. 


es Left / Right Guard - These players are also heavily ar- 
moured. They help the Haitos Guard defend the scoring 
poles but also work in midfield protecting and helping 

the attackers in their drives to score against the other team. 


& Strikers - These are the players who have the task of 
driving into the other teams defensive area to score points 
by hitting their scoring poles with the tjhav. They wear 
lighter armour than the guards but this makes them much 
faster and so they have to rely on their agility and nim- 
bleness to avoid the guards, rather than the protection of 
their armour. 


Each time a player hits the opponents scoring pole with the tjhav 
they score one point for their team. The team with the most points 
at the end of the second fifteen minute half is the winner. 


Often the teams will be playing for a purse put up either by the 
two teams, or by a sponsor if it is an important game. The winner 
takes the purse. 


The haitos spear is used by Gin-Ghan players. One end is a long 
curved pole shaped like a wooden blade which is used as a weapon 
against opposing players. Haitos spears used outside of Gin-Ghan 
have a real blade at this end instead of a wooden one, making the 
spear a very dangerous weapon.. The other end has a net which 
can be used to catch and toss the ball and it is also weighted so 
this end too can be used as a weapon. 


Hereditary Titles 


The upper classes of Gevuria contain many of the old and re- 
spected families that originally came across from Lathmir. These 
families have retained their ancient titles and still try to com- 
mand the respect enjoyed in the old country. Once a title is given, 
it is retained by the head of the family and passed down through 
generations. New titles are presented annually by the High Cham- 
ber of Lords in Treth. The Societies usually place new candi- 
dates forward at the start of the year before the High Chamber 
begins its session. All family heads receive the title of ‘Lord’ or 
‘Lady’ but there is a complex hierarchical structure to the nobil- 
ity, depending on ones family, wealth and political power. 


Hexboard 


This complex two-player game of strategy is played on a board 
of 53 hexes. Each player controls ten pieces which all have indi- 
vidual movements, and the game represents the struggle between 
Gargentihr and the Darklands. Myrdall excel at this game, but 
always want to play the white pieces. 


Khostran Roulette 


This is a complex mechanical game involving a wooden box filled 
with springs and poisonous darts. Each side has a button, which 
when pressed will fire a dart out of one side of the box. The box 
is placed against the eye when playing, ensuring certain death 
for the loser. This ‘sport’ is a popular form of duelling amongst 
the Khostran people, who believe that all forms of open combat 
are taboo. 


Klai-dens : {Rly dens} 


The klai-dens of Agasha are the most popular form of drinking 
hall and gambling den across the continent. These warm, dark 
cellars are found in every realm, and are frequently used by trav- 
ellers, gamblers, and locals. The thick sweet smell of cadj min- 
gles with the aroma of klai brandy in the dens. 


Traditionally these dens are separated into candle-lit booths to 
allow all patrons privacy whilst within the walls of the Klai-den. 
Besides drink, the halls are host to tjhav pits, hexboard tables 
and flatback rooms. Local cooking is also popular within these 
dens. Ha’esh commonly call these places Koul-halls. 


Kyashi Shrines : {Ry-ash-ee shrines} 

The cuari villages of the Ha’esh culture all follow and believe in 
the existence of Kyashi; spirits that are closely tied to the land 
and to nature. Shrines to the local Kyashi can be found across all 
of Agasha and are deemed as holy places by all Ha’esh. Each 
swamp clan has its own Kyashi, and a shrine to the spirit will be 
found near to the cuari. The Ha’esh also respect the Kyashi of 
the land and build small shrines to these spirits across the land. 
Such shrines are usually situated in a quiet location such as a 
wooded grove or a mountain valley and have markings through- 
out the area to allow strangers to easily find their way to them. 


Each shrine is a small stone building which contains an alter and 
several candles. When passing through an area, all Ha’esh stop 
at the shrines and pray to the local Kyashi for allowance to use 
the land for food and shelter. A small token of respect is often 
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left for the Kyashi, and later picked up by local ichhan. No Ha’esh 
will hunt or sleep in an area if they have not yet visited the local 
shrine and those who do should lose HP. Similarly, no Ha’esh 
will stay in a cuari before first praying in the local shrine and 
leaving an offering. 


There are many who have claimed to see the local Kyashi; the 
spirits who take care of their area of the wilderness. It is advis- 
able to leave a token of respect in any shrine passed, else the 
angered Kyashi may seek retribution against those who do not 
pay homage. There are tales of entire villages being destroyed 
after they have failed to show the appropriate respect to the local 
spirit. 


Kai-cha 

“Heed the words of the local Kai-Cha in the Ha’esh villages you 
encounter. They may not have been educated at the School of 
Lore but they know more history than you or I ever learned there. 
Their words may at times seem like riddles but they have more 
meaning than seems likely.” 


Letter to Jash Hann FGS. which he received from his 
uncle Tuldis Hann MGS., prior to his first expedition. 


All Ha’esh cuari have a holy man who is responsible for holding 
the ceremonies and talking to the Kyashi spirits on behalf of the 
entire cuari. The Kai-cha is a powerful figure within his village, 
second only to the headman. All Kai-cha are revered members 
of the Ha’esh culture, for they are ‘enlightened’ beings, blessed 
with the powers of Belief Magick. 


Libraries 

The libraries of Gevuria have the largest number of written texts 
and knowledge gems of any Agashan realm. The Karro owners 
are very careful with the knowledge they possess and although 
some of the larger towns and cities have libraries into which the 
public are allowed access, most are private collections belong- 
ing to the Karro societies and the city universities. 


Whilst it is true that most of the information in these libraries is 
in text form, from ancient, hand written tomes to modern printed 
books, it is not unusual to find large collections of Kavash gems 
containing stored knowledge, in some of the larger libraries. The 
library will have several booths containing gem readers which 
can be used by patrons at their will. Some libraries also hold 
large back stocks of the local journals and papers published by 
the town’s societies and institutes. 


People who use a library frequently with care and respect may 
be given a library card by the Society or body that owns the li- 
brary. This card will allow its owner to access the library at any 
time during its opening hours. Those without such cards will 
have to book in advance and may still be refused entry. 


Names 

Agashans usually have two names, the second being his family, 
clan or house affiliation. All the mortal races place importance 
on a persons family as a measure of each individual’s worth. It is 
a great dishonour to have no family ties and those who use no 
second name will be treated with little respect. 


Table 1. Names 
Karro First Names : 
Kallin 


Josh 


Tren 
Canath 
Hesh 


Jarris 
Tully 
Rufus 


Frehr 


Vylan 
Janna Vance 
Karro Family Names : 
Montall Geldir 
Sklarr Cofort 


Kerrik 


Barris 
Suvall 
Shandane 
Dahr 
Feld 


Yancey 
Retrath Tann 
Harper Tareo 
Ha’esh First Names : 

Kalli Jin Ghirt 
Pallo 


Gherri 


Avin 
Guri 
Milo 


Ravi 

Hadj 

Yanni Lyo 
Ha’esh Clan Names : 

Caloni Bashi Marro 
Gharra 
Gai 


Chen 


Barr 
Rakkah 
Jhin 


Hanifa 
Tanini 


Mittimo 


A sign of respect originally used by the Ha’esh which has spread 
to all of Gevuria and beyond is a prefix placed before the family 
name. There are four commonly used prefix, each having differ- 
ent meanings and they are used as an indication of respect against 
the named individual. 


Often, a persons first name is not used in the company of stran- 
gers, for he who possesses one’s name may also possess one’s 
spirit. The demon folk of the Darklands can hex those whose 
true names are known to them. Only good friends use first names 
openly, and even the nobility cannot command a peasant to re- 
veal his given name. When travelling in haunted areas, such as 
deep forests, or near running water, friends should never address 
each other by their first name, for local Kyashi are certain to 
steal it and use their powers to command him. 


Table 2. Prefix Meanings 


Notes 

used to indicate respect 
to one of higher rank 
Used towards priests, 


Prefix 
Han- 


Meaning 
honoured one 


Re- enlightened one 


Kai-cha, and the wise 
Indicates deep respect for 
the individual 

Deep insult indicating 
worthless family 


Kai- Most revered 


JanRai- non person 
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Plantations and Provinces 


The Karro have cultivated the swampland surrounding each of 
their towns and now use the land as large farms and rice planta- 
tions. Each plantation is built on raised earthen land or adjoining 
islands, often up to 20 square miles in size. The plantation is run 
by a Karro landowner, or an appointed underling, who is respon- 
sible for the land and the people on it. This Overlord has total 
power on his land and may run it as he pleases. Most local Ha’esh 
workers will have sworn blood-oaths to the Overlord and must 
obey his commands. In the past, this volatile situation has led to 
plantations being burnt to the ground by Therrazha and other 
angry Ha’esh who cannot take the tyrannical rule of their Lord 
any longer. It is a great dishonour to turn upon a Lord, but still 
the Karro push their Ha’esh workforce too far. 


All of Gevuria is separated into Provinces controlled individu- 
ally by the largest town within the area. There are eight Prov- 
inces in all, each named after the swamptown which owns the 
land. Each Province consists of the main town, plantations, Ha’esh 
cuari villages and vast miles of untamed swampland. All people 
within the Province are expected to pay an annual tribute to the 
council, but the exact amount varies between provinces. Travel- 
lers are often heard to complain about the ridiculous prices in the 
Treth Province, whilst the backwoods provinces such as Vespin 
and Ronth have totally separate systems of taxation. The spe- 
cialised members of the Institute of Law known as Pollmen col- 
lect these taxes from their own Province. 


Politics and War 


There are seven major political bodies situated on the small con- 
tinent of Agasha, each striving to increase the power which they 
hold, and this volatile situation can often spill over into conflicts 
between the different realms. At the current time, Gevuria com- 
mands the southlands and Tellah commands the north. The trad- 
ing nations of Yaskal and Ghent are fast growing in power and 
position, and may soon equal the north and south in strength. 


Khos-Tavar is losing its grip upon the eastern lands and is seen 
as a dying empire. This perhaps makes the Khostra more danger- 


ous and unpredictable than ever, as their lords are willing to do 
anything to hold on to their power. The Je’ Khan sister-clans still 
fight for supremacy in Ja’Hall but continue to hold the secret to 
horse-breeding which brings in much wealth to the land. Halla 
has recently rebelled from the north and is seen as a free state, 
but is under siege from Tellah. Only the ancient powers of Belief 
protect Halla’s northern border from invasion. 


The land is locked in stalemate at this time. No realm is powerful 
enough to invade another and still protect its own borders. The 
powers that be continue to build their strength whilst financing 
covert attacks on their rivals. The plains of Vhastor swarm with 
warbands, rogues, mercenaries and brigands all waiting for the 
peace to break. The clouds of war are gathering over Agasha and 
soon the fragile peace of the land may be shattered for one final 
time.... 


Rat symbols : {ry symbols} 

Each Ha’esh clan has its own emblem, or Rai, which is worn by 
members of the clan. The headman, Kai-cha, Channi and elders 
must be seen to wear the Rai at all times as a sign of their respon- 
sibility to the cuari. Other members of the clan often wear tat- 
toos, necklaces or other forms of their Rai to show affiliation and 
loyalty. The symbol is often inscribed around the cuari to show 
ownership and to keep evil Kyashi at bay. 


Religion 

Almost all of the Karro on Gevuria are members of the Church 
of Sanctology and attend one of the three services held on the 
eighth day of every week. This day is known as San-day. Most of 
the town Ha’esh now worship Sandis, and there are many mis- 
sions and small sanctums to be found across the southern areas 
of Gevuria bringing his word to the local cuari. 


The Ha’esh of Gevuria worship a huge pantheon of various spir- 
its known as Kyashi, with an individual spirit tied to every type 
of tree, plant and animal, and other aspects of nature such as 
weather and rivers. All swamp cuari have their own Kyashi which 
is said to protect the clan and those who stay in the village. The 
local Kai-cha is the shamanic priest who can speak with the spir- 
its and acts as a medium between man and spirit. All Ha’esh are 
very superstitious and will not voluntarily desecrate any shrine, 
grave or other spiritual sign. Those who worship Sandis see him 
as a great Kyashi who rules over the others. Those that oppose 
the work of Sandis may find themselves receiving a visit from 
the Church’s witch-hunters. 


Roads 


Much of the swamplands are stiff uncharted locations with no 
easy mode of transport through the green blanket of jungle. The 
larger Ha’esh cuari villages on the numerous islands are joined 
via a network of gravel paths and roads maintained by the local 
Overlord or town. These paths are only found in the most civi- 
lised areas of Gevuria. They join local plantations and cuari to 
the nearby Karro swamptown. Each Overlord’s province is 
marked by an arch over the bridge into his area and also occa- 
sionally by a toll house, maintained by his underlings. These 
guards are often little more than bullies and ruffians and freely 
extort money out of the local peasants. 
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Silkworms & Wormfarms 


The silkworms name is deceptive for it is most commonly found 
in the swamp-lands of Gevuria. Although found naturally living 
in the swamps, the three inch long water-borne worms are most 
commonly seen being farmed in the worm-pens of the swamp 
plantations. Although the practice of silkworm farming has been 
carried out by Ha’esh swamplanders for thousands of years, it is 
the plantation owners of the Karro that have really turned it into 
a Gevurian industry. In some of the larger plantations up to 20 
square miles can be taken up with huge worm-farms. 


Although the older ones are used for food, the main use for silk- 
worms is the fine silk they excrete as part of their natural life 
cycle. This slightly fluorescent silk ‘string’ is very tough and 
strong, and although not as fine as Yaskal silk it is still superior 
to the normal cotton found throughout the swamp lands. 


The silk is used for many things throughout Gevuria including a 
superior rope material, fishing nets, sails for inland boats and 
stitching for the leather sails of the silt-going ships. The rich use 
the silk for clothing admired across the world. Its most famous 
use amongst the Ha’esh people is, however, the fluorescent silk 
lines that mark out many of the safe routes and channels through 
most of the Gevurian swamplands. The layout of these silk mark- 
ers contain many warnings and signals which only the Ha’esh 
pathsilkers can truly understand. It is said that the best pathsilk- 
ers can always tell exactly where they are by reading the silk 
lines of the surrounding swamp. 


Social Ideals 


“I may not be your equal with a davin sir, but in a battle of wits 
I would be facing an unarmed man.” 


Jornn Bartoth, scholar, wit and raconteur 


(1561-1585) 


“In that case my man, I hope your wits are sharper than this 
davin.” 


Meridith De’Solma, scholar, wit and duellist 
(1559- ) 


In many of the cultures found across Gevuria, there are common 
traits which are respected and upheld by all those who would 
call themselves civilised. Agashans respect politeness, bravery, 
hospitality and loyalty. Family or clan affiliation is one of the 
most important aspects of life and an individual is expected to lie 
to protect his kin. 


A great obligation is owed to the parents and teachers of an indi- 
vidual; one that can only ever be partially repaid. To be cast out 
of your family, or to have no known affiliation is a great dishon- 
our and brands the individual as a ‘JanRai’ and an outcast. Such 
characters will try almost anything to be admitted or adopted 
into a clan. 


Politeness is also expected in social circles and deference should 
be shown to your superiors. Disrespect to elders is also dishon- 
ourable. Cowardice is the most despised trait, followed by greed. 
Many JanRai are those who displayed such characteristics in the 
presence of a superior. 


Both HPs and XPs should be awarded to those who follow these 
ideals and traits, for they are an important part of every Agashan’s 
life, 


The Swamplands 


Much of Gevuria is covered in the giant mangrove-like Gei trees 
which grow up to 120 yards in height and can have a diameter of 
over 40 feet. These huge, gnarled trees are covered in a thick 
blanket of moss and ivy which forms a green mantle above the 
marsh surface of the area. The swampland of Gargentihr is an 
extremely hostile environment. The flora and fauna of this lush 
land is as varied as it is deadly. The Karro swamptowns sit like 
smoking stone islands in a sea of wilderness. Few colonists dare 
to venture out of the safe plantations which surround their towns. 


The swamplands are a vast chain of small islands surrounded by 
water. In the very south the water slowly turns to the thicker silt 
found in the oceans of Gargentihr. The point where these two 
meet is a common location for gnarled coral trees and other 
strange formations surrounded by deep vegetation and thick lush 
jungle. The larger islands hold the Ha’esh villages and are often 
joined by ornate bridges built out of Gei wood. The gravel roads 
of the area join the largest villages to the nearest Karro town, but 
much of the land is still deep jungle and swampland. Most wa- 
terways are too small for any transport other than the shallow 
bottomed barges used by the Ha’esh. 


The land where the fresh water of the inland rivers meets the silt 
seas produces coral gems and the dangerous thick swamp gas 
which can incapacitate most mortals with the exception of Ha’esh. 


Swamp mansions 


There are many finely built Karro mansions to be found across 
the swamplands of Gevuria which are used by the wealthy as 
bases for their hunting expeditions into the surrounding area. With 
the outbreak of the Blood Scourge, many of these buildings have 
fallen into disrepair and are favoured haunts for smugglers, Ther- 
razha and Je’Khan huntress-bands. The hanging ivy moss and 
thick swamp mist which surrounds these houses adds an eerie 
atmosphere to the locations, fuelling rumours of evil spirits and 
monsters within the crumbling remains. 
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The Thar-Hei 


The Thar-Hei is a creature created by the Sherraq Formweavers 
of the Roquan. It is a giant Sa-mutated slug from Ghent. These 
armoured slugs are normally 1' long, but with the use of power- 
ful, ritual Formweaving the Sherraq have mutated one of the spe- 
cies to 300 times its original size. Many Roquan craftsmen and 
artisans then spent over a year burrowing and digging into its 
thick armoured shell to create cabins, passenger areas and cargo 
holds actually within its shell. They also built onto its surface to 
create more of the same. 


This creature now runs between Ghent and Yaskal, passing down 
through Vhastor and stopping in the north Gevurian town of 
Charra on its way. It is controlled and run by its Roquan Sherraq 
masters who communicate with the creature using their 
Formweaving powers. Although the Thar-Hei can only traverse 
reasonably flat plains, it can carry more than even the largest 
ship. 


At each of the major towns where it stops there are huge docking 
and feeding pits for the giant creature. Even after thirty years 
since it first appeared in Charra it still causes some panic when it 
arrives in town. The Thar-Hei arrives in Charra at the start of 
The Howling, and there is traditionally a week of trading during 
this time. Roquan merchants of the Durquin family are a com- 
mon sight in Gevuria at this time. 


Therrazha 


“The ‘Therazzha’ are not so much an uprising against the Karro 
of Gevuria as a response to the draconian purges of the Ha’esh by 
the Church and their so called ‘witch hunters’. The bloodshed 
could be halted overnight if the High Chamber of Lords had the 
courage to face the Church of Sanctology with this fact.” 


Excerpt from the column of Larak Tully in the Geva 
Herald two weeks before his arrest by Witch Hunter 
Marag Feld on charges of heresy. 


The Therrazha are those town Ha’esh who feel strongly enough 
about their treatment by the Karro to take action against their 
oppressors. The movement is strongest in the west, where the 
Ha’esh receive covert backing from the Vyarr Sister-clan of 
Je’Khan which run the port of Antrossa. Most Ha’esh are pas- 
sive individuals who believe in a cyclical destiny. They do not 


try to change the future, but move with the flow of time. The 
Therrazha are seen as an impatient band who have lost touch 
with their belief. 


The Therrazha often use the powerful Je’Khan mixture known 
as ‘Labassh’ in their attacks. Filled jars of this foul smelling tar- 
like substance can be ignited and thrown and will explode show- 
ering the area with burning glue. The Ha’esh Mujo have learnt 
how to make labassh. Details are included in the Herbs section. 


The Therrazha often wear blood red armbands to show their af- 
filiation, but only deep within Ha’esh controlled gei-slums. All 
Therrazha are criminals in the eyes of Karro law, a belief which 
has strengthened after the recent labassh bombing attacks in Treth 
and Geva. The terrorists have begun to attack political figures 
and are a growing movement within the swamptowns of the north 
and west. 


Town Ha’esh Clans 


There are many clans to be found in each Gevurian province, 
with many of the more isolated clans still relatively uncivilised 
despite the presence of the Karro. Each province contains one or 
two large clans that have been totally integrated into society and 
form the majority of town Ha’esh. These clans have grown far 
larger than any swamp clan and have lost most of their old cul- 
tural ties. Only the very oldest clan members can remember life 
before the Karro. The table below lists the most influential prov- 
ince clans. 


Table 3. Town Ha’esh Clans 

Clan 

Chen 

Rakkah 
Moun, Mittimo 


Province 
Treth 
Geva 
Katel 


Ronth Jhin, Carloni 


Vespin 


Tanini, Mila 
Hanifa 
Bashi 
Marro 


Jevin 
Charra 
Sha-Bro 


Town clans will still have a clan Re-hall, where the elders sit and 
hold council. The Kai-cha will be one with close ties to the Church 
of Sanctology and will hold services to Sandis as well as prepar- 
ing ceremonies and rituals to the local Kyashi. 


Wild Ha’esh Clans 


In the deep swamps of the north and west, where the Karro do 
not yet dominate, there are several Ha’esh clans who religiously 
protect the old ways, and who still have access to the powerful 
Belief Magick of the Ancients. These frightening clans are still 
wild and uncivilised, wear junn warpaint, and shave their heads 
into distinctive clan markings. The yellow and black skull faces 
of the Mila Gungah clan, and the green skinned mohawk-style 
hair of the Halliturana clan are the two most feared swamp peo- 
ples. 
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The Karro missionaries who ventured into these areas were seen 
as demons, and were horribly tortured and mutilated by the clans. 
These Ha’esh believe that modern technology is an evil magic, 
designed by the ‘Tall Demons’ to destroy the Ways. They are 
becoming more curious of their Karro neighbours, and have seen 
the ‘smoking islands’ of the Demons as the Karro sail up the 
rivers in cornboats. 


These Ha’esh are perhaps the only remaining link between Gar- 
gentihr’s past and present. Their cuari are all built around ruins 
of the Ancients, and the crumbling jungle tombs below the gei 
tree villages hold many undiscovered crystals and other artefacts 
from a forgotten time. 


The Narrator should use these tribes as a feared and unknown 
culture. The strange tattoos and shaved heads, unfathomable ways 
and customs, and terrifying rumours of torture and mutilation 
can be added to his campaign, along with the lure of the treas- 
ures of the Ancients deep within the jungle. 


Windbays 
In many of the major towns throughout Gevuria and Agasha there 
are large areas on the boundary of the town where the huge, float- 
ing sarakern can land. These giant beasts are ridden by the mys- 
terious Windtraders and they drift silently across the skies of 
Gargentihr. The Windbay areas have a raised dry dock upon which 
the sarakern can land, thus enabling the Windtraders to unload 
their strange and exotic goods. In many towns 
the main bazaar has grown up around these bays, 
for the Windtraders prefer to trade next to their 
sarakern and all merchants desire the unusual 
items brought by the traders. 


Although the Windtraders have been trading with 
Agashans for hundreds of years, the arrival of 
these mysterious merchants and their huge wind- 
riding Sarakern can still cause entire towns to 
come to a halt. Windtraders arrivals are rare, 
however, and even in a main town such as Treth 
more than a few visitations per year would be 
unusual. The arrival of these magnificent crea- 
tures can cause huge disruptions in the local Sa- 
winds which may last for several weeks. 
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The windbays are often dark and strange struc- 
tures filled with many mysterious travellers and 
bizarre happenings. As with all places touched 
by Sa, windbays hold many secrets. They are of- 
ten built in a strange architectural style using a 
blue stone which is both light and strong. The 
stone effects the Sa-fields nearby, causing Kyro- 
mancers to remain Phased whilst they remain 
within the buildings, in the same way as a 
Talandar Disrupter would. 


Witch-hunters 


These individuals are the secret police-force of 
the Church of Sanctology and specialise in deal- 
ing with illegal Formweaving and attacks against 
the Church. Most Witch-hunters are Kyromanc- 
ers who have left the Institute, but they continue 


to use their powers in the name of the Church. This uneasy alli- 
ance between the Church and the Institute allows both organisa- 
tions to coexist, with the Church providing all Kyromancers with 
legal registration to allow them to practise their art across Gevu- 
ria. 


The Witch-hunters are an unpredictable and dangerous force in 
Gevuria and are answerable only to the High Sanctor who re- 
sides in the Grand Sanctum in Treth. They can take anyone in for 
questioning, but any trial is conducted by Sanctors of the Church, 
thus giving the unfortunate victim a little more of a chance of 
survival. Ha’esh are especially prone to targeting by the Witch- 
hunters, who fear the Belief Magick of this ancient race. All for- 
eigners are treated with suspicion by the Witch-hunters and can 
be taken in on this basis alone. 


Witch-hunters normally work in small groups of one to three 
individuals. They use portable Talandar Disrupters, and special 
Kyroware to render rival Kyromancers useless. Often units of 
the Sanctum Guard are placed under the control of a Witch-hunter 
to add muscle. 


When on duty, each group of Witch-hunters is accompanied by 
an Official of the Church, usually a Chiel. The selection for this 
distasteful job is random and ACs of this profession may be called 
to do their duty in Sandis’ name. Almost every Witch-hunter is a 
dark, egotistical and unbalanced individual on a giant power trip. 
They are easily crossed and ACs should act with extreme cau- 
tion around such people. 
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Sa and the Planet 


Sa is the source of life, energy and creation on Gargentihr, it’s 
energy fields flow through everything upon the planet. Sa is re- 
leased from the planet centre through natural vents, such as the 
giant volcanoes found in the largest mountain ranges, and the 
huge whirlpools located out in the deep silt oceans. A small per- 
centage of this energy takes the form of Sa-crystals, Sa-plants, 
lava and salt, all of which can be found across the world. These 
items have special properties inherited from the Sa and are dis- 
cussed elsewhere. The remainder joins the swirling Sa-winds that 
cover the surface of Gargentihr. 


The Sa-winds 
“The winds we ride are the lifeblood of the land” 


Ancient Ryamis Saying 


The discharged Sa is a turbulent and often violent force that 
traverses the sky above Gargentihr’s surface. These winds of Sa 
have set routes and patterns which dictate both weather and the 
routes of the floating continents. The prediction of the Sa-wind 
patterns is a skill that is sought by many across Gargentihr for 
navigation purposes and energy use. There are two main forms 
of Sa-wind :- 


p Trade Winds- These are the strongest of the Sa-winds 
and they provide the main flows of Sa energy across the 
world. It is these mighty winds that push the continents 
across the seas of silt and carry the windtraders in their 
huge Sarakern. 


The Trade Winds shape the Dreampaths that cross Gar- 
gentihr, passing through the skies overhead. The energy- 
fields surrounding these great winds are often too power- 
ful for direct use by the Kyromancers. The largest winds 
howl and dance with energy, crossing the skies with 
pyrotechnic brilliance, and are seen by every creature upon 
Gargentihr. 


p Local Winds- The lesser winds swirl around the trade 
winds, forming complex patterns over smaller areas. The 
energy carried by these winds is weaker and provides the 
energy patterns which flow through everything on the 
planet. 


The local winds drift silently around the Trade Winds, 
unnoticed by the majority of creatures. The Sa-fields sur- 
rounding the local winds are strong enough to be used by 
the Kyromancers, whilst remaining invisible to those with 
alow DAL. 


Sa-Storms 

Throughout the year, especially during Raintime and the two 
moon-seasons, many wild storms of Sa-energy are common. The 
storms turn normal rains into multi-coloured waters alive with 
Sa-energy which, despite an awe inspiring beauty, can cause much 
damage to the surrounding area. The storms are more common 
along the trade wind routes, especially in wild and desolate ar- 
eas. Most settlements are built away from such areas to cut down 
on damage caused by these storms. 


When a Sa-storm occurs over a populated area, the inhabitants 
usually seek shelter in a building with a Sa-conductor made of 
moon-metal which passes the energy down into the earth. These 
conductors are costly and usually only found on the more expen- 
sive buildings in an area. In very large storms even these con- 
ductors will not prevent the energy from destroying the building. 
Sa is a dangerous force and should be respected as such. 


Talandar Disrupters produce a Sa-free zone which dissipates the 
energy of smaller storms. The larger Sa-storms can rip through 
the Talandar plates, causing these devices to fail. All buildings 
within the Kyros Instructus are carefully protected with addi- 
tional Sa-conductors and back up Disrupters. 


The table below should be used when the players enter a Sa- 
storm. It determines the chance of an energy bolt hitting each 
person within a Sa-storm who has no protection from the ele- 
ments and also indicates the type of damage expected from such 
an event. The Narrator should roll for each Turn that the charac- 
ters spend out in such a storm. 


Kyromancers in the Fade are still prone to the energy bolts caused 
by a Sa-storm, for the amount of Sa in the atmosphere is so great 
that an amount of energy flows from the Physical Sphere into the 
Fade. 


Each energy bolt will do 16 DAM, with an additional +4 DAM if 
metal armour is worn. Armour is useless against this attack. 


The energy bolts produced by the storms are multi-coloured and 
strike at naturally receptive targets. The stronger storms can last 
up to an hour and can cause great damage to an area, but most 
storms last less than half of this time. After the storm has passed, 
much of the energy caused by the storm can linger in the area, 
forming gems and pools of dangerous Sa-energy. Explosions, 
mutations and other unusual phenomenon are common events 
after the larger storms. 


Strike probability per Turn = 1 on D20 


Table 4. Strike Modifiers 
Situation Modifier 
Weak Sa-storm -2 
Wearing a Kyrosuit +2 
High-ground +2 


Open plains +2 


Strong Sa-storm +2 


Carrying Gems +3 


Carrying moon-metal +5 
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The Seas of Silt 


The world of Gargentihr is very different from our own and there 
are few things that highlight this difference as much as its seas 
and oceans. 


The surface of Gargentihr consists almost entirely of silt, a sedi- 
ment made up of sand and water which can drag a foolish sailor 
to his death if he does not know the correct technique for staying 
afloat. The continents of Gargentihr, including Agasha, are situ- 
ated upon this sea of sediment. They are carried along by the 
strong currents of the silt seas, and are constantly moving and 
changing their position in the world. This makes permanent trade 
routes between continents nigh impossible. Although the float- 
ing islands and continents move relatively slowly, trading part- 
ners can float out of sight in a number of decades. Only the Chinte’ 
F’har, with their cutters and navigation techniques have the skill 
and know-how to travel between distant continents. 


The craft which traverse these seas have very different hulls to 
the ones we are familiar with. Due to the thickness of the me- 
dium through which they have to sail the cutters require a very 
shallow and flat hull which does not cut through the silt but slides 
over the top of it using wide, flat blades. Even these craft, which 
are made to travel the silt-seas, are too unreliable to travel out of 
sight of land. It is only the Chinte’ F’har cutters that have the 
stability and speed to make the long, inter-continental journeys, 
and the Chinte’ guard the secrets of cutter-building very well 
indeed. 


Features of the Silt-Seas. 


These strange seas which cover the surface of Gargentihr have 
many bizarre features which can cause problems for the inexpe- 
rienced sailor. Some of the more common difficulties are de- 
scribed here. 


@ ‘ Silt Storms - These dangerous storms can blow up in 
minutes and with silt as hard as glass blowing at up to 
100 miles an hour, they can strip unprotected flesh to the 
bone in seconds. For this reason, most sailors wear full 
leather clothing complete with leather hood and face mask 
attached. Chinte’ glass goggles have become common as 
protection for the eyes against these storms. Although 
the worst storms occur out over deep silt, it is not un- 
heard of for coastal areas to suffer minor silt storms. 


A character will take a random wound with a DAM modi- 
fier of +6 for each full Round spent in the midst of one of 
these storms. Armour protects in the usual way. These 
attacks are treated as Moderate difficulty for any HEA 
Success Tests involved. Silt storms can severely damage 
unprotected ships and only the Chinte’ cutters can with- 
stand a full storm without sinking. All ships have tough 
leather sails which are not so easily damaged by the silt. 


Rock Ships - Many smaller rocks and islands which are 

p not connected to a continental shelf float across the silt- 
seas beside the great continents of Gargentihr. These ‘rock 
ships’, as they are commonly known, are carried along 
by the currents at a far faster rate than the large conti- 
nents and islands. 


It is rumoured by sea-faring Chinte’ that some of these 
rock ships have permanent water sources and are often 
inhabited by small cultures separated from their own peo- 
ple sometime in the past. The larger rock ships can be 
several miles in diameter and completely self-contained, 
but the smaller ones still have their uses. It is said that the 
underside of many rock ships are composed almost en- 
tirely of fine coral gems, the like of which are rarely seen 
inland. 


ee Salt Crust - There are areas where the silt forms a crust 
of salt that can take the weight of a person. It is very risky 
to walk on this crust because it is difficult to see where it 
is thick enough to take a persons weight. Even in very 
thick areas of crust there are cracks and fissures that a 
person might disappear through. The risks are worth tak- 
ing, for these areas can be a bountiful source of gems. 
Special giant-soled silt-skis have been designed to allow 
individuals to walk on the crust and to explore the strange 
silt-rock formations which appear in such areas. 


Salt crust also occurs when two continents drift close to 
each other. The pressure between the two land masses 
squeezes the silt into a compact surface and allows travel 
by foot between the two floating continents. The crust 
between two huge masses is thicker and safer than that 
found far out to sea. 


Adventures At Sea 


$ Siltreaving - The pirates of Jagan and Joss often raid the 
trading vessels of the other realms. The players could end 
up protecting a Chinte’ ship from the siltreavers, or may 
be involved in a raid themselves. 


The siltreavers 
of Jagan are 
feared along 
every Agashan 
coastal trade 
route 
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op Exploration - There are many islands and rock-ships out 
there which contain gems, herbs, hidden treasures and 
secret hideouts. Only the Chinte’ have mastered the seas 
of silt and all other races will handsomely pay any indi- 
viduals who would dare to explore these unknown terri- 

tories of Gargentihr. 


p Smuggling - Any goods with high import taxes can be 
smuggled into the ports along the coast of Agasha. Res- 
cuing captives from the Tellahn slavers, or aiding a great 
Clondis agent to escape from the clutches of Khos-Tavar 

can involve the players in smuggling activities. 


& Shipwrecks - The vicious silt-storms can rip a hull apart 
and leave it stranded on the thick salt crust. Only the brave 
and the foolish would attempt to walk across to such a 
wealth of plunder. 


p Creatures - Even when simply travelling between loca- 
tions, there are many diversions which make for an ad- 
venture. The mysterious inhabitants of the silt may ven- 
ture onto the ship as it passes through ‘safe’ waters. 


Vessels of Gargentihr 


Swamp Barge 
This narrow, flat bottomed water craft is most commonly used 
by the native Ha’esh for travel between the Gevurian swamp 
islands. It is most commonly recognised by the Karro as the boat 
used by Ha’esh Pathsilkers. This craft is practically useless in 
deep water because it is propelled by pushing a pole against the 
bed of the water way. 


Slap-boat 
The slap-boat is carried on board larger silt- 
going vessels to provide quick transport from 
ship to shore. Slap-boats are propelled 
through silt by means of a huge oar which 
passes through the flat bottom of the 1a 
boat. The crew pull the oar back and Se 
forth like a lever to slide the ae SS 
slap-boat across the silt. 3 


Cornboat ao ra 
The cornboats of the Institute of New Scie 


new sight around the water ways and silt bays of Gevuria. These 
round-bottomed boats are propelled by a large paddle at the rear 


of the boat which is powered by a corn-engine (see later in the 
Digest). They have large smokestacks that belch black fumes 
from the bladdercorn-oil used to heat the steam which powers 
the corn-engine’s turbines. Ships such as ‘The Agashan Queen’ 
have become a frequent sight chugging up and down the rivers 
of Gevuria. 


The Silt Cutters 


The density of the silt prevents most forms of ship from travers- 
ing the seas. A specific type of ship is found on Gargentihr which 
has been designed to glide across the silt crust. These ships are 
called ‘cutters’ and use several wide ski-like blades to skim on 
the top of the silt. Most cultures have designed their own forms 
of cutter, but these are generally primitive vessels when com- 
pared to the sleek and fast ships designed by the Chinte’ F’har. 
The Chinte’ now sell their fine ships to the other realms but keep 
the exact construction details secret. Others, including the Karro, 
have tried to design their own cutters but have not yet managed 
to build a ship that matches those of Yaskal. 


The Chinte’ are masters of the silt seas due to their finely crafted 
cutters. It has taken them several centuries to perfect the materi- 
als and the design. The Chinte’ are the only mortal race that can 
cross the vast silt oceans to reach other continents. The respected 
Chinte’ known as High Navigators are a near religious sect that 
use ancient charts, long rituals and Myrdall pointstones to calcu- 
late exactly where the other continents are. The Chinte’-built 
cutters are the only ships durable enough to withstand the rigors 
of a long journey overseas. 


River Trade Cutter 

Trade cutters are the smallest sea ships and the only ones gener- 
ally sold to the other races by the Chinte’. These single masted 
sailing vessels are the cutters most often seen in the ports of Ge- 
vuria and may be used on silt or water, for they are small enough 
to sail up most water channels, such as the River Katel. The small 
draft of these ships make them ideal for river trade. Some ships 
are converted to carry passengers in comfort on long voyages, 
although many of the cargo vessels will also take passengers. 
The smaller Chinte’ cutters are a similar size to these vessels but 
have a slightly different design which incorporates skilled tech- 
niques of woodcraft only found in Yaskal. 
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Bladed Te’farr 

These cutters are larger and faster than the trade vessels and are 
occasionally sold by Chinte’ to the other races. The Te’ farr has a 
far sharper hull and can outrun any other type of cutter. These are 
the largest vessels to be found in Gevuria and are used by the 
Governor of Jagan, although most siltreavers tend to use smaller 
ships. The Te’ farr have a main mast and a foremast, using longer 
and wider silt-blades for mobility and balance. The hull is too 
deep for use in water. 


Cha’tang Cutter 

These impressive ships are the largest of the Chinte’ built cutters 
and the only vessels properly equipped for long-distance voy- 
ages over the oceans of silt. The largest Chinte’ families only 
have a few Cha’tang cutters each and the secrets of the design 
have been handed down through many generations. Cha’tang 
vessels are rarely seen and are only used by High Chinte’ nobil- 
ity on important journeys. These cutters are sailing temples for 
the High Navigators and contain the sacred floating maps and 
ancient charts used for inter-continental travel. Each Cha’tang 
also has a beam-rod fitted to the bow. 
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Technology on Gargentihr 


The last 100 years on Gargentihr have been a great renaissance 
period in history, unequalled since before the Timestart, with the 
Karro, Khostra and the Chinte’ F’*har developing technology and 
sciences new to the world. The inhabitants of Gevuria were at 
first reluctant to use the inventions of the Institute of New Sci- 
ence but in the last 30 years this has changed, and many devices 
once thought to be blasphemous are now accepted parts of Karro 
society. Many native Ha’esh would still regard most of the fol- 
lowing items as kyashi-magick. 


The Atmosometer 

This huge mechanical and chemical globe is over 20 yards in 
circumference and takes pride of place in the main hall of the 
Geographical Headquarters in Vespin. It is a complex machine 
which can accurately predict the location of all Sa-storms within 
a 200 mile radius, via it’s spinning steam cylinders, brass spheres 
and glass chemical valves. This information can then be passed 
on by signal tower to warn other towns and stations in the vicin- 
ity of the coming storm. 


The Signaltower 
network run by 
the Signaleers 


Gevurian 
communication. 


Beam-rods 


These giant weapons put the technology of the Chinte’ Glass 
Smiths to deadly effect. They use a series of mirrors and crystals 
to harness light into a beam of lethal brilliance, which is fired out 
of the great jet-metal funnel at the front of the device. The beam- 
rods are mounted in turrets along the mighty walls of the High 
Chinte’ fortresses and can hit targets on the horizon, using the 
intricate telescopic glass scopes fitted in the turret. The power of 
these weapons is great enough to damage even the drifting 
sarakern of the Windtraders. 


To date, the beam rods have only been used outside of the Chinte’ 
realm once and this was against the Khostran pirates of Joss in 
the year 1414. Only rumours of the weapons have been heard 
since, but the Chinte’ threat keeps many would-be raiders away 
from their Yaskali mountain fortresses. 


Carsen Tubes 


In many of the larger buildings belonging to the great Institutes 
of Gevuria, there are networks of long, smooth wooden pipes 
which run between the various rooms and departments of the 
building. These tubes carry messages and mail between the dif- 
ferent sections of the building by means of air pressure created 
by a corn-engine pump. Some of the larger cornboats of the In- 
stitute of Science have recently been fitted with carsen tubes 
which have speaking tubes that can carry voice messages. 


Chinte’ Diamond-glass 

The High Chinte’ of Yaskal are a secretive race, but their inven- 
tions are renowned across the land. These people have devel- 
oped a form of glass which is as strong as metal and is produced 
in their mountain strongholds through a secret process known 
only to those Chinte’ called the Glass Smiths. The glass has a 
multitude of uses in Yaskal and can now be found outside that 
realm in small quantities, most commonly in the silt-goggles used 
by the sailors of Agasha. 


The diamond-mirrors made by the Smiths have introduced a new 
form of technology to Gargentihr which uses light as a power 
source. Intricate weapons and communication systems now em- 
ploy this technology and have placed the ambitious trading na- 
tion on a par with the New Scientists of Gevuria. 


Clockwork, 


This was one of the first inventions of the Institute of New Sci- 
ence, and it has been adopted by many of the cultures to be found 
across Agasha. Clocks are now common in the homes of the 
wealthy and in the halls of the larger clubs and taverns across 
Agasha. No other society has yet mastered the tiny intricate time- 
pieces built in Gevuria, or the mighty town clock-towers found 
in Treth, Geva and Rol-Katel. There are even rumours of a means 
of land-transport which runs on the same secret powers as the 
giant clocks, but the Academy of Science refuses to comment on 
such speculations. Clockwork is still a relatively new invention 
and the clocks of Gevuria are still prone to missing an hour here 
or there. 


Corn Engine 

This Gevurian invention was perhaps the first by the Institute of 
New Science to find a place within society as a whole. The en- 
gine is a source of mechanical energy produced by boiling water, 
and turning it into steam and expanding it. The expanding steam 
and its subsequent increased pressure allows the movement of 
turbines to produce mechanical motion. Many uses for the corn- 
engine have been found within Gevuria, with the best known 
being the Cornboats and the print engines. The engines are noisy 
and dirty mechanical monsters, requiring much maintenance and 
care to run. The name, corn engine, comes from the bladder-corns 
which are used as the engines fuel. 


Crystal-mine Stations 

The Karro colonists have built isolated structures deep within 
the swamps to mine the valuable coral which grows at locations 
where water and silt meet. These stations include deep mines 
which pass into the coral-rich rock around these areas. The crys- 
tal-mines are usually owned by one Society, and all employees 
of the station are members of that Society. The largest mines, 
such as the Kreel Harbour Station are large enough to have de- 
veloped into small, self-contained colonies. 


Dalton Locks 


These complex devices store Sa-energy and turn it into a form of 
kinetic force which will hold a door shut with the equivalent 
force of ‘Impossible +3’. (See Inanimate Resistance in the Skills 
chapter). The energy surrounds the door and passes through its 
interior, strengthening all parts of the entrance. Dalton locks are 
controlled through a small slot which is built into the wall at the 
side of the door. When the correct thin wooden slate is pushed 
into the slot, the lock is activated. The slates all have a separate 
number of small holes across their surface. Only the correct pat- 
tern will activate the door. When activated, the door will swing 
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gently open by itself. Dalton locks are difficult to pick and re- 
quire a skill roll to be made using the average of ‘Devise’ and 
‘Science’ skills at ‘Difficult’ level. It also requires the use of a 


flathead trigger. 


Field Iffuminator 


These bulky instruments were first designed over ten years ago 
by the Institute of New Science for use on board Cornboats trav- 
elling at night, but have become more portable since then. 
Through a series of clockwork and mirror technologies, Sa can 
be channelled into light energy within the Illuminator and di- 
rected in a strong beam capable of lighting a 5 foot spot over 200 
yards away. Explorers and miners have found this device invalu- 
able in their everyday use as the illuminator seemingly stores 
energy for indefinite periods. 


These devices are prone to damp, and have the annoying habit of 
draining Sa from the surrounding area. Kyromancers can have 
real problems around such devices, for the device drains pre- 
cious Sa Points from these characters’ Pools. 


Floating Maps 

The Chinte’ High Navigators use these sacred items to aid them 
in their travel between continents. The map consists of several 
ancient moulded models which float in a sealed glass orb con- 
taining a Sa-field. Each model is a perfect representation of one 
of the continents of Gargentihr and all slowly move to show their 
current locations. These maps, coupled with a fine collection of 
Myrdall pointstones allow the Navigators to cross the silt-seas. 


Kyroware 

These pieces of equipment mix mechanical and electrical tech- 
nology with the Sa-energy that surrounds the land. It is the use of 
crystals placed within these devices that allows the Kyromanc- 
ers to wield the energies of Gargentihr for their own use. Such 
equipment provides the Institute of Kyromancy with its power, 
so their secrets are jealously guarded. Many Kyromancers cus- 
tomise and add to existing Kyroware to increase their powers. 


The Mechin 


The mechin are rare examples of the Khostran ability to produce 
fine pieces of technology, albeit with a dark twist. These crea- 
tions usually take the appearance of black featureless manne- 
quins with a similar build to that of 
a Khostra. They are entirely 
mechanical and vary in 
size from a few inches 

to over seven feet. 
They can per- 
form many ba- 


sic motions and actions and 
are usually seen as court toys and 
amusements. The more advanced 
mechin have the ability to move freely 
and have very advanced senses, which may 
be enhanced through Sa-manipulation. These 
items perform many tasks including assassination and guard duty 
but are far rarer than the court models. 


Metals 


- There are five main materials used by Agashans when they forge 


metals. These are :- 


fp Copper - This is a soft metal with a light weight. It is 
orange-gold in colour and is common across the conti- 
nent. Mined copper is used for many of the standard items 
found on Gargentihr and is not mixed with the other com- 
ponents. 


op Moon-metal - This soft silver metal is heavier than Cop- 
per but is very brittle when forged. Moon-metal is a natu- 
ral Sa-conductor and is valued by Formweavers around 
the world. In large quantities, moon-metal can attract the 
attention of the strange and deadly creatures known as 
lappiths and no large amount of the metal is ever carried 
by the wise trader. Moon-metal is found in the 
Diamondhead mountains and the Ti-Hond Fire Ridge. 


p Myr - This is a hard and heavy metal with a dull sheen. It 
is known as rock-metal as it is a by-product of the lava 
created by the Myrdall. Myr is found in the Ti-Hond Fire 
Ridge and deep within the Diamondhead Mountains. 


Jet - Jet is both hard and light weight and is coveted by 
metalworkers across the continent. Jet is a deep black: 
colour and only found in the Black Ash Mountains. 


Diamond Dust - This is not a metal but is a fine powder 
containing much Sa which forms around volcanoes in 
very cold weather. The Dust has a white colour and must 
be quickly collected when it falls in the rain, for it dis- 
solves within a week of collection. Diamond Dust is most 
commonly found in the upper reaches of the Skycutter 
Mountains. 


These components can be mixed by the skilled to produce the 
various metals in common use across Agasha. ‘Metal craft’ skill 
allows the user to combine the components. The most commonly 
used alloys are :- 


Moon-myr - This is a mixture of moon-metal and myr 
and produces the dull silver metal most commonly used 
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on Agasha. 


Moon-jet - This is a mixture of moon-metal and jet and 
produces a reflective black metal. 


Ebony - Mixing myr and jet produces this strong and 
flexible black alloy. All ebony weapons receive a +2 
DAM modifier due to the strength and sharpness of the 
cutting edge. There is an ENC x 1.5 modifier to the weight 
of the weapon. 


Silver - By mixing myr, diamond dust and moon-metal, 
this bright shiny alloy is produced. It is strong and light, 
and a +2 DAM modifier applies to weapons made of sil- 
ver. There is no ENC modifier applied, however. Silver 
is said to contain magical properties which allow it to 
harm inhabitants of the Darklands and Kyromancers 
whilst in the Fade. 


Nightsky - By mixing jet, diamond dust and moon-metal, 
this excellent armour can be made. It has a black hue 
with silver flecks through it. Nightsky is too inflexible 
and brittle to make thin bladed weapons from, but heavy 
crushing weapons will receive a +4 DAM modifier from 
the alloy. An ENC modifier of x 1.5 is also applied. 
Nightsky is believed to harm creatures from the Dark- 
lands and Kyromancers whilst in the Fade. 


Ivory - The components of this alloy are jet, myr and 
moon metal. Ivory has a milky white colour and is strong, 
flexible and light. It produces a +3 DAM modifier on all 
bladed weapons, with an ENC modifier of x 0.5, but is 
best used for pointed weapons and missiles, where a +6 
DAM modifier is gained. All ivory weapons are said to 
be able to harm Darklands creatures and Kyromancers 
whilst in the Fade. 


Diamond - This is the strongest metal alloy and consists 
of myr, diamond dust, jet and moon metal. It is a milky 
white colour with silver flecks throughout but catches 
the light in mysterious ways which can make the weapon 
almost invisible. All Diamond weapons gain a +6 DAM 
modifier, with no ENC modifier. It’s near invisible prop- 
erties give the user a +2 modifier to their hit success tests. 
All diamond weapons can harm the inhabitants of the 
Darklands and Kyromancers whilst in the Fade. 


Nightsilver - It is unknown whether this substance is truly 
a metal or not. It is said that Nightsilver is forged by the 
Cyatim deep in the Darklands where they mix the souls 
of dead mortals into the metal. This gives them a sen- 
tience, but quite often it is a twisted and depraved mind 
which lives within the metal; the process drives the soul 
mad with despair. Weapons of this dark, shifting material 
often have exotic and unusual powers, but the cost to use 
such items can be high. 


Nightsilver is always shifting perceptions as if it were 
constantly twisting between the Darklands and Gargen- 
tihr. Ifa mortal uses an item of nightsilver for a prolonged 
time he will begin to take on this shifting appearance, 
until it covers his whole body and he vanishes. All 
nightsilver weapons gain a +6 DAM modifier against all 
creatures. They can damage creatures from the Darklands 
and Kyromancers whilst in the Fade. 


The armour listings for the alloys are found in the Equipment 
chapter. Other uses for the metals are at the Narrator’s discre- 
tion. 


Myrdall Technology 


The Myr can shape their lava into many forms, and use this ma- 
terial to create dwellings, tools and mechanical devices. Myr can 
produce several forms of this white hot substance, including one 
type which apparently heals their wounds. 


Myr technology is more advanced than that of the Karro, but 
most of their secrets remain hidden under the earth. Their tools 
and equipment are all sized for their own purposes, and this makes 
them heavy and unwieldy for humans to use. Devices include 
pneumatic drills, huge rock engines, steam-pressured rock-saws 
and gem-forges. Most Myr technology exists to aid them in their 
jobs as the repairmen of Gargentihr, but they have occasionally 
applied their devices to other tasks. 


Orbs 


These Khostran devices use an unknown type of gem to produce 
a small Sa-field which allows the orb to float in the air. There are 
two main types of orb which have been witnessed by Gevurian 
agents working within Khos-Tavar. ‘Watchers’ are wood and 
metal globes roughly a foot in diameter. They are used by House 
lords for surveillance and reconnaissance. The orb canend cur- 
rent pictures to a lightstone kept within the lords 
patharr. Up to half a dozen orbs may be linked 
to a single lightstone and are usually situated 
around the lords land to keep an eye on his 
subordinates and his subjects within the lo- 
cal collectives. 


Death orbs are small 2" long cylinders which have sharp needles 
attached. The cylinder usually contains an extremely potent poi- 
son which can be administered through the needle. The orb homes 
in on a target by detecting the slightest movements within a 10 
yard radius. Khostran assassins place the orb within their targets 
private chambers and can leave again before the orb has pow- 
ered up. It takes 10 minutes for the orb’s sensors to switch on to 
allow the assassin time to make his escape. 


Pictograph 

The pictograph allows simple black and white photographs to be 
taken. The pictures are often blurred and dark, for it takes much 
skill and knowledge to successfully use these contraptions, es- 
pecially when trying to develop the picture. 


Point-stones 


The ancient Myrdall known as Land Healers built these giant 
monolith devices out of lava long ago. Each point-stone is a dif- 
ferent hue of red lava and is a perfect 18' cube. These stones are 
impervious to all damage and omit a strange humming sound 
when touched. No moss or plant life grows around the stones. So 
far nine of these stones have been located across Agasha, and a 
number of Find-stones are associated with each. 


The Find-stones are smaller items made of the same material as 
the Point-stones. They allow their user to determine the direc- 
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tion of the point-stone, and can thus be used as a form of naviga- 
tion. Each find-stone’s colour indicates which point-stone it be- 
longs to, as all nine stones are differently coloured. Myrdall do 
not like other races using what they consider to be sacred items, 
and will try to recover find-stones in any way they can. 


Both the Chinte’ High Navigators, and the Windtraders use these 
items to cross the silt seas to other continents, and this implies 
that there are more Point-stones to be found on the other land 
masses. The actual use of the stones remains a mystery. 


Print Engines 

These devices were first introduced to Gevuria by the famous 
explorer and scientist, Caloman Strahr, after a trip into the high 
mountain valleys of Yaskal. The printing process is believed to 
be a relic from the times of the Ancients carefully preserved by 
the High Chinte’ for thousands of years, but now augmented by 
the corn-engines of Gevuria. The engines are temperamental in- 
struments which require much care and attention. There are only 
eleven of them in Gevuria, with five of these belonging to the 
Church. They are valuable and coveted by the Chinte’ who wish 
to be the sole owners of the secrets of print once again. 


Rockpipes 

“Target one was a Ha’esh who was engaged at a range of 70 
yards. The Mark VII firing escapement released the plug with 
minimal delay but still with considerable back burn. The plug 
struck the subject in the lower jaw and penetrated through the 
spine before exiting. The plug was not recovered so it was not 


possible to assess wear. The physical effects, however, were most 
satisfactory. 


Target two was also Ha’esh and the range of engagement was 22 
yards. The firing escapement did not function immediately and 
the pipe had to be trained on the target for 2 seconds before 
discharge. The plug struck the subject in the chest and penetrated 
the thick leather harness worn. The plug shattered on exiting the 
armour and the shrapnel caused severe secondary wounds on 
the target. 


Based on this performance it is recommended that the Mark VII 
escapement should be modified prior to further testing. Reliability 
could be enhanced if the lower cocking cog was reduced in 
diameter and the spring tightened. Further burn back guards 
should also be incorporated to shield the user from the increased 
discharge flame.” 


Notes on the field testing of Rock Pipe 36 PP134/7 
Tymon Harrel, FINS. 


Rockpipes are powerful long-range missile weapons built around 
an ancient Myrdall rock cutting device. They are relatively rare 
items, with the largest collections belonging to the Institute of 
New Science in Gevuria and to the Ho-keyrn ranchers of Tellah. 
Most other rockpipes are family heirlooms and parts of private 
collections, but these devices are becoming increasingly popular 
with adventurers, hunters, siltreavers and bandits. They are a valu- 
able and powerful weapon and should be treated as such. Even 
the New Scientists must sign a requisition sheet if they are to 
borrow one from their Society. 
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The New Scientists have obtained a great deal of income from 
the eighteen military Regiments over the past twenty years in an 
attempt to manufacture a mass-produced version of the rockpipe. 
The scientists have as yet failed to develop such an instrument 
but continue to work on this top-secret programme. 


The renowned Microtists, Darryl Hinchley and Garfield 
Parkington, have developed a smaller hand-held version of the 
rockpipe which is currently built within INS laboratories in Rol- 
Katel. There are eleven versions of the Hinchley-Parkington ’75 
currently in circulation and this remarkable weapon promises to 
change modern Gevurian warfare forever. 


Signal Towers 


“Sir, I think we should replace the crew on tower 12. They have 
just reported a heavy frog coming in from the north.” 


Anon signaleer, 
Tower 13, Katel Province. 


The fastest form of communication across Gevuria is run by the 
Signaleers; a highly trained branch of the Institute of New Sci- 
ence. The Signaleers run a network of signal towers which span 
the swamplands and connect all the major towns across Gevuria. 
This communication service is now used by all the societies to 
convey messages between locations and has vastly increased the 
importance of the New Scientists. 


The signal towers consist of a main office building at the base of 
a 40 to 60 foot high tower. The office contains living quarters for 
the staff and a vast catalogue of scientific notes, spare Ji-crystals 
and other scientific equipment. The size usually depends on the 


location of, and the staff numbers within, the tower. The number 
of staff varies between 3 (usually the number in a swamp tower) 
and 150 (as found in the main office in Rol-Katel). 


The tower itself holds the rows of Ji-crystals which are used by 
the Signaleers to send and receive messages. Ji-crystals can be 
split into two pieces which are then given to two separate towers. 
Each crystal is unique and reacts only to its ‘twin’. Each group 
of crystals is placed within a board which consists of both me- 
chanical and chemical devices which light up the crystal when 
its ‘twin’ is activated in the next tower along the network. These 
devices were introduced by Professor Garret Corea and are known 
as ‘Corean Boards’. Every board within the tower can either send 
or receive messages at any one time and all towers have between 
two such boards for small towers and up to twenty within larger 
towers. 


Signal towers now connect to some of the more remote loca- 
tions, such as the Ronth herb-farm and the Sanctology mission at 
Sha-Bro. Most towers are separated by a distance of between 25 
to 35 miles, depending on the Sa-winds between. (Sa can disrupt 
the signal and the towers are often useless in strong Sa-storms). 
On average, a message will take about two hours to be passed to 
the next tower, depending on how busy the tower is, the weather, 
and the length of the message. 


The Institute of New Science has built every signal tower upon a 
Dreampath. Where they got this information and whether it en- 
hances the workings of the towers is unknown. Local swamp 
Ha’esh are extremely unhappy about the location of such tow- 
ers, and say that this interference changes light Dreampaths to 
black. 
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The Spinning Dervish 

This mechanical monster is the pride of the Academy of Martial 
Studies and is the first fully automated opponent for use in com- 
bat training. A complex series of clockwork and mechanical arms 
spins the central body of this device, and fires a series of darts at 
the combatant whilst simultaneously attacking him with a series 
of spears and turning blades. Only the best students are allowed 
to take on the Dervish, for it has claimed over twenty lives in the 
short time since it was built. 


Street-lanterns 


Almost all of the main streets of Treth and Geva, and a great 
many of those in the larger swamptowns, now have a form of 
artificial lighting which illuminates the busier parts of these highly 
populated areas. The street-lanterns are ornate metal posts roughly 
3 yards high with a mirrored bladder-corn lamp on top. These 
large lanterns are lit at dusk by the streetmen and illuminate a 10 
yard radius around each lamp. They are usually spaced 20 to 30 
yards apart on opposite sides of the street. The lanterns are wind 
and rain-proof and the district streetman stations are responsible 
for the lighting and maintenance of the lamps within their area. 
Patrolling streetmen have access to bladder-corn supply stores 
scattered throughout the towns. 


Talandar Disrupters 


Talandar Disrupters are large panels of polished black wood that 
contain a mass of complex gem-circuitry. The panels can be tuned 
into each other, forming an area which is devoid of Sa. 


The panels stabilise the area by absorbing Sa, and cause all Ky- 
romancers within the zone to Phase into the Physical Sphere of 
Gargentihr, without them having to expend energy to run their 
Dyce Transformers. In effect, the Kyromancers become normal 
mortals within the confines of the panels, and they may interact 
physically with their surroundings for as long as they stay within 
the field. No Formweaver can use the powers of Sa within the 
field. 


Talandar Disrupters were devised by the Institute of New Sci- 
ence, and provided the other societies with a method of defend- 
ing themselves against the powers of Kyromancy. It was these 
devices that gave the Church of Sanctology the power to enforce 
the Treaty of the Holy Energies in 1571, and now every impor- 
tant building in Gevuria has high security areas protected by the 
giant black panels. 


Talandar Disrupters also protect buildings from large Sa-storms 
but have a tendency to short out in such volatile conditions. Small 
portable versions of the panels have been perfected by the INS, 
and are now used by the Witch-hunters of the Church in their 
attempts to ensnare illegal Formweavers. 


Tylsian Vessels 


These rare devices are complex mechanical vessels built by the 
Ja’ Hansh of Ne’ Hal, aided by Khostran House Engineers. Tylsian 
vessels are large, winged, mechanical carriages which have the 
power to fly. They appear to use the Sa-winds to soar through the 
sky and are steered via solid motionless wings. The vessels are 
sleek and black, with a long tail-piece. A strange humming noise 
is constantly omitted from within the craft. 


Tylsian vessels usually have a Ja’ Hansh crew of two, and there is 
room within for up to six passengers. The inventor of such a 
wondrous vehicle is unknown but there are at least four of the 
objects within the House of Knowledge at Ne'Hal. Recent sources 
from Khos-Tavar state that several Khostran houses have devel- 
oped their own versions of the vessels. 


Gems 


Gems are a common and much used item found across Gargen- 
tihr. They are formed from the Sa-residue of the land and take 
the form of coral, lava or crystals. Most gems are between 1"-4" 
in diameter, and between 0 and 1 ENC. Coral gems are gnarled 
and twisted sticks of white or cream, lava gems are black or deep 
red lumps of warm, pulsating rock, and crystals are multicol- 
oured transparent polyhedrons. The most common types and their 
uses are listed below. 


Gem Reading 

Karro and town Ha’esh cannot read the contents of a gem with- 
out aid. They have to use a scientific gem reader to access the 
information. There are two forms of scientific reader common in 
Gevuria:- 


eto 


es Library Readers - The libraries and studies of Gevuria 
often have a large and complex device which can read 
the information contained within gems. The gem is placed 
in a pull-down frontal drawer in the huge floor-standing 
machine. The gem is read within the machine and the 
information is passed onto the user via a viewfinder. Li- 
brary readers are built into small booths where the user 

can sit in privacy whilst he studies. 


PGRs - The New Scientists have developed a portable 
gem reader which has a separate flip-down eye-piece. This 
item is further described under Equipment. 


Natural Reading - Although the Karro and town Ha’esh 
must use readers to access the knowledge of gems, there 
are other races, including the swamp Ha’esh, who need 
no technology to read the crystals. Some Agashan inhab- 
itants have the power to read crystals simply by holding 
the gem and concentrating. This ability is tied to the use 
of Belief Magick and is found in every culture which uses 
this phenomenon. Myrdall, and Ryamis traders known as 
Horu have this ability and sell their skills in the bazaars 
across Agasha. 


Tuning A Gem 

Almost all gems must be tuned by the potential user before the 
power of the gem can be invoked. This tuning takes the form of 
an Opposed KAI Success Test against the KAI of the gem. 


Such tests are long and strenuous affairs. Each Round of the Test 
will take 15 minutes and costs 1 FAT. If the gem wins the test, 
then the user cannot access any information from that particular 
gem. If the user wins the test, then he has no need to do so again, 
and can freely use the gem. If the Test is a draw, then a further 
Round must be spent trying to tune the gem. This will cost addi- 
tional FAT. 


Gem Types 
Kavash Gems 


These are the most common type of gem, found in all 3 physical 
forms. Kavash gems can be used by anyone with the ‘Gem lore’ 
skill and allow the user to ‘read’ the information contained within 
through the use of a gem reader. The Difficulty Factor of the 
‘Gem lore’ Success Test depends on how difficult it is to grasp 
the information detailed within the gem. This data takes the form 
of mental pictures, thoughts and feelings within the readers mind 
and thus requires no reading or language abilities to use. 


If the gem has been filled by a user from another culture, then a 
‘Cultural lore’ Success Test may be required to fully grasp the 
concepts in the gem. To find any information within the gem, the 
user simply thinks about that subject. If a gem is poorly cata- 
logued then information within may lie unread for many years. 
Many kavash gems can be found in any good library across Gar- 
gentihr and these ones are sure to be well catalogued. 


To fill a kavash gem requires the user to tune the crystal to his 
own mental patterns using a gem reader. This requires a KAI 
Opposed Success Test against the KAI of the gem, which is usu- 
ally between 4 and 14. If this is successful, the user can add any 
thoughts, feelings or stories of his own into the gem. Gems seem 
to have an infinite capacity but have an annoying tendency to 
‘leak’ information which can then never be found again. 


If the gem is filled with a very strong belief or feeling then that 
emotion can also leak from it into the surrounding area. To ac- 
cess such a kavash will fill the user with the emotion to such an 
extent that it can control him. This type of possession usually 
occurs with kavash gems which have been used to contain hid- 
den religious information of some sort. Frequent kavash users 
often pick up many small quirks and subtle personality charac- 
teristics through contact with these gems. The constant use of 
the flickering gem-readers often causes a thin grey film to grow 
over the eyes which can lead to poor eyesight and even blind- 
ness. The victim can still use the readers. 


Empty kavash gems occur naturally in many places. They are 
usually found attached to trees and rock faces, but require cry- 
cutters and ‘Gem lore’ to remove without damaging the gem. 
The difficulty factor depends on the size and location of the gem. 
Empty gems are worth approximately 200 Cyls per point of KAI. 
Used gems vary in price depending on the usefulness of infor- 
mation contained within. 


Cyanna Gems 

This type of gem comes in the form of a 3" crystal orb and is far 
rarer than the kavash gem. Cyanna gems can hold knowledge 
which can be taught to the user. These gems must first be tuned 
to the user’s mental patterns by using a gem reader. An Opposed 
Success Test against the KAI of the gem, which is usually be- 
tween 5 and 20, must be made to successfully do this. If this test 
is successful, the knowledge stored within the gem can be learnt 
by the user. The tuning success test can only be tried once per 
person. 


A number of skill points equal to the gems KAI can be stored 
within the gem and learnt at the same rate as if the gem was a 
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teacher of a level equal to it’s KAI. Only mental (KNO, KAI, 
SEN, or DAL) skills can be stored within a cyanna gem. 


Cyanna gems are usually found in the areas of poisonous mist 
where Sa, silt and water meet, but usually only require a sharp 
twist to remove from their rock-like shell. They are worth ap- 
proximately 300 Cyls per point of KAI. 


Lightstones 


These gems are all made from lava and are usually about 3' in 
height and oval in shape. They have a smooth milky-white tex- 
ture and are always warm to the touch. A perfect lightstone is a 
rare and valuable item indeed. In Gevuria they are the property 
of the Church of Sanctology and usually only found in the larger 
Sanctums of the area. To own one outwith the Church is an act of 
heresy which is dealt with by the Witch-hunters. 


All lightstones must be tuned to the user. This must be done every 
time the lightstone is to be used and involves an Opposed KAI 
Success Test against the KAI of the stone, which is commonly 
between 1 and 20. If this is done, the character can ‘see’ into the 
stone and out through to any other activated lightstone at the 
time of use. Communication through the use of the stones is in- 
stant and not limited by distance. All users can try once per day 
to tune the stone. 


There have been many cases where a lightstone has accessed the 
Darklands and formed a gate through from the other side. Such 
actions can cause madness or death if the unfortunate user looks 
deep within the stone. Vile creatures from the other side can gain 
access to Gargentihr through such a gate and have done so in the 
past. Weaker souls may be tricked into aiding the beings from 
the other side of the lightstone. 


Lightstones are only found deep within the lava caves of the 
Myrdall and require careful removal with cry-cutters and several 
‘Gem lore’ rolls. They are approximately worth 500 Cyls per 
point of KAI, but the Church will simply remove the stone from 
any ones possession and burn the heretic. It’s cheaper that way. 


Sa-crystals 

These gems are small circular crystals that have the power to 
store additional Sa in a Kyromancer’s Dyce Transformer. Each 
Sa-crystal can be plugged into a socket in the Dyce Transformer 
and contains enough power to keep the Kyromancer Phased for 
up to twelve minutes. (Roll 2D6 to randomly determine the 
number of Turns when the Kyromancer uses the device). 


Sa-crystals only have enough energy to power the Dyce Trans- 
former and cannot be used with any other Kyroware. Once the 
crystal has been plugged in, it cannot be switched off. The crys- 
tal can only be used once before becoming useless. These gems 
are worth 400 Cyls to any Kyromancer. They are found loose 
and require no equipment to separate from their surroundings. 


Kra-stones 

Kra-stones are small dull grey pebbles which glow when within 
5 feet of any other gem. The trouble is that they look like any 
other stone and are thus difficult to find. Kra-stones are worth 
approximately 200 Cyls. 


SJi-Crystals 

These crystal gems are used almost exclusively by the Institute 
of New Scientists in the Corean Boards of their signal towers. 
Each crystal is split in two and each of the two halves is given a 
similar position on one of two Corean Boards. Using the tech- 
nology of the boards the two bonded crystal halves will react 
when their other half is removed from or placed back in the board, 
even when placed as far as thirty miles apart. This is what ena- 
bles the New Scientists to send messages between the signal tow- 
ers which now span most of Gevuria. 


Ji-crystals are a natural formation which grow in the swamps of 
Gevuria. They grow on the side of Gei trees and must be cut out 
using cry-cutters and the ‘Gem lore’ skill. Difficulty depends on 
the size of the crystal. Ji-crystals are worth 100 Cyls at the near- 
est signal tower. 


Glowstones 


Glowstones are chunks of deep red rock which give off a con- 
stant, intense heat for about an hour when the interior is exposed 
to air. This is done by pushing in the small sealing knot found on 
the top of the stone, which then allows air to enter the hollow 
interior. The air reacts with the unstable material inside which 
heats up the whole stone to a level equivalent to a small camp- 
fire. The stone may then be used for cooking food and heating. It 
will also start a fire instantly if placed on a flammable material. 


If touched, the Glowstone does damage per round as listed under 
Fire Damage in Game Mechanics. The Glowstone is the equiva- 
lent of a ‘Small Fire’. Glowstones can be used only once. They 
are commonly found in areas which have witnessed a Myrdall 
presence. Glowstones can reach up to 120 Cyls in the bazaar. 


Technicals 


Technicals are tiny black gems used by scientists within many of 
the new inventions and technical equipment. They can be easily 
attached to wires and act as a form of battery within devices such 
as loam rods, flathead triggers and skichan webs. Scientists will 
pay up to 50 cyls per technical. They are the by-product of Sa- 
storms and lie scattered on the ground after such an event. 


Gem Summary 

The following table shows all the common Gem types found in 
Agasha. It shows the average ENC of each type, as well as the 
range of KAI that can be found in each type. The Sa-storm col- 
umn can be rolled on to determine the type of Gem created and 
left behind by a storm. 


Table 5. Gems 
Type 

Kavash 
Cyanna 
Lightstone 


Sa-storm (D20) 
1-6 


Sa-crystal 
Kra-stone 
Ji-crystal 
Glowstone 
Technicals 
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Equipment 


Distant peels of thunder rumbled ominously and multi-coloured flashes of Sa arched across the bible black sky. 
The storm was drawing ever nearer. Smarter residents were already drawing shutters and searching for the | 
nearest building protected by a Sa-conductor. Rullana, the Clan Moun Mujo, had voiced the opinion that this 
was going to be a terrible Sa-storm, and no-one argued with her. 


Karrath was in a foul mood as he crossed Rol-Katel. Few people ever dared to catch the eye of a Kyromancer, 
especially one with such a dark expression on his pale face. The jostling crowds soon parted when they caught 
sight of the spirit-Gke Formweaver. Karrath made his way across the bazaar, the heavy rain mysteriously 
passing through the faint shadow-Gine of his body without so much as a droplet trickling down his leather 
Kyrosutt. 


By the time that he had reached the eastern covered strip of shops Rnown as the Shuss, the streets were emptying 
quickly. Even the meanest Ryamis traders were shutting up for the day. The bright flicker-lights of Randall's 
shop reflected in the deep black puddles which collected on the street cobblestones as Karrath swept into the 
small shop, silently passing through the makeshift curtain of wires and leads without a stir. 


The shop was dimly lit by a flickering, stroboscopic field illuminator which hummed merrily in one corner. The 
room was alive with clockwork and crystal, as sparks of energy flew from orbs to funnels and back, again. 
Randal’s enormous frame squatted behind a cluttered desk, barely moving to acknowledge the Kyromancer's 
presence. The Techler had never been overawed by members of the Institute of Kyromancy; he had dealt with too 
many to be bothered by the rumours of demonic possession and dark curses which shrouded Karrath’s kind. 


‘What you needing this time, Hess? I’ve just got some fine moon connectors in from Halla if you're interested.’ 


Karrath’s mood lightened at hearing this. 


‘Perhaps later. The skies are darkening, Randall, and I need protection from the Sa build-up. Already my Ca- 
pacitors have failed me twice and I have a pounding headache. I need a moon-metal conductor to protect my 
laboratory’. 


‘That’s no problem. I'll send Husker around immediately. Is this for your loft in Waterwall?’ Randall had 
stopped tinkering with a metallic box and gazed intently at the Kyromancer through tiny reading lenses. 


‘Tt is. I have the most valuable possessions protected in the Sanctor’s Temptation, but I require a more long term 
solution. Once again you have proved to be most helpful. I thank you.’ 


‘Payment is thanks enough. Oh by the way, one of your colleagues has been asking about you’. 


Karrath shuddered at the way Randall said ‘colleagues’. He instinctively knew that this must be Soloman Keth, 
a truly powerful arcane scientist and the only resident Kyromancer in Rol-Katel. Karrath had heard that all of 
his kind who came to the swamp city met this reclusive individual one way or another. A meeting with Keth was 
long overdue, but would have to wait a while longer. He was a Clondis now, for whatever reason. Their first job 
for Hall Willard was finally over and Karrath had arranged to meet his Shevin in less than an hour. Master 
Spry would wish to Rnow of their dealings with the Chi'chee. 


Thanking Randall, he set off through darkened streets for the Sanctor’s Temptation. 


FE.quipment 
This section covers much of the equipment, weapons and ar- 
mour commonly used by adventurers on Gargentihr. All the items 


within this chapter can be made freely available to the players, at 
the Narrator’s discretion. 


Currency 


In Gevuria the standard currency is the Cyl; a measure used by 
the Karro and adopted from their home continent of Lathmir. 
The native Ha’esh have no standard currency and have always 
bartered or traded with one another in goods and services. Now 
the Cyl is freely accepted in the larger of the Ha’esh villages and 
towns. 


The Cy] is a small hexagonal rod a quarter of an inch in diameter, 
with its length depending on value. The location and date of mint- 
ing is printed down two opposite sides in Lathmirian and many 
of the original Lathmirian Cys are still in circulation along with 
the new rods produced in the two mints of Gevuria, based in 
Treth and Geva. 


The Bank of Lathmir (Treth) and The New Gevurian Bank (Geva) 
are the two institutions that own the mints. The following table 
lists the length and colour of the various rods in circulation. 


The three smallest forms of currency are half-inch hexagonal 
coins. They have the name of the bank on one side and their 
minting date and location on the other, and are most common 
amongst the poorer folk of Gevuria. 


100 of the inch-long rods weigh 1 ENC, with the half-inch and 
the one-and-half inch weighing 1 ENC for 200 and 1 ENC for 


Table 1. Rods and their value 


Colour 
Copper 
Copper 
Copper 
Copper 
Copper 


Copper 
Silver 
Silver 
Silver 
Jet 

Jet 

Jet 


Length 
0.5" coin 
0.8" coin 
1.2" coin 
0.5 inches 
1.0 inches 
1.5 inches 
0.5 inches 
1.0 inches 
1.5 inches 
0.5 inches 
1.0 inches 
1.5 inches 


Name 
‘Penny’ 
‘Tuppy’ 
‘Halfer’ 
Cyl 
‘Dual’ 
‘Fiver’ 
‘Adrach’ 
‘Nedra’ 
‘Full-silver’ 
‘Blackie’ 
‘Galla’ 
‘Yule’ 


Value 
0.1 Cylsv 
0.2 Cyls 
0.5 Cyls 
1 Cyl 

2 Cyls 

5 Cyls 
10 Cyls 
20 Cyls 
50 Cyls 
100 Cyls 
200 Cyls 
500 Cyls 


50, respectively. The coins weigh the same as the half-inch rods. 
This ENC is for rods that are carried loose, and twice as many 
can be carried for 1 ENC if they are collected into a hexagonal 
bundle. 


Many merchants carry special pouches and boxes made to carry 
the three lengths in groups of 100. For values over 100, banking 
notes are becoming increasingly popular especially between 
merchants. These notes are usually produced by the 2 banks on 
machines built by the Institute of New Science. 


To aid the Narrator, we have assumed that 1 Cyl has a value of 
approximately £1.00, or $2.00 U.S, and the cost of living per 
person to be as follows. Many of the poorer classes would never 
see that much money and have to rely on the land to produce 
food and shelter for their families. The numbers represent the 
minimum amount to sustain that type of living. People could 
earn much more than that listed, especially amongst the upper 
classes. 


Table 2. The cost of living 


Survival Poor Middle Upper 
Yearly 250 960 2500 7800 
Weekly 8 30 80 240 


Items and Services 


The following pages show the prices and weights of many mis- 
cellaneous items that a player may wish to purchase; and some 
of the more common costs of services found in Gevuria. The 
Narrator can add to this list as he sees fit. The cost is given for 
items of moderate quality. Poorer goods will cost half that listed, 
whilst high quality items may cost up to 10 times that listed. The 
actual effects of quality are left up to the Narrator. 


op NB- All of the AVs presented in the Clothing and Ar- 
mour Tables are not cumulative. Only the highest 
Armour Value worn in a location is subtracted from 
the Damage done. 


Equipment Weights 


Encumbrance is a measure of both the bulk and the weight of an 
item and is further discussed in the Mechanics section. 


Equipment Costs 

For all items of equipment, the price can change in different lo- 
cations. Many items that would be rare in a swamptown might 
be abundant in a port city, for example. The Narrator should alter 
prices of certain goods to reflect this. 


The quality of goods can also effect prices. The costs given are 
for average quality items. Prices might fluctuate by a great deal 
if the quality was very poor or excellent. The suggestions below 


are guidelines only. 
Poor quality x 0.5 of cost 
Good quality x 1.5 of cost 


Excellent quality x 3.0 of cost ( or more ) 
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Town Ha’esh Clothing 


Feet 


Sandals - Ha’esh wear split-toed sandals that strap up to the shin. 
These are light and comfortable and worn by all members of 
Ha’esh society. 


Legs 

Leggings - Leather leggings are thin strips that are wound around 
the lower leg. They are common amongst the hunters and track- 
ers of Agasha, including Ha’esh, Je’Khan and Jouk. They cover 
from ankle to knee and often have thick leather ankle guards 
underneath the strips that add extra protection. Leggings are com- 
monly worn by clan warriors and can be very ornate. 


Knee trews - Most Ha’esh wear simple baggy cotton trousers 
which reach to just below the knee level and are tied at the ends. 


Rani - Many clan elders and other honoured Ha’esh individuals 
often wear these stiffened and padded cotton ankle length kilts 
as a sign of status, and the Rai of their clan will be prominently 
marked on this garment. Rani are like a skirt divided into two 
trouser legs and are both wide and comfortable. 


Torso 


Tunics - All Ha’esh wear a simple open tunic which wraps around 
the body and ties at the front. The sleeves are wide and the tunic 
covers to the top of the legs. Tunics come in many different col- 
ours. 


Robes - Whilst the Karro invaders wear styled jackets, the Ha’esh 
prefer simple robes over their tunics. There are several forms 
worn by the Ha’esh, depending on practicality and clan position. 


Table 3. Ha’esh Clothing and Armour 


Item Material 
Footwear Sandals 

Lower clothing Cotton Knee-trews 
Leather leggings 
Quilted Rani 
Cotton 

Quilted Cotton 
Soft Leather 
Cotton 

Leather 

Rouss 

Lanto 


Tunics 


Waistcoats 


Robes 


Su’cho 

Lari 

Thick Lari 
Thigh-flaps 
Tunic 


Headwear 


Juth Armour 


OF AWAWNDH-HANWAAANWON W = 


Had’shi 
Curi 


Armour Value 


Poor Ha’esh clansfolk and workers wear a simple short leather 
raincloak called a rouss. This ties at the front and covers the shoul- 
ders and upper torso. It is the cheapest form of weather protec- 
tion. 


Clan elders, Kai-cha and other important Ha’esh wear a lanto. 
This is a sleeveless jacket which is padded across the shoulders 
and down the back. The shoulders protrude at the back to give 
the appearance of wings. The lanto is tied around the waist and 
the clan Rai is prominent on the shoulders and the back. 


A full length cloak called a su’cho offers protection from the 
elements in the colder seasons. 


Waistcoats - Ha’esh hunters and pathsilkers wear a thick leather 
waistcoat with several large pockets. These practical items of 
clothing give some protection and allow several small items to 
be carried without use of a satchel or bag. Six items of 0 ENC 
each can be carried in the pockets. Most waistcoats are black or 
dark brown. 


Female Dress - Ha’esh family women wear long cotton or silken 
kimono in many colours. These are very similar to the robes worn 
by the men. The working women wear much the same as their 
male counterparts. 


Head 


Lari - Ha’esh peasants wear a long-wound turban called a lari 
which offers protection from both sun and rain. A thicker ver- 
sion which covers the face is also worn in the wetter seasons. 
The lari can cover the face and neck with only the eyes left un- 
covered. It is often worn this way when travelling through the 
swamps to protect from gas. 


Juth Armour 


Most Ha’esh would never wear armour, for it is only the hon- 
oured Channi who may wear the sacred metals of the clan. Ha’esh 


Location 
Feet 
Legs 


Torso & Arms 


Torso 


Torso 
Torso 
Arms 
Torso 
Head 


Legs 
Torso 
Arms 
Torso 
Head 
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Juth armour is usually very old and is passed down through gen- 
erations of clan warriors. The wearing of such an item is a deep 
honour and should not be taken lightly. Only clan Channi may 
wear such sacred items without the loss of HP. 


The torso is covered by a Had’shi. This is a heavy harness sup- 
ported by the shoulders and fastened at the sides. It consists of 
many small metal plates laced together with leather and lacquered 
to protect from rusting. The Had’shi must be constantly waxed 
with the herbal mix known as ‘satcha’ to keep the metal from 
tarnishing. This is done once a week in a ceremony called Lo- 
rin. Full had’shi have additional shoulder plates for added pro- 
tection. The Channi will only wear his had’shi on the rare occa- 
sion when he believes that a worthy battle opponent has been 
found, or when his clan is in danger. Juth armour worn at the 
wrong time is most dishonourable and may cost the AC several 
Honour Points. 


The tunic worn by the Channi is a heavier style than others made 
of thin leather with metallic arm-plates sewn into the fabric. In 
battle this would be worn under the had’shi but is more com- 
monly worn on its own in everyday situations. 


The sandals, knee-trews and leggings are similar to those worn 
by other Ha’esh. Additional protection comes in the form of thigh- 
flaps. This is a skirt of plates similar to those found in the had’shi 
suspended by a belt around the waist. 


Channi wear a protective flat-cone full helmet with additional 
neck protection. The helm is often the 
most distinctive piece of the Juth, 
with the front plates often carved 
into the shape of a fearsome 

Kyashi. 


Only the largest clans 
have such armour for their 
Channi. The Juth will stay 
within the clan at all 
times and is closely 
guarded by the Channi. 

It remains a mystery 

as to how the Ha’esh 
with their limited metal- 
working skills could have de- 
signed and made such im- 
pressive pieces of crafted 
armour all those years 
ago. No culture has yet 
managed to properly du- 
plicate Juth. 


It should be noted that AC 
Channi are a rare breed in- 
deed and only a handful of 
the holy warriors have 
been known to seek en- 
lightenment. Even the 
more primitive swamp 
clans have sets of finely 
crafted Juth passed 
through generations of 
Channi. 


Karro Clothing 


Feet 


Shoes - Leather and suede ankle-length shoes are common 
amongst townsfolk. Buckled versions are popular with the upper 
classes. 


Boots - Boots are mostly worn by travellers, adventurers and the 
military. All boots reach roughly knee-length in height and have 
a high heel. 


Sleth-skin boots are popular in high society for the unusual pat- 
terns and colours found in this leather and are also worn by the 
better off adventurer. They are available in black and many shades 
of greys and browns. 


Gevurian boots are worn by armsmen and soldiers, having thigh 
protection and a thicker leather than other styles. These would 
never be worn in high society, for it is considered uncouth for 
individuals outside of the military to wear such items. 


Legs 

Trews - Cotton styled trousers are worn in many cultures. The 
quilted cotton breeches are often worn for riding whilst the soft 
leather trews are popular with Ha’esh natives and thus shunned 
by the rich. Karro trews are black, narrow and tight, often tucked 
into boots. White silken socks are worn outside the trews by the 
rich. 


Silk pantaloons are bright and colourful, and are preferred by the 
more outrageous Karro who follow Chinte’ and Roquan fash- 
ion. The thick protective leathers of the siltreavers are found 
aboard many ships but are rarely worn inland as they are encum- 
bering and uncomfortable. 


Torso 


Shirts - Cotton shirts are worn by all classes but many adventur- 
ers prefer the thicker quilted cotton shirts favoured by sailors. 
The soft leather tunics of the Ha’esh are also popular with trav- 
ellers but are regarded as a commoners clothing. The upper classes 
wear ruffled, frilled and silken versions of the shirt. 


Waistcoats - The waistcoat is an item of status and favoured by 
the wealthy. There are many popular styles, colours and materi- 
als to choose from but the cost often makes them impractical 
items for adventurers. (Bloodstains are SO difficult to remove). 
Many fellows of science have adopted the Ha’esh style of waist- 
coat for use in laboratories and workshops. 


Jackets - The Karro place much importance on their clothes, 
and the correct jacket must be worn, else the AC will stand out 
like a sore thumb. 


The Kass is the most common type of jacket to be found in Ge- 
vuria, with rich and poor Karro, and even some town Ha’esh, 
wearing such garments. Kass jackets are made of heavy cotton 
and are usually black, navy, or dark grey. The wealthier mem- 
bers of society wear tailed versions of such jackets. 


The all-leather heavy kass is favoured by rich travellers and ad- 
venturers. It has a large collar, deep pockets and fastens around 
the waist. The more expensive versions have thick fur linings 
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and trimmed collars. Black and brown leathers are most com- 
mon. 


The Cain-jack is a thick cotton jacket with leather padding across 
the shoulders. The cain-jack is usually worn with a belt around 
the waist, and it reaches the upper thigh in length. It has a thin 
upright collar which fastens at the front for a more formal look. 
Large side and front pockets make this jacket very practical, and 
the more expensive versions are favoured by the wealthier soci- 
ety men. Whilst you could not go to a ball dressed in such a coat, 
it would not look out of place around town. Greys, greens and 
blues are common colours for this type of jacket. 


The Gevurian regiments all wear a thicker form of cain-jack with 
added leather padding and military insignia, and all armsmen 
wear their regimental colours. Rank chevrons are fastened to the 
thin collar, but are removed when the jacket is worn when off 
duty. All armsman ACs may continue to wear their regimental 
jacket without their rank showing. 


The Tarran is a longer cotton or leather jacket, worn in the colder 
seasons. It is a thick padded jacket which covers to thigh level. 
Tarran are popular with sailors, dock workers and other labour- 
ers, but would not go down well at a society ball. Most tarran 
coats are dark coloured. 


The streetmen wear a dark grey version of the tarran which has 
very thick padding and fine copper buttons, station insignia and 


Table 4. Karro Clothing 


Item 
Footwear 


Material 

Shoes 

Buckled Shoes 
Soft Leather Boots 
Thick Leather Boots 
Sleth-skin Boots 
Gevurian Boots 
Cotton 

Silk Pantaloons 
Silk Knee-trews 
Soft Leather 
Silt-trews 

Cotton 

Frilled cotton or silk 
Quilted Cotton 
Soft Leather 
Cotton 

Silk 

Scientists 

Cotton 

Rain 

Cotton skirt 

Silk skirt 

Kass 


—_ 


ie) 


Shirts 
& Blouses 


Waistcoats 


Cloaks 


Skirts 


OAH WOANAHWNOA WAN HK Hwa Onoaond 


Jackets 


Heavy Kass 


Cain-jack 


Tarran 


Armour Value 


rank badges added. This version is not available to the ACs. 


Female Dress - Karro women prefer silken blouses coupled with 
long ankle length skirts. Many of the more modern women wear 
a knee-length skirt despite the protests of the Church. Laced boots 
and short jackets are common as are wide brimmed hats. 


Longcoats - The longcoat is ‘the fashion accessory of the dec- 
ade’. It is a popular item amongst all Gevurians, including ad- 
venturers. It offers protection both in melee and against the ele- 
ments, from the shoulders down to the knees. Longcoats are com- 
mon items in most areas of town but may well raise the suspi- 
cions of the local streetmen in the wealthiest areas, especially on 
a warm day. Longcoats make ideal travelling garments. 


The traveller longcoat is a style favoured by many, it offers lim- 
ited protection against damage but has a warm lining and gives 
very good protection against the weather. These coats come in 
many styles and colours and would be acceptable wear around 
town. 


The frontier coat is a simple style of leather longcoat with large 
pockets and a high collar. It is often worn by the Ha’esh fron- 
tiersmen of north Gevuria who work with the army regiments of 
the area. A long back slit allows the coat to be worn whilst 
mounted. 


The street coat is a thicker cotton longcoat with additional pad- 
ding across the shoulders and on the arms. A dark grey version 


Location 
Feet 


Legs 


Torso & Arms 
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Table 5. Karro Longcoats 


Material Armour Value 
Traveller 12 


Item 
Longcoats 


Frontier 


Street 


Outback 


Stormcoat 


Siltcoat 


of this coat is worn by patrolling streetmen in colder seasons. 


The heavier longcoats are more often worn on long journeys 
through dangerous country rather than as a fashion and are popu- 
lar amongst adventurers. 


The outback coat is made of tough sleth skin and has plates of 
slider armour sewn onto the shoulders. Thick quilted padding 
down the length of the coat adds weight but provides protection 
to the legs. These coats are the preferred garb of Roquan desert 
travellers, offering good protection against yall storms and other 
natural tempests. 


The stormcoat has thick leather shoulder pads and a hood. It is a 
thick and warm coat often worn by mountain travellers and sail- 
ors. 


The heaviest longcoats are worn by the siltreavers and are made 
of thick studded leather. The coat is worn with a hood and re- 
movable mask for protection against Sa-storms. These coats are 
encumbering and difficult to fight in, but offer excellent protec- 
tion. Glass goggles fit over the mask to 

provide total protection against silt. 


Cloaks - The cloak is a popular item 
in all cultures. It offers protection 
against the elements and is cheap. 
The rain cloak is heavier and of- 
fers some padded protection 
against melee attacks. 


Location 
Torso 
Arms 
Legs 
Head 
Torso 
Arms 
Legs 
Torso 
Arms 
Legs 
Torso 
Arms 
Legs 
Torso 
Arms 
Legs 
Head 
Torso 
Arms 
Legs 
Head 


Armour 


Outside the military, armour is both rare and expensive. Wearing 
an obvious piece of armour, or carrying a large weapon, around 
town will raise suspicions and draw attention to the wearer. Most 
commonly found armour is made of moon-myr or moon-jet metal 
but there are other rarer and stronger metals to be found. Adven- 
turers who wear armour are advised to remove it before entering 
town, as such an overt disrespect for local laws can lead to all 
sorts of problems. 


Karro armsmen wear high Gevurian boots and thick black cotton 
trews. A narrow line in the regimental colour runs down the sides 
of the trews. 


Fine cotton shirts are worn under a padded regimental cain-jack 
made in the colours of the armsman’s unit. A wide belt holds the 
davin scabbard, the skichan web switch and several small pouches. 


The armsman uses an orange skichan web for protection in com- 
bat as described later in this section. 


The Armsmen wear a thick leather helm when on guard duty, on 
parade, or in times of war. The regiments used to wear a metal 
helm but this has been altered over the last two decades to ac- 
commodate the skichan web. This useful piece of technology 
has caused a decline in the use of all heavy armour. Several regi- 
ments now prefer a light peaked cap in its place. Patrolling 
armsmen often do not carry their helmet at all. 


Skichan Web 


This device was first built by scientists over 30 years ago and is 
now a relatively common form of technology. The web appears 
to be a leather brace-harness fitted with a number of small black 
crystals up the torso and across the shoulders. The belt has a 
small leather box with a single switch attached. The crystals are 
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Table 6. Skichan Webs 


Web Type DAM Absorption 
Red 20 DAM 
Orange 30 DAM 
40 DAM 
50 DAM 
60 DAM 
70 DAM 
80 DAM 


ENC 


Yellow 
Green 
Blue 
Violet 
White 


linked with small wires and react when the box is switched on. A 
coloured web of energy then surrounds the wearer and protects 
him from every kind of physical force, including natural dam- 
age, missile and melee attacks. 


The colour of the web indicates the power of the protection as 
outlined on the Armour Table. This is the number of DAM points, 
including weapon DAM and STR bonus, which the web can ab- 
sorb before it collapses (No D10 are rolled). A collapsed web 
cannot be switched on for the next hour, during which time the 
crystals recharge to full power. The web collapses automatically 
if it is kept switched on for over 5 minutes and cannot be switched 
on for an hour. This safety mechanism was devised to prevent 
the web from overpowering and exploding. 


The web may be voluntarily switched off before the five minute 
time has elapsed, but the web will still require one hour to re- 
charge before it can be used again, even if it has been switched 
on for only a few seconds. 


It takes 1 phase for a web to be switched on and to power 
ties of metal will short out the web. 
regiment except the Sanctum guard ; 
nad 
ad) 


up. 
Smaller amounts of metal, such as 
who wear a traditional metal 
Is 
‘Boe 


Skichan webs may not be worn with metal 
weapons and equipment, will not do 
breastplate. Military helms are now 


armour of any type, for large quanti- \ 

this. Skichan webs are worn by every cof 
“ 

made of non-metallic materials, 

such as thick leather and slider- 


plate, to allow the armsmen to use 
their webs. 


Most armsmen have orange 
webs but some officers will 
have better protection. Webs 
may be worn around town but 


Table 7. Armour 


Type 

Hukt collar 
Chinja Harness 
Slaats 
Thigh-flaps 
Corrin Banded 
Sleeve-rings 


Item Armour Value 
Head 
Torso 


Legs 


Arms 


can cause a stir, especially as they have to be worn above any 
other items of clothing or armour. They are becoming increas- 
ingly common, but the price and availability of crystals still make 
these items to treasure. 


Blue, violet and white webs are generally heirlooms and prized 
possessions. Finding a web of one of these colours for sale is a 
very rare occurrance and the price will reflect this. 


Foreign Armour 


A commonly available style of head 
protection is the Hukt collar, which 
has high cheek-plates and a curved 
neckpiece. These items are common 
amongst Chinte’ F’har and Ryamis 
warriors, and can be made to fit any 
human. 


Je’Khan armour is an inferior rep- i 


lica of the Juth worn by Channi. This is 
worn by every warrioress and a lighter 
style is worn by hunters. The Jouk 
wear a similar form of armour to 
this but have a distinctive slider- 
plate headpiece. Je’ Khan and some of the wild Ha’esh clans wear 
leather kilts as protection, coupled with leggings. This form of 
dress would attract much attention and comment in towns. 


Ryamis and Chinte’ warriors prefer leathers, with nobles wear- 
ing styled metal and diamond-glass harnesses called chinja. Khos- 
tra wear their own versions of the skichan web with certain modi- 
fications regarding extra concealment of the item. Roquan prefer 
light leathers. 


Leg protection takes the form of either slaats, which are inch- 
thick bands of metal and leather strapped above the knees, or 
thigh-flaps, a Khostran-made skirt which hangs from a belt or 
harness. Arm protection can be either Corrin banded strips, run- 
ning from wrist to elbow, or Sleeve-rings which protect the shoul- 
der and upper arm under a number of linked metal 3" rings. 


Adventurers who wish to buy metal armour usually have to get 
the pieces specially made by an armourer. The jet-beaters of Khos- 
Tavar and the Myrdall travelling forgiin are the best of their pro- 
fession and can improve the quality of the protection (at a price). 


Other Items 


Gin-Ghan Strip - The players of this often violent game require 
protection and the strip that they wear provides this. The strip is 
a combination of studded leather and quilted cotton with heavy 


Location 
Head 
Torso 
Legs 


Arms 
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* Table 8. Specialist Clothing 


Material Armour Value 
Quilted Trews 4 
Military Cain-jack 12 


Item 
Military 


Military Helm 
Streetman Streetman Tarran 
Streetman Helmet 
Gin-Ghan Strip Trews 

Attackers Padding 


Defenders Padding 


Helm 

Leather one-piece suit 
(only available to legal 
Kyromancers) 


Kyrosuit 


leather elbow and knee pads. Leather masks and helmets are popu- 
lar amongst the wealthier teams. The strip worn by the defensive 
player offers more protection but the lighter attackers armour 
provides more mobility at the cost of some of this protection. 
The Gin-Ghan strip has many regional variations and often comes 
in the local teams colours. 


Kyrosuit - This one-piece black body-suit is the distinctive garb 
of the Institute of Kyromancy and is worn by all members of the 
society to prevent the final deadly advances of Dyce Syndrome. 
It is made of leather and rubber and has a number of fluid-filled 
tubes which run along the length of the suit. Only members of 
the Institute can wear these suits, for they are surgically joined to 
the body. 


Standard Clothing 


Starting characters do not start naked, and a character will have 
basic clothing according to his social class. These pieces of cloth- 
ing offer no points of armour protection but give an indication of 
the common clothing worn by Gevurians. The Narrator has the 
final say on the background class of a character. 


p Low class - Characters from a lower class background 
will have a cheap homespun pair of knee length trews, a 
shirt, and a pair of sandals, most likely in the Ha’esh style. 
Swamp Ha’esh, Tavin and Danja will start with this type 

of clothing. 


Table 9. Improved Armour Materials 


Material AV Bonus ENC 
Ebony metal +2 x 1.0 
Silver metal +3 x05 
ba pe 
+6 x 1.0 
x 1.0 
x05 
x 1,0 


Nightsky metal +5 


Ivory metal 
Diamond metal +8 
Jet-beater produced 

Forgiin produced +2 
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Location 
Legs 
Torso 
Arms 
Head 
Torso 
Arms 
Head 
Legs 
Torso 
Arms 
Torso 
Arms 
Head 
Torso 
Arms 
Legs 


Middle class - Characters from a middle class background 
will have low quality cotton clothes including a coat, trou- 
sers and shirt. They will also have a pair of soft leather 
shoes. Poorer Society members and military characters 
will start with this type of clothing. 


High class - Characters from a higher class background 
will own good quality cotton clothes ofa fashionable cut. 
They will have a cotton waistcoat, trousers, shirt and town 
jacket. They will also have a pair of sleth skin shoes. Rich 
Society members and other wealthy individuals will be; 
gin with this type of clothing. 


Weapons 
Weapon Notes 


CON :- The concealment factor is the chance to spot the 

3 weapon if the user tries to conceal it. The letter refers to 
the difficulty factor of any ‘Sight’ skill success test made 
to spot the hidden weapon. The number is a further bo- 
nus to this roll. 


DAM :- This is the damage of the weapon. It is the modi- 
fier to the blood loss from the 2D10 when a wound is 
taken. 


os Range- These are the ranges in yards that the missile 
weapon can be fired at. The four range bands are dis- 
cussed in the Combat chapter. 


p STR and AGL requirements :- For every point under 
those listed, take a -1 to all Success Test rolls made when 
using the weapon. 


Weapon Descriptions 


Agashan Axe - This dangerous weapon is common amongst the 
native Ha’esh tribes found in Vhastor and to the north. The axe 
is roughly four feet in length and has a viscous metal blade which 
can be up to 18 inches long. When used correctly the Agashan 


Table 10. Melee Weapons. 
STR 


- 


Weapon 
Agashan Axe 
Bodyblades 
Chantin Va 
Davin, gentleman's 
Davin, military 
Deathneedle 
Essa tracing 
Ghurti 

Haitos 
Hantoth 

Jai Blade 
Kala 

Keldin bar 
Kellick 

Knife 
Kyroblade 
Longknife 
Singlestick 
Spear, short 
Spear, long 
Swordcane 
Ta-hun 
Tellahn Blade 


HAARAWNNA2HWARWOW|] NOAARAND 
RAROKRANN]AHAHBOAAON | RaATOwWAD 


Brawling attack 

Unarmed attack 

Roquan claws 

Improvised weapon 1 1 


Axe is one of the deadliest weapons found on Agasha. They are 
illegal in almost all civilised areas of Gevuria. 


Blowpipe -The pipe was originally a Chinte’ weapon used by 
the Rhaja assassins. Due to its high concealability, it is often 
used by agents and other individuals who require to keep their 
methods of killing a secret. 


Bodyblades - Bodyblades are a form of offensive armour that 
covers the limbs. Devised by Je’ Khan, when bodyblades are used 
with unarmed combat they can be turned into a deadly weapon. 
The armour has sharp hooks and barbs along it which are con- 
cealed until required. Upon pressing a hidden switch, the hooks 
spring out and the bodyblades can be used as a slashing weapon. 


Bola - This weighted throwing weapon is common amongst the 
Ho-keyrn riders of the Tellahn ranchlands. The three weighted 
balls are connected by 16 inches of thin leather. Many northern 
Gevurian Ha’esh have adopted this throwing weapon. 


Bolt petronel -This weapon works on the principle of placing a 
bow across a stalk and attaching a trigger mechanism. This hand 
cocked device is most commonly used by the streetmen of Ge- 
vurian towns and cities. The hand-held bolt pistol is 12 " long 
and fires a 6 inch metal bolt. 


Bow, Kan/’din - The Kan’din bow is a finely made weapon which 
has the power of a longbow but is smaller and more compact. 
These bows are another of the Channi’s ancient weapons passed 
through generations of the clan. 


?) 


(ignore AV) 


4 
9 
4 
5 
6 
5 
7 
9 
7 


2 

8) 
1 
a 
4 


3 


*These weapons have an ENC of 1 for every whole group of 3 carried. 
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Bow, Saree long - The Saree long bow is a powerful missile 
weapon favoured by the Je’Khan. Its long range makes it an ex- 
cellent hunting weapon which can even be used on horseback. 


Bow, short - The short bow is a Ha’esh bow common amongst 
hunters and pathsilkers. Its small size makes it suitable for use in 
swampland. 


Chantin Va - The Chantin Va is the sword used by the Channi 
holy warriors of the Ha’esh clans. These blades are heirlooms 
passed through generations of the clan. They are exceptionally 
sharp and finely made weapons forged using techniques unknown 
to even the forgiin. The Va has a 4 foot curved blade of three- 
quarter inch width. A Channi will never l¢t another mortal touch 
his blade and spends ee time cleaning} d practising with the 
weapon. f 


Davin, gentleman’s - This thin bladed weapon is the most com- 
monly found weapon amongst the ranks of the Karro upper class 
in Gevuria. The davin is a light and fast weapon with a thin half 
inch blade of 4 feet length which ends in a point. Many see the 
use of the davin as an art rather than as a fighting style, and it is 
often carried as an accepted part of everyday dress. 


Davin, military - The davin used by the Gevurian military is a 
heavier weapon than the one used by civilians. It has a hand guard 
and a one inch wide blade which makes it slower but more pow- 
erful than the gentleman’s davin. The heavier blade produces a 
slashing rather than a thrusting style of attack. 


Deathneedle -The Khostra use many strange weapons but the 
deathneedle is perhaps the most renowned. This weapon is a very 
thin blade from 6 to 12 inches long which is hollow. It is de- 


Table 11. Missile Weapons 


Short 
0-10 
0-15 
0-10 
0-10 
0-10 
0-20 
0-30 

0-2 
0-5 
0-5 
0-10 
0-5 
0-5 
0-5 


Medium Long 
11-20 21-40 
16-40 41-80 
11-40 41-80 
11-30 31-60 
11-30 31-50 
21-60 61-120 
31-80 81-200 

3-5 6-10 
6-10 11-20 
6-10 11-15 
11-20 21-30 
6-12 13-18 
6-12 13-18 
6-10 11-15 


Weapon 

Bolt Petronel 
Bow- Kan’din 
Bow- Saree long 
Bow- short 
Rockpipe- hand 
Rockpipe- short 
Rockpipe- long 
Blowpipe 

Bola 

Gudj 

Javelin 

Jask 

Tandin 

Tjhav 


signed to snap off in the victim and spread the poison held within 
the blade around the bloodstream. Normally it is a very deadly 
form of attack. Deathneedles are easily concealed about the user. 


Essa tracing - Chiel use the holy Essa symbols of Sandis against 
their enemies. This power manefests itself as a 10" floating scar- 
let orb of energy which can be used for attack and defense. The 
Chiel must hold the Augury in his left hand whilst drawing the 
mystical Essa symbols in the air with his right. A full description 
of this holy form of combat is given in the Skills chapter. 


‘The holy power of the Essa transformed into the sacred crimson 
orb of Sandis above the head of our Father. His movements were 
slow and precise, directing the hallowed ball in its dance of 
retribution.’ 


- Excerpt from the Augury. 


Ghurti - The Ghurti is a native Ha’esh weapon favoured by the 
swamplanders of Gevuria. It has a 3 inch thick blade which is 12 
to 18 inches long with a single cutting edge and is used to chop 
through jungle and swampland as much as it is for melee com- 
bat. 


Haitos - The haitos is a weapon used in the sport of Gin-Ghan. It 
consists of a 5 foot long haft which has a net and weight at one 
end and a single edged 12 inch blade at the other. These two ends 
allow the haitos to be used for either slashing or crushing at- 
tacks. 


Hantoth - This is a Chinte’ F’har weapon and is made from the 
strong glass produced by the mountain realm of Yaskal. These 
weapons are often purchased from Chinte’ traders, for they are 
tough and very sharp. The blade is similar to the gentleman’s 
davin. 


Jai Blade - This is the weapon of the Je’Khan warrior. It has a 
thick 4' long blade, curved in a crescent shape. The inner edge 
has viscous barbs on it which can be used to snap an opponents 
weapon if a successful ‘Disarm’ manoeuvre is completed. 


Jask - Jasks are specially balanced knives made for throwing. 
They are common across Agasha but especially so in the Danja 
communities of the larger towns. 


Extreme 


41-60 


81-110 
81-130 


61-90 
51-70 


121-250 
201-400 


11-15 
21-30 
16-20 
31-40 
19-24 
19-24 
16-20 


*These weapons have an ENC of 1 for each whole group of 3 carried. 
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Javelin - The javelin is a lightly weighted spear commonly used 
by the native swamp Ha’esh of Gevuria as a hunting weapon. It 
is usually 4 feet in length. 


Kala - The Kala weapon of the Khostra is a viscous double bladed 
weapon which the Khostra use to deadly effect. The handle is in 
the centre of the weapon, with a curved 12 to 15 inch long blade 
at opposing ends. Kala are always finely crafted by the Khostra. 
The weapon has a complex, artistic combat style appreciated by 
the inhabitants of Khos-Tavar. The Khostra claim that the style 
is a form of dance, but their enemies seem to disagree. 


Keldin bar - The keldin bar is a recent invention of the academy 
of science. It is a two foot long insulated wood and metal pole 
which has a number of tiny crystals fitted to wires within the 1" 
diameter bar. The crystal circuitry builds up Sa-energy which 
can then be ‘earthed’ through simply touching a target. The en- 
ergy transfer produces a shock which is equivalent to being hit 
by a large club. The user needs only tap his target with the bar to 
produce the desired effect. 


The energy transfer passes through every form of armour, thus 
no AV (including all clothing, metal armour, and creature’s natu- 
ral armour) protects against this attack. Skichan webs still work 
against the keldin bar. 


The keldin bar has a switch which must be turned off when the 
bar is inoperative, for the weapon can overload if left on for over 
an hour. Overloaded weapons may explode! The bars are quite 
sturdy and can take a good few knocks before they break. These 
are the weapons commonly used by the streetmen of Gevuria. 


Kellick - This weapon is a Roquan blade and is common amongst 
that people. The Kellick has a one and a half inch wide blade 
with both a cutting edge and a serrated edge. It is roughly 4 feet 
long. 


Knife - The knife is a common weapon amongst all classes. It 
usually has a 6 to 9 inch blade with one cutting edge. 


Kyroblade - The Kyroblade is a thin-edged weapon used by 
Kyromancers. The blades have to be Sa-melded to the Kyromanc- 
er’s body, thus allowing the weapon to Phase with the Kyro- 
mancer into the Fade. Kyroblades are a physical part of the Ky- 
romancer, and retract into his flesh. They are usually fitted into 
the wrist or the fingertips, for ease of use and concealment. 


Longknife - The longknife is a weapon which is common 
amongst street gangs and thugs as it is the most dangerous con- 
cealable weapon there is. The blade is usually 12 to 15 inches 
long and both its sharpened edges end in a point. The blade is 
roughly one inch wide. 


Rockpipe - The rockpipe is a construct of the Myrdall race, used 
as a rock cutting tool; hence its name. A Tellahn scholar discov- 
ered that a stone ball, or ‘plug’ inserted into 
the pipe could be fired at great velocity, 
thus changing the tool into a dangerous 
weapon. It has only recently been in- 
troduced across 
Gevuria and is 
usually seen in the 
hands of the New 
Scientists, but is becom- 
ing an increasingly popular 
weapon. 


The rockpipe is an accurate missile weapon which is slow to 
reload, but can unleash a devastating amount of damage. The 
device consists of a long pipe with a closed bulb of rock at one 
end. When the bulb is heated, the particular properties of the 
rock cause the high pressure gasses within to expand, shooting 
out a rock ‘plug’ which is wedged into the open end of the pipe. 
Copying the ideas of the Tellahns, the New Scientists have de- 
veloped frames for these pipes as well as mechanical contrap- 
tions, which light a tray containing cotton soaked in bladdercorn 
oil. This device quickly heats the bulb to the point of explosion. 


Unlike other missile weapons, rockpipes cannot be fired once a 
Round. It takes one complete Round to reload a rockpipe, after 
which time it can be fired again. 


The hand held rockpipe is a recent invention of the Institute of 
New Science, and is usually only used by members of this es- 
teemed society. The Hinchley-Parkington ’75 is the most suc- 
cessful version of the hand held rockpipe and has already made a 
name for itself as a revolutionary piece of equipment. 


Singlestick - This weapon is common amongst sailors, street 
gangs and thugs. It can be used as either a bludgeon or as a par- 
rying weapon and usually has a thick wooden haft up to 24 inches 
long. 


Spear, short - The short spear is used by Ja’Hansh Jute guards. 
The haft is roughly 5 feet long and has a double edged metal 
head 12 inches long. 


Spear, long - This form of spear is common amongst the swamp 
Ha’esh of Gevuria and is used both as a hunting weapon and as a 
method of propelling the flat bottomed barge-boats of these peo- 
ple. The long spear is usually about 7 feet long and has a 12 inch 
single edged blade. 


Swordcane -A relatively new invention, the swordcane allows 
the careful gentleman to carry a weapon in the urban environ- 
ment without fear of Streetman intervention or the disdain of his 
peers. This weapon looks like a well made walking stick but, in 
fact conceals a thin equivalent of a Gentleman’s davin within. 
This weapon is used under the ‘Gentleman’s davin’ combat skill. 


Ta-hun - The ta-hun is a Chinte’ F’har weapon common amongst 
the soldiers of that race. It has a long 6 foot haft with a 24 inch 
glass blade attached to the top at 45 degrees to the haft. This 
blade is used in a long slashing motion. 


Tandin - The tandin is a short throwing hatchet which is used by 
the native Ha’esh tribes in Vhastor and the north of Agasha. It is 
rarely seen outside of these communities. 


Tellahn Blade - This weapon is common in the north realm of 
Tellah and is used by the Jouk. The blade is two inches wide and 
curved, with blades up to 5 feet long being common. These weap- 
ons are rarely seen in Gevuria. 


Tjhav- The tjhav is the three inch wooden ball used in the pub- 
game of the same name. Many thugs have noticed that with its 
many metal spikes, the tjhav makes a good cheap throwing 
weapon. There is an art to throwing the ball which, when mas- 
tered, can make the tjhav a dangerous missile weapon. 


Pie Pe 


Miscellaneous Equipment 


Cry-cutters - This Khostran invention consists of a 2' long metal 
flask with a directional funnel on the top. The flask contains 2 Ji- 
crystals which react with an unknown potion which causes a very 
powerful gas flame to shoot out of the funnel. The Khostra use 
this device for building their metal-contraptions and devices. 
Other races now use this as a tool to cut found gems from rock. 
Protective siltreaver goggles must be worn when using the cut- 
ter. Should an AC decide to use this fragile instrument as a 
weapon, feel free to improvise the results of gas explosions. The 
cutters count as an improvised weapon with a further -2 due to 
size and bulk. Damage will be as an intense fite (4 wounds at 10 
DAM per round), and normal fire 1 apply, as detailed in the 


Field Illuminator - These bulky instruments were first designed 
over ten years ago by the Institute of New Science for use on 
board Cornboats travelling at night, but have become more port- 
able since then. Through a series of clockwork and mirror tech- 
nology, Sa can be channelled into light energy within the Ilumi- 
nator and directed in a strong beam capable of lighting a 5 foot 
spot over 200 yards awa y. Explorers and miners/hav¢ found this 
device invaluable. 


Find-stone - These 9" diameter discs of stone split into two when 
twisted. One disc is turned over and placed on top of the other, at 
which point it will start to spin clockwise. An indicator on the 
spinning top stone will come to a halt and point towards the gi- 
ant Myrdall artefacts known as Pointstones. The find-stone will 
always point towards the pointstone of its origin, for they are 
pieces of the same myr-rock, shaped by that race. These items 
are rare and very old. They are prized possessions of Chinte’ 
High Navigators and Fellows of fgg 


Flatback Cards - These cards are the basis for the most popular 
gambling game on Gevuria. It is similar to Earth’s poker but is 
more complex and can last several hours. 


Flathead trigger - This modern tool is a scientific invention 
which uses crystal energy to assist the user in any fine manipula- 
tive task. It can reduce the difficulty factor of many mechanical 
alteration and repair jobs which use the ‘Science’ and ‘Devise’ 
skills, including lock picking. 


Grab-gun - The grab-gun is another recent invention. The gun 
fires a small grappling hook and claw head which snaps open, 
ready to attach itself to the first surface that it connects with. 20 
yards of worm-silk are attached to the hook, providing a strong 
climbing line veneeee Hitee an sarge! 


The gun is a 3 foot long metallic chamber with a 
firing handle and butt at one end. A detachable pin allows quick 
release of the rope, whilst a small reel allows fast retrieval of the 


grapple. 


Jhuttu Pipe - This musical instrument is made of bone or ivory 
and has a mellow, peaceful sound which is pleasant to the ear. It 
is roughly 3 feet long and is rather heavy. The jhuttu has been 
known to make a good weapon in bar-room brawls. (3 DAM). 


Loam rods - These rods are built using several types of gem 
mixed with clockwork technology. They are normally 6" in length 
and are valued across Agasha for their healing properties. Each 
rod has a permanent energy level of between | and 10 depending 
on the gems used and the ‘Science’ skill of the maker. (For found 
loam rods, roll 1D10 for the energy level). 


The rod can :- 
op Heal 1 Wound Effect for the cost shown on the table over- 
leaf. 


p Reduce the character’s FAT total on his Energy Bar by a 
number of levels equal to the doctor’s ‘Medical lore’ skill, 
per energy point expended. (FAT gained through ENC 
cannot be removed). This can only be attempted once all 
Wound Effects have been healed. Reducing FAT counts 

as an Easy Success Test. 


Table 13 overleaf summarises this information. 


The rod must be placed upon the injury and works instantly, re- 
moving one Wound Effects per application, providing that an 
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Item 

‘The Augury’ 
backpack 

bedroll 

candle 

chalk 

cry-cutters 

field illuminator 
find-stone 

flathead trigger 

flint and steel 
fountain pen 
framepack 

garnbag 

gloves 

grab-gun 

grappling hook 
jhuttu pipe 

lantern 

lighter, Zoppo 

loam rod 200xEnergy Level 
lock picks 45 
magnifying glass 250 
map case 

oil flask 

pack of flatback cards 
paper 

pen 

“+ bottle of ink 
pictograph 

“+ film for above 

“+ developing kit 
pipe 

pocket chronometer 
PGR 

pot, cooking 
reading lenses 
reoni pipes 

quiver 

“+ per 20 arrows 

“+ per 20 bolts 

per 2 rockpipe trays 
rockplug 

rope 

rope, superior 
saddle-horse or skink 
saddle-sleth or gressh 
saddle bags 

satchel 

scabbard 
scale-chain kit 
scientist’s knife 
sight-scope 

sleth horn 

soap 

swamp mask 

tent 

torch 

travel desk 
umbrella 

walking cane 
waterskin 

weapon belt 

“+ belt pouch 
writing slate 

Yinta harp 


ENC 
| 
1 
1 
0 
0 
2 
2 
1 
0 
0 
0 
1 
2 
0 
2 
1 
0 
1 
0 
1 
0 
1 
1 
1 
0 
0 
0 
0 
1 
1 
1 
0 
1 
1 
1 
0 
0 
0 
1 
1 
1 
0 
2 
1 
3 
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the sacred book of Sandis 

holds and protects 5 ENC worth of items. 

wool blankets and ground sheet. 

burns for 2 hours. 

5 pieces. 

Khostran-designed tool used to cut gems from rock. 
lights 5 foot spot up to 200 yards away. 

Myr-built stone direction indicator. 

crystal and mechanical technical tool. 

tinder box starts fire in 3 minutes. 

silver plated. 

holds and protects 10 ENC worth of items. 
gressh saddlebags. holds and protects 14 ENC of items. 
heavy leather. Fur-lined. 

fires grappling mechanism. 20 yards worm-silk line. 
copper, blackened hook. 

long bone or ivory musical pipe. 

holds 1 pint of oil. (6 hours worth). 

hand-held, silver plated. 

crystal healing implement. 1D10 Energy Levels. 
copper hooks. 

Chinte’ F’har made. 6" diameter. Well wrapped in leather. 
watertight 12" long cylinder of copper and leather. 
6 hour refill (1 pint). 

pack of 78 cards. 

10 sheets. 12 inches by 8 inches. 

silver tip 

clay bottle & cork stopper 

bulky and fragile 

6 pictures 

includes chemicals for 6 pictures 

clay 

silver plated. 3" diameter face. 

portable gem reading device. 

clay. 

optical aids designed by Chinte’ F’har. 

wooden musical pipes. 

holds 20 arrows. 

hardened wood tips. 

metal shafts for bolt petronel. 

only available from the Institute of Science. 

only available from the Institute of Science. 

15 yards hemp. 

15 yards worm silk. ° 

includes stirrups and blanket. 

6 man howdah. 

holds and protects 7 ENC worth of items. 

holds and protects 3 ENC worth of items. 

holds one weapon type. 

one chain and 6 pitons. 

6 individual blades including saw, flint and file. 
Chinte’ made 6" x 6" box. 10 X aia view-finder. 
curled musical horn. 

1 bar. 

protective breathing apparatus for use in swamp fog. 
canvas. 2 man. (5 feet by 8 feet) 

burns for 1 hour. 

laptop writing case with 2 pens, 2 ink and 20 paper. 
waterproof canvas. 

well crafted with silver tip. 

holds 4 pints. 

holds 2 scabbards and 3 pouches. 

holds 3 small items (ENC 0 each). 

miniature chalk board. 

20 stringed musical instrument 


Table 13. Loam Rod Energy Costs 


Effect 
Reduce FAT by ‘Medical lore’ 


Energy Cost 


Remove Easy Wound Effect 
Remove Moderate Wound Effect 
Remove Difficult Wound Effect 
Remove Impossible Wound Effect 


adequate amount of energy is expended. 


A ‘Medical lore’ skill roll at the Difficulty Factor of the wound 
taken is required by the doctor to tune the gem to the patient. The 
energy level is spent regardless of whether this roll is successful 
or not. Reducing FAT counts as an Easy Success Test. 


Loam rods regenerate energy levels at a rate of 1 point per hour. 


Oil Lighter- These small and handy items 
are filled with cotton soaked in 
bladdercorn oil which is highly flam- 
mable. The lighter is reliable in most 
conditions including driving winds and * 
rain. The Zoppo lighter company is based 

in Treth and guarantees each lighter for a 
lifetime. 


Pictograph- This item is a recent inven- : 
tion of the Gevurian Institute of New Science. The pictograph is 
a bulky and fragile object which is not yet a reliable piece of 
equipment. It is used by scientists and explorers across Gevuria 
and as an expensive toy of the aristocracy. Taking a picture with 
the box requires it to be held steady and pointed at the subject for 
at least a minute. Developing is also a tricky business, with each 
film requiring a few hours work in a dark room and a knowledge 
of the ‘Science’ skill for the best results. 


Pocket Chronometer- This pocket-sized timepiece is another 
recent invention and is still a rare item. They are popular with 
Karro gentlemen who like to impress their friends with their mod- 
ern ways. These items are very fragile and require constant care 
and winding if they are to prove useful. Even when broken the 
watch looks impressive. 


PGR - The Portable Gem Reader is a device built by the scien- 
tists of Gevuria which is used to access the information and data 
stored within the many types of gem found on Gargentihr. The 
PGR is a finely made wood and metal box which has a sliding 
side compartment large enough to hold any gem up to 1 ENC in 
size. It has an opaque front screen which alters the gem contents 
into fast bursts of light. The PGR has a separate flip-down eye 


piece which transforms the flashing 
lights omitted by the box into an 
readable by the user. The gif ‘ 
PGR allows the use of the 
“Gem lore’ skill without the 
need to go to one of the gi- 
ant complex gem readers 
found in Gevurian librar- 
ies. 


Reading Lenses - It is only the Chinte’ who have the required 
skill in glass making to produce a pair of wire framed lenses 
which improve eyesight. This monopoly has led to high prices 
for these useful items. If a character has a SEN of 3 or less he 
will gain a +1 to his SEN when wearing his glasses, for the pur- 
poses of rolls involving sight only. If a characters SEN is 4 or 
more the glasses will have no effect, since they only improve 
poor eyesight. 


Reoni Pipes - This musical instrument is favoured by the swamp 
Ha’esh and is said to be an instrument first used by the Ancients. 
Its soulful sounds are commonly heard in the inns and shrines of 
the Ha’esh people. 


Scale-chain set - This equipment is required to climb the giant 
gei-trees of Gevuria. It can also be used for scaling rock faces 
and buildings. 


dling smaller items fave an ENC 
: of 0. It would be unfair to penalise a 
character for carrying a candle or 
some soap. However, if a player 
goes over the top and starts carry- 
ing 10 bars of soap or 5 Zoppo light- 
ers, he should pay the price in ENC. 


Generally three ENC o items will 
count as ENC 1. The Narrator can 
decide which items will weigh a” 

_ greater or lesser amount than this. 
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Scientists Knife - These small pocket-knives are a recent inven- 
tion of the Institute of New Science and consist of six blades of 
differing use. Along with the 3" main blade can be found a file, a 
saw, a flint, a cork-screw and one blade which appears to have 
no use whatsoever. 


Sight-scope - The Chinte’ F’har have designed this item for navi- 
gational use on their cutters. It consists ofa 6" by 6" lidded wooden 
box with a large protruding lens attached to the front. The user 
flips up the lid which has a mirrored underside used for viewing. 
The scope magnifies sight tenfold by using a series of mirrors, 
internal lenses and crystals. This tends to make these items rather 
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fragile. 
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Sleth horn - This curved musical horn has a deep and resonant 
sound and is often used by the military as a form of signalling. 
They are a common sound on the plains of Ja’ Hall. 


Swamp mask - The swamp mask was designed by Gevurian 
scientists to protect Karro workers when they are mining coral 
gems in areas of swampland filled with the dangerous choking 
mists. The mask has a self-contained breathing tank and filtra- 
tion system. 


A small glass phial is contained in some filter masks which can 
crush the herb known as ‘bubbleweed’ to allow breathing under 
water or silt for up to twenty minutes at a time. 


Travel desk- This portable desk is commonly used by scholars 
and writers on field trips. All contents are well secured, and will 
not spill. 


Yinta harp - The harp is a twenty stringed instrument which has 
a sweet and delicate sound. It is a device favoured by the rich 
and intellectual. 


Table 14. Healing Items. 


Cost ENC Notes 

per 12 rolls of bandage 
per dose 

boiled and wrapped in tyo 
leaves 

24 bandages, 20 tyo 
leaves and 10 sets of 
stitching in a leather pack. 
Also set of small, sharp 
knifes for bleeding (2 
DAM). All in leather bag 
which protects them. 


Items 
bandages 5 1 
Tyo leaves 2 0) 
stitching 5 0 


140 2 


doctors pack 


Transport 


Horse- The horses of Agasha are a strong, hardy breed and the 
mounts of the rich. They are found solely in the green western 
valleys of Ja’Hall and are a rare sight amongst common folk. 
The Je’Khan horse-traders breed the finest mounts of Agasha 
and only sell to the richest buyer. Horses can travel about 30 
miles a day but must be walked for much of this. They do not 
fare well in the Gevurian swamplands and only a foolish or cruel 
master would take his mount through such land. 


Gressh- These large beasts usually stand 8' off the ground and 
can grow to be 16' long. They have eight legs, which give them 
excellent mobility, and a tough black plate armoured hide. The 
gressh are found on the salt-plains of Tellah where they dwell in 
the huge mesas of that land. Wild gressh are dangerous and un- 
predictable creatures and should be avoided but they make good 
sturdy mounts once ‘pinned’. Pinning is a form of lobotomy which 
pacifies the creature. Special metal pins must be hammered into 
the beast’s skull in certain places to tame the gressh. This can be 
a tricky and dangerous task for it can cause much pain if not 
correctly placed and is usually only attempted by the highly 
skilled. ; 
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The Jouk of Tellah use gressh as common mounts and breed them 
for transport and combat. The Tellahn Gre-keyrn cavalry units 
are feared for their use of gressh in combat. Gressh can carry 
tremendous loads in howdahs and garnbags, and can still cover 
over forty miles a day. Gressh are rarer in the south, where their 
salt diet must be obtained from filtering silt; an expensive and 
time consuming process run by the New Scientists. All Tellahn 
settlements have huge salt-bins where tame gressh can graze and 
sleep. 


Gressh have poor eyesight but an excellent sense of smell. Even 
the lobotomised ‘tame’ gressh can be stubborn and bad-tempered. 
Hungry gressh tend to get very excited and are impossible to 
control around large quantities of salt. 


Gressh secrete eaten salt in a dark grey paste which can harden 
to concrete within an hour or so. A gressh will have to eat a 
quarter of its body weight in salt every week, and can secrete 
roughly the same amount. All secretion is odourless and warm, 
and law dictates that the owner must clean up after his mount 
before the secretion hardens. The gressh build the huge salt me- 
sas of Tellah from their paste and live within these giant grey 
stalagmites. 
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Table 15. Transport Fares. 


Fares 

Cab fare 

“sper additional mile 

“sper additional person 2 
“sper 15 minutes wait 2 
Corn boat 12 per day 
Passenger cutter 25 per day 
The Thar-Hei 35 per day 
Tellahn longcutter 4 per day 
Trade cutter & per day 
Windtrader’s Sarakern 5C per day 


Gressh are powerful, but can be stubborn and malicious if not 
correctly pinned. Many gressh have erratic behavioural pattern 
due to the pinning process. ‘Crazy like a gressh’ is a common 
Jouk term for rash actions. 


Skink- Skink stand 12' tall on their pow- 
erful hind legs and use their large tails to 
balance. They are a brightly coloured 
lizard commonly found in Yaskal, and 
are a popular mount amongst the 
Chinte’ F’har who now breed them in 
every realm in Agasha. Skink are no- 
toriously stubborn creatures, prone to 
lashing out with their powerful tails 
at anyone stupid enough to stand 
near by. The best tamed skink 
are sold by Cronth, for the 
Myrdall seem to have a way 
with these beasts. 


Skink are fast and agile, often reach- 
ing speeds of 60 miles an hour on flat plains, even nivhen carrying 
a rider. They require little sustenance, and can store four weeks 
nourishment within the fat in their tails. 


Skink are skittish creatures and they produce a foul smelling liq- 
uid from their pores which all other creatures find extremely re- 
pulsive. Skink have very good senses and can often spot an am- 
bush long before their master. The smell from an alarmed skink 
usually alerts the rider soon after his mount has spotted some- 


Table 16. Transport 


Type 
Coach-Hansom 
Coach-4 man 
Canoe 

Cart 

Gressh 
Growler 
Horse 
Horse-racing 
Horse-war 
Sleth 

Skink 

Swamp barge 
Wagon 


Notes 
1 person, up to 2 miles 


New Scientist invention. Fastest water vessel. 
Comfortable travel in cabins. Kaldin Travelling Co. 
The giant creature that crosses Vhastor 

Jouk built. Long and narrow trading vessel 

Most common ship found on river and silt 

The floating behemoths that sail the Sa-winds 


thing. 


Skink are the most commonly used mounts on Agasha. Every 
realm now uses skink transport, and the beast’s colouration indi- 
cates where it was bred. The dull green and yellow skink of east 
Yaskal remain the finest mounts. 


Sleth- These huge reptilian beasts are common across the south 
and east of Agasha, especially in swamplands. Sleth can grow 
up to 30' in length and are usually over 10' high. They have a 
strong, flat skull with two giant curved horns. Sleth are peaceful 
creatures with an almost naturally tame persona. They enjoy com- 
pany and, if treated well, will never require tethering or a har- 
ness. 


Sleth are slow creatures, well suited to their role as beasts of 
burden as they can carry up to five hundred enc. They can cover 
15 miles a day but require several hours grazing. It is unwise to 
try to speed up a grazing sleth, for they can be fierce creatures 
when irritated. 
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Notes 

Seats 2 comfortably. Horse or skink drawn. 
Seats 4 comfortably. 2 horse or skink drawn. 
2 man barge 

Open cart. Horse or skink drawn. 

Tellahn riding beast. 

Seats 6 comfortably. Gressh drawn cabin. 
Mount of the rich. 

Pedigree animal. Bred in Ja’Hall. 

Trained for combat. 

Gevurian beast of burden. 

Most common Agashan riding beast. 
Commonly used by Ha’esh pathsilkers. Holds 6. 
Seats 6 in the open. 2 Horse or skink drawn. 
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No Formweaver should use his powers around a sleth for these 
beasts are exceptionally sensitive to Sa-energy. If in the vicinity 
of naturally occurring Sa, the sleth will begin to act nervously, 
but if a larger amount of Sa flows near to these beasts, they may 
fly into a rabid frenzy. Untold damage can be caused by these 
powerful creatures in such a state and often the only way to stop 
the creature is to kill it. 


Public Transport 


Cabs - The hansom cabs of Gevuria can be found on the streets 
of every main town and are a common means of transport for the 
well off. In the higher class areas of town there are many such 
cabs, but the chance of finding one diminishes greatly as you 
approach the poorer areas. They are rarely seen outside of the 
main towns and ports. 


Land Travel - For travel over great distances, the merchant cara- 
vans are the safest means, but small enterprising travel compa- 
nies do exist. Both the Geographical and Chronological Socie- 
ties offer places within their expedition groups to those wishing 
to travel with an escort. It often pays to travel in company through 
the wilds of Agasha. 


The giant Thar-Hei travels between the realms of Ghent and 
Yaskal, and carries a trading town on the back of its huge shell. 
Every year it passes into the northern Gevurian town of Charra 
at the start of the Howling season. During this time there is much 
trading with the Roquan merchants who control the beast. The 
Thar-Hei offers a safe passage to the northern realms of Agasha 
in the cabins carved into its thick shell. 


Sea Travel - Many ships take passengers along the coasts of the 
silt seas. Most vessels are either sleek Chinte’ cutters or huge 
Karro trading ships, but the occasional Khostran or Je’ Khan ship 
also offer transport. The cost depends on availability and amount 
of comfort on board, with passenger vessels providing luxurious 
cabins for the wealthy. This type of transport is normally faster 
and often safer than land-based travel. 


The northern realm of Tellah uses a network of canals as its main 
mode of transportation, and the Jouk Barge-families of the area 
can offer transportation in the cabins of their houseboats. In Ge- 
vuria, the Institute of New Science uses their cornboats on the 


Table 17. Tools and Laboratories. 


Cost 
150 


Item 
New Scientist Toolbox 


New Scientist Laboratory 2000 


300 
5000 


Kyromancer Toolbox 
Kyromancer Laboratory 


jungle rivers. These vessels are often cheap but they are cramped, 
dirty, noisy and smoke-filled. They also have a habit of breaking 
down, but its better than spending a fortnight in sheashu infested 
swampland. 


Air Travel - The adventurous may use the giant sarakern which 
float on the Sa-winds to travel between realms. The Windtraders 
land in all major cities across Agasha, and often allow travellers 
to accompany them. This mode of transport is fast and offers an 
insight into the ways of this mysterious race. Sarakern can land 
in the huge Windbays found in all the main towns of Agasha. 
These areas are often a mixture of trading halls, Danja galleries 
and taverns, and draw a more cosmopolitan crowd than other 
areas of a town. 


Technological Tools and Equipment 


Technology on Gargentihr is still in its infancy. The Karro are 
one of the leaders in this strange new field, and the Institute of 
New Science is home to the major technologists of Gevuria. The 
scientists of this Institute have developed many strange new tools 
to help them in their advancement of technology. Many of these 
tools have been adopted as the standard equipment of technolo- 
gists throughout Agasha. 


In Gevuria these tools are used by members of both the Institute 
of New Science and the Institute of Kyromancy. The latter use 
them mainly in the building of their Kyroware. Each different 
technological branch has its own standard toolboxes which con- 
tains all the equipment for fixing the items that they are most 
familiar with. 


The table below shows the toolboxes and laboratories for the 
two major technological groups found in Gevuria. (The costs for 
laboratories does not include the price of the room or building). 


Using an appropriate laboratory for any standard task will make 
that task an Easy difficulty. Using a toolbox will make the task a 
Moderate difficulty, modified by the location it is being used in. 
Using a toolbox or laboratory from a different group than your 
own will raise the difficulty by one level. A laboratory will also 
contain a full toolbox. The Difficulty Factor for more unusual 
tasks is left to the Narrator’s discretion. 


Notes 

Contains tools for fixing most New Science 
inventions;clockwork, corn engines, corean boards, 
rockpipes, etc. 

Contains all equipment found in the toolbox. Can also 
deal with much larger tasks such as overhauling (or 


even building) cornboats, fixing clocktower clocks, etc. 
Contains tools for Kyroware repairs, etc. 

Contains all the tools found in the toolbox. Can also be 
used for much larger and more complex tasks such as 
building new Kyroware, etc. Shielded by Talandar 
Disruptors to keep Kyromancer permanently Phased 
whilst he works. Also has a Sa-conductor. 
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Services 


Standard services found within Gevuria are shown on the table _little chance of finding many of the services, such as a library or 
below. The prices in this table reflect those found ina medium a Signaltower. As usual, the exact cost and services to be found 


sized town, such as Rol-Katel. In larger towns, the chance of 
finding the service that you desire will be higher but so may the 
prices. In Ha’esh villages deep within the swamps there will be 


Table 18. Consumables and Services. 


Service Cost ENC 
Drink & Drugs 
beer 

koul 

klai 

mull 

sarassh 

yusp 

wine 

Ly wine 

drasp tea 

djaat gum 

Cadj sticks 
Tellahn cigar 
Caihn Tobacco 
Tellahn Tobacco 


Food 

poor meal 
common meal 
superior meal 
excellent meal 
1 days food 
trail rations 


Lodging (Cost per Day) 
poor lodging 

common lodging 
superior lodging 
excellent hotel 

stable, horse or skink 
sleth run 

salt-bins 


Apartments (Cost to Rent per Week) 
lurn flat 10 
common apartment 45 
superior apartment 120 
house in Karro area 500 


Service 

library use 

doctor 

lawyer 

Gin-ghan game 
messenger 

postage 

postage, long distance 
signalgrams 


in a location are at the discretion of the Narrator. 


Notes 


1 pint. 

1 pint. Ha’esh drink. Very strong and salty. 

0.5 pint. Strong sweet brandy favoured by sailors. 

1 pint. Bitter Je’Khan fruit drink. Spit out the poison pips. 
1 pint. Khostran black tar-brandy. Chewy. 

Mug of hot thick malty caffeine made from brown beans. 
0.5 pint. 

small cup. Sweet and expensive Ryamis wine. 

small cup. 

3" strip. Lasts 3 hours. 

packet of twenty. 

Fine quality. 

pouch for pipe. Strong smelling. 10 smokes worth. 
pouch for pipe. Sweet and rich. 10 smokes worth. 


basic meal in cheap tavern. 

filling meal in tavern. 

good food in club or hotel. 

fine meal in fashionable club or restaurant. 

1 days good food from market ( bread, fish, fruit, etc.) 
8 days, preserved rations. 


communal flop-house in the Gallery, per person 
4 person room in cheap tavern 

2 person room in good hotel 

luxury room in the ‘Treth Regency’, per person 
per day, includes feed. 

per day, open area of swamp for sleth 

Gressh stables per day, includes salt 


1 tiny room in Ha’esh slum house known as a ‘urn’ 
2 rooms in poorer area of a main swamptown 

2 rooms in upper class / Society area of town 
Small house in walled and gardened Karro area. 


entry fee. No withdrawals. 

per hour. Must also pay expenses. 

per hour. From reputable firm. No Ha’esh. 
professional team-game 

per mile. Written notes only 

per ounce. Within same urban area. 

per ounce. Between Gevurian towns. 

via signaltowers. Cost per 12 words. 
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‘Well, well, well. I was wondering when you would show up.’ 


A smile broke through the thick bush of hair which covered Lighter’s chin. He ran a hand across his bald head and gave 
the four Clondis the once over. ‘Sit down, friends. I want to hear how it went’. 


The basement of the Sanctor’s Temptation was almost empty, save for a few regulars tucked into.the shadows. Lighter 
Grought a round of drinks over to the booth where the Shevin had farst met and sat dowm beside his friends. 


‘T received word that you had left for Jevin. ‘Thought youd done a runner!’ 


Palmer smiled. ‘We had unfinished business there-from before we had joined the ah... family.’ He, glanced at Karrath, 
The Kyromancer said nothing. 


‘T see. And the job? How does it suit you, then?’ 
Tymon supped his Rlai and smiled. ‘Well, it has been an interesting season so far. I think wé hive aff. learnt a fiztle’. 
‘And have so much more still to experience’, added Ganna. 


‘Well, you seem to have made a first impression. It appears that gentleman named Tesh woilld Gke.to have words _\ 
with you, Palmer’. Lighter smiled lightly as he Stid this. Mepbviously Knew all about the incidents, with Tesh and the = 
Chinte’. The Clondis were extremely well informed.  ™ : 


‘There is one thing that I would like to. now, my friends. What exactly did you find inside Ths’ gem or i, 
‘Let’s just say that it contained enough circumstantial evidence to show that Yassh had, ambitions above hast current F 


post within the Chi'chee family. There were - natin plans afoot’. It was Pabuers a. tbe cryptic. He oy 
enjoyed the reversal of roles. A é 
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Lighter’s opaque eyes sparkled. ‘Well, hes you found was enough to.chtpince Clty Ra ‘adh Vasshi is returning to 
Yaskgl.’ Lighter paused to continue but was inter ) a fig standing in the! shadows beside the booth 


‘T understand his fate is not to be a pleasdnt one’. The Saying tones were tral Me Tene Spry The Clondis 
all turned to face their High Shevin, a 


‘You have done well, my friends. I am sure that youu, che ss eee humble Hal’, He ie out 
a small sifver and glass necklace,and laid tent the table ateewa ab Ve ‘cylindrical rods, both of which -wete 
picked up by Tymon. ¥ r ees 


Pies ios 
‘Lady Ra’harr was most grateful for yolwecrvitas: T Bier ston alee: the Chi'chiee family for matty yeaks, 
but it seems that you have done fe) job for te, re believe that this gives ac! tl Shevin two Favours, Lighter; one 


from the Chinte’ and one from me’. 


Thanking the High Shevin, the Clondis rook etal leaving Oe Spry alone. The white-eyed barman Pr, 
first. 

‘Well, you seem to have done it again, Jasper. Your chotees for our new Shevin have more than paid off. They're a good 
group’. 

Spry lit his cadj and settled into his seat, a lookof Satisfaction upon fis face. 

‘That they are, Randis. That they areal think, that we will hear many tales of their exploits before we finally retire’. 


Tips for the Players 


This section has been designed to give players a few hints on 
every aspect of role-playing, from character generation to better 
gaming. These notes come from our own experiences with ‘Gar- 
gentihr’ and other RPGs. 


Developing your Character 

By filling in the ‘Description’ and ‘Demeanour’ sections of the 
character sheet, both you and the other players will begin to learn 
a little more about your AC. Use famous people (actors, sports 
personalities, characters from book and film, etc) as guidelines 
for looks and personality. If you can picture your character then 
you are better equipped to role-play them. Small quirks and 
phrases used by your character can also add to the role-playing 
side of things. Some archetypal character types and quirks are 
described below to get you started, but feel free to make up your 
own. 


Character Archetypes 


Chancer- You are a loveable rogue and will charmingly 
take advantage of anyone dumb enough to listen. 


Quote - “Hey, trust me...” 


p Coward - Combat and danger aren’t really your scene. 
Why risk your own life when there are others perfectly 
willing to risk theirs? 


Quote - “I’ll just stay here at the back then, shall I?” 


f Cynic- You have a great disdain for all forms of religious 
and magical belief and have no respect for followers of 
either. 


Quote - “Bah! It’s all superstitious nonsense”. 


p Conservative- You don’t like change; things are fine as 
they are so why alter them? 


Quote - “If I leave things alone, then things’ll leave me 
alone.” 


eo Fanatic- You are ruled by a cause and it dominates your 
life. 


Quote - “My life, my body, my soul belongs to the cause”. 


@ Guardian - Some people just cannot take care of them- 
selves. They need someone to look after them and you 
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are that guardian. You will probably adopt a member of 
the group to care for and protect. 


Quote - “I swear, that whatever the odds, you will be safe!” 


Gentleman- You are guided by your personal sense of 
duty and honour. 


Quote - “I have given you my word. I do not intend on 
breaking it”. 

Joker- You hide behind a mask of tomfoolery and jest, 
even in the most desperate moments. 

Quote - “You’ve gotta laugh, or you’ll go crazy”. 


Maverick- You see yourself as an outcast and live on the 
edge of society. 


Quote - “I have nothing, except my wits and my davin”. 


Optimist- Everything always works out in the end, so 
what’s the point in worrying about it ? You may be in 
deep trouble but every cloud has a silver lining. 


Quote - “Hey, why worry ?” 


Pessimist- Nothing ever works out right, so what’s the 
point in hoping it will? You carry on because your friends 
expect it of you, but you know it will all go wrong even- 
tually. 


Quote - “ Oh great. It’s all going wrong. Here come the 
streetmen; we don’t have a chance”. 


Schemer- You are the cold and calculating type who 
leaves nothing to fate. 


Quote - “Right. Here’s the plan. According to my calcu- 
lations...” 
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Character Quirks 


Irrational Fear- You are petrified of one specific thing 
and will try your best to avoid this at all costs. 


Addiction - You are addicted to a substance, such as cadj 
sticks or djaat gum. It is not a game destroying addiction, 
but you may get irritable if you miss your daily dose. 


Speech Impediment- Such as a stutter. You may have 
trouble getting your point across under stress. 


Lucky Item - You have a favourite davin which you will 
never leave behind, or you have a lucky piece of clothing 
or jewellery. Such items are treasured and would never 
be let out of your sight. 


Bad Habit - You have a bad habit which you cannot stop. 
You may not even know you do it. This could be any- 
thing from always fidgeting to picking your teeth. 


Compulsion - You have some form of compulsive be- 
haviour. This could be attraction towards the opposite sex, 
gambling, lying, telling the truth or even gossiping. Again, 
it should not be a game destroying compulsion, just some- 
thing to add character. 


2+ 6 69 6 6 


os Clothes - You may have a lucky hat that you would never 

be seen without, or you may always wear the same col- 

our of clothes. Black leather seems to be a favourite 
amongst role-players... 


op Character traits - By adding personality traits, you will 
be able to role-play better. Characteristics such as hon- 
esty, greed, friendliness and cowardice can be fun to play. 
Other quirks such as being loud-mouthed, nosy, clumsy 
or grumpy can also add to your AC. Just don’t overdo it. 
If your character is totally obnoxious, then one of your 
gaming buddies may ‘accidentally’ stick his sword where 

the sun don’t shine. 


All of these quirks will give your AC more personality and will 
involve you more in the game. 


Character Goals 

As in real life, each character should have some motivation which 
drives him to become an adventurer. Adding these to a character 
will aid your role-playing and make your characters more three- 
dimensional. The following list gives some popular goals for your 
character:- 


Advancement of civilisation 
Battle glory 

Chivalry 

Discovery 

Fame 

Friendship 

Furtherance of scholarly study 
Furtherance of science 
Honour 

Intrigue 

Patriotism 

Revenge 

Romance 

Social rank 


Wealth 


Friends and Enemies 


During Character Generation, your AC may make a few friends 
and enemies along the way. The player and Narrator should work 
together to make these characters more interesting and to give 
them a personality and a home. These people may come into the 
campaign later on and reveal some of your ACs past to the other 
players. 


Take notes of NCs met during a campaign. Many of these indi- 
viduals may turn up when you least expect it. Old friends can 
provide the Shevin with a good meal and a safe place to sleep. 
Do not go out of your way to make enemies. You will find that 
you will have enough of these without having to try too hard. 


Playing Clondis 

You and your friends are all members of the same Shevin. You 
should remember that these groups of individuals are commonly 
closer than family, and rely on each other to survive on Gargen- 
tihr. Trust in your fellow Clondis, and help them when you can. 
You are part of a close-knit team and should play this way. 


This does not mean that the other players should know every- 
thing about your character. Having a chequered past can also be 
enjoyable, so keep skills and contacts secret until they come up 
in play. When the Shevin is trying to track down a murdering 
danja and runs out of leads, then mention that you know of an 
old Ha’esh beggar who works the local Gallery, and who might 
have some information. All the credit for finding this lead is your 
own. Its better than another player saying, ‘Hey Palmer, didn’t 
you use to work for the local Tavin?’ 
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Sample Term Events 


The random events which are rolled at the start of each term are 
an important part of the Character Generation process. It is these 
6 events that shape the character’s history, define some of the 
character’s advantages and disadvantages, and provide both player 
and Narrator with background, contacts and enemies. This proc- 
ess can be a tricky one the first time that it is tried, so here is an 
example of the first few terms of a character. 


The Pre-generation Conversation 


Before starting his campaign, the Narrator should talk to each 
player on his own, asking him what type of character he would 
like to play and giving the player a few options which he feels 
would suit his campaign. There is a lot of background detail which 
will be new to the players and this conversation will give the 
Narrator a chance to fill them in on Gargentihr. 


It can be useful if the player plans out his careers on the Travel 
Path at this time. This will allow the Narrator to ‘bend’ the rolled 
events towards the players chosen character type. The finished 
character will end up as a more rounded individual if this is done. 


The Event Rolls 


This section will show how the rolls of some random events can 
be moulded to fit a specific character. The Narrator has already 
taken one player, Chris, to the side and told him a little of the 
background of the world. Chris has flicked through the rules and 
decided that he wants a Kyromancer character. This fits in with 
the Narrators plans. (The other three players have decided on a 
Tavin Doctor, a Fellow of Science and a Channi). The Kyro- 
mancer is to be called Karrath Hess. 


Background Rolls. 

Chris has rolled for Karrath’s characteristics. He favoured DAL 
twice and slighted SEN, as required in the Kyromancy chapter. 
Chris also had to slight STR to even out his two favours. 


Chris has rolled for his home location and his family. He is a 
Karro from Rol-Katel. His father is a criminal who worships his 
son, whilst his brotherTully hates him. Karrath’s starting age is 
14. 


These rolls are rather extreme but can work together. The Narra- 
tor decides that Karrath’s father is a member of the Fennris Tavin. 
He spoils his older son whilst ignoring the younger Tully, who 
becomes jealous of Karrath. Chris decides that Karrath will have 
a haughty and aloof attitude stemming from his pampered child- 
hood. 


Term 1. 

Chris decides that Karrath will travel from his home in Rol-Ka- 
tel to Jevin, in order to join the School of Kyromancy. This ap- 
prenticeship will last all of the first term. Chris rolls on the Term 
Length Table and gets a 9; his first term is two years long. Chris 
also rolls on the Jevin Events Table to determine the outcome of 
the term. He rolls a 19. 


According to the rolls, Karrath meets a stranger in the local Gal- 
lery. The Narrator decides that because Karrath is going to be- 
come a Kyromancer, many strange events will feature in his young 
life. He rolls on the ‘Table of Individuals’ for more information 


about the encounter. 17 and 14 are rolled; a Sanctor is involved. 
(This will do for the stranger). Further rolls of 14 and 4 indicate 
that he is Witty! The Narrator ignores these last two rolls be- 
cause he has had an idea. He changes the Sanctor to a Witch- 
hunter and begins to make up the tale. 


At the tender age of 14, Karrath suffers from the first symptoms 
of Dyce Syndrome. His father is very concerned for his son and 
decides to take the young Karrath to Jevin where the High Sur- 
geons are said to be able to cure the disorder. Karrath’s father, 
Karn, is a known smuggler with many enemies and regards a 
sick son as a sign of weakness. Karn takes Karrath to Jevin in 
secrecy, travelling on a Fennris Tavin cutter. 


During the journey, Karrath learns to control his headaches and 
his blackouts (some of his 32 SPs are spent on ‘Meditation’ skill), 
but his migraines are becoming increasingly worse. By the time 
the cutter reached the port of Jevin, he has experienced his first 
Fade. Karn takes his son into the port at night to avoid the ques- 
tions of streetmen. 


As the cutter sailed into Jevin under cover of darkness a Witch- 
hunter named Morgan Kandell ‘felt’ the strange flux in the Sa- 
fields caused by Karrath. He knew that there was a child nearby 
that suffered from as yet untreated Dyce Syndrome. Kandell races 
to the docks to confront the child. 


The Narrator rolls on the ‘Outcome of Events’ table and gets a 
13. A relation dies! This fits into the story as follows. 


Kandell reaches the docks with several streetmen just as Karn 
carries his near-paralysed son off the cutter. In the ensuing chase, 
Karn is cut down by petronel bolts on Kandell’s orders. Karrath 
falls unconscious at his dying fathers side. The rest of the 2 year 
term is spent under the instruction of Morgan Kandell. Karrath is 
trained in the Witch-hunter’s Sanctum but still receives the nor- 
mal ‘School of Kyromancy’ skills. Karrath arrives in the port of 
Jevin and passes the entry examinations for the School (Or in his 
case, the Sanctum. He has a high enough DAL). He begins to 
learn how to control the flow of Sa through his body and has his 
Kyrosuit Sa-melded to his body by the High Surgeons. 
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Term 2. 

Having finished his apprenticeship, Chris must now decide what 
to do next. He decides to remain in Jevin and to undertake the 
Kyromancer occupation, which will take up the next 5 terms. 
(The Narrator already knew this from the Pre-generation con- 
versation). He rolls a 4 for term length (one and a half years 
long) and a 4 for the event on the Jevin Events Table. A local 
klai-den holds a surprise. This could be a tricky one. The Narra- 
tor rolls a 1 and 3 on the Table of Individuals, so an armsman is 
involved. The Outcome roll is a 10 (intense rivalry). 


The Narrator starts off from the end of Term 1. Morgan Kandell 
begins to instruct Karrath in the arts of Sa manipulation and asks 
Chris how Karrath reacts to this. Chris (role-playing his little 
heart out) decides that Karrath hates Kandell with a vengeance 
and refuses to follow the Witch-hunter’s orders. Eventually 
Kandell decides that Karrath must be turned over to the Institute 
of Kyromancy in Jevin before Dyce Syndrome kills him. 


Kandell sends an escort of the Sanctum Guard (the armsman in 
the event) with Karrath. He sends word to the School stating that 
Karrath is to be returned to him when his basic training is com- 
pleted. 


During the journey, the Narrator tells Chris that Karrath gets the 
chance to escape. He has decided that this escape attempt will be 
aided by an old smuggler friend of his fathers, who will turn out 
to be an agent. Chris, however, has other ideas. He declines the 
offer to try escaping, as he is quite happy to go along with 
Kandell’s plans for now. Chris’ decision ends the term’s event. 
(It just goes to show that the Narrator can never bank on a player 
to follow his ideas). Chris gets to spend the remainder of his 28 
SPs in the Kyromancer occupation. 


Term 3. 

Karrath has now arrived in the Kyros Instructus and Chris must 
continue with the second of his five ‘Kyromancer’ occupation 
terms. The term is 2 years long (Chris rolled an 8). The event is 
rolled on the Jevin Event Table and the outcome is a 19. ‘A strange 
meeting in the Gallery’. The Narrator gets no inspiration from 
this and so continues to roll dice. A 3 and an 8 produce a danja 
from the ‘Individuals’ table. The Narrator rolls a 20 on the ‘Out- 
come’ table and must roll twice more. A 4 and a 14 produce a 
mixed outcome. 


The Narrator continues the story. He details the Kyros Instructus 
and describes the halls of the Satornian Centre; the section of the 
Institute where Karrath is trained. He also introduces a blind 
Kyromancer named Dane Thirk, who becomes Karrath’s men- 
tor. 


As the young Karrath continues to learn his art, he is closely 
watched by a danja from the town. Over the year it becomes 
apparent that the danja is a member of the Fennris who work out 
of a seedy klai-den in Jevin. The Narrator tells Chris that he has 
seen this fellow a number of times during his time in Jevin and 
finally runs into him in the Gallery. The Narrator asks Chris if he 
approaches the danja. His curiosity piqued, Chris agrees to this 
suggestion. 


Kalad Hann is a short and acrobatic danja who befriends Karrath. 
He was good friends with Karrath’s father, Karn, and knew that 
Karrath was travelling to Jevin. Karrath finds himself spending 
less time on his studies whilst Kalad teaches him the ways of the 


streets. Chris receives 4 additional SPs for the term through this 
training, and decides to take a level of ‘Street lore’ and ‘Heavy 
drinking’ to fit in with the story. This takes care of the 4 rolled 
for ‘Outcome’. 


The Narrator decides that this lack of concentration and training 
results in a drop of 1 point in DAL. Master Thirk warns Karrath 
that if he is planning to become a serious Kyromancer he must 
learn to discipline himself. (This is the result of the 14 on the 
‘Outcome’ table). 


Karrath now spends his 32 points for the term on the occupation 
skill list. 


Term 4. 

Karrath spends this term in the third of his five required terms as 
a Kyromancer. He rolls a 19 for term length (a 3 year term). For 
the Event, he rolls a 6. Missionaries head into the Gevurian bor- 
ders. 


The Narrator remembers that Morgan Kandell wanted the young 
Karrath returned to him once he had finished his training, and so 
decides that this will influence the event. The missionary in ques- 
tion becomes a chiel Originist from Treth, called Brother Dalso, 
but the Narrator has decided that this event is secondary to the 
plot. The main event is that Kandell is travelling with this chiel 
to fetch Karrath. 


The Narrator rolls for the Outcome and scores a 16. Karrath is 
going to owe several favours to someone. This can be worked in 
as follows:- 


In the first year of his new occupation, Karrath received full hon- 
ours and gained access to the vast libraries of the Institute of 
Kyromancy. He continues to study and learns more of the arts of 
science. Kandell has learnt of his ‘pupils’ graduation and sets off 
for the Institute. 


Meanwhile, Kaled Hann has been investigating Karn’s death, 
for Karrath cannot remember much of his time in the Sanctum 
(He was drugged by Kandell). Kaled discovers the truth and warns 
Karrath that Kandell is returning to Jevin. He offers to hide the 
young Kyromancer, using a creature called a panu to hide 
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Karrath’s aura of Sa from prying minds. Kandell spends six 
months searching for Karrath, but eventually leaves the towers 
of Jevin, enraged. Karrath swears that he will repay Hann’s kind- 
ness somehow. 


Term 5. 

This is Karrath’s penultimate term and he rolls a 13 for length. (2 
years long). Chris decides that he will stay as a Kyromancer to 
further his Formweaving skills and he rolls a 19 for the Event. 
The Narrator has already used this encounter, and so Chris rolls 
again. A 9 results in a Kyromancer’s duel. This is an easy one! 
The Narrator decides that Karrath will be one of the two Kyro- 
mancers and rolls a 10 on the Outcome Table. An intense ri- 
valry... 


Karrath returns to the Institute to continue his studies and finds 
that another young Kyromancer has moved into his personal 
chambers! The Narrator tries to provoke Chris into action by 
mentioning that several valuable items of Karrath’s have been 
broken, including one of his newly built pieces of Kyroware and 
Chris must mark off one item from his starting total! 


The rival is a black-scarred Kyromancer called Fett. He is ob- 
noxious and unpleasant, insulting Karrath when he returns. Chris 
finally snaps and insists on a duel. (The Narrator has managed to 
achieve the outcome through provoking Chris. In this way, both 
Chris and the Narrator control the character’s destiny). 


Both Kyromancers are still learning their art, and such skirmishes 
are common in the Institute. The Narrator decides that an Op- 
posed DAL Success Test will decide the duel. Chris wins this 
Test, and so Karrath defeats Fett, who slinks off planning re- 
venge. This is another character that may well make a few ap- 
pearances in the on-going campaign. 


Term 6. 

Chris rolls a 10 for Karrath’s last term length and Chris decides 
that Karrath will stay in Jevin as a Kyromancer. His final two 
years see Karrath finishing off his occupation. The rolled event 
is 15; trouble between the Sullasin Tavin and the local danja. 
The Narrator has his work cut out for him. He must provide 
Karrath with a reason to join the Clondis, whilst also allowing 
him to remain a member of the Institute. 


In the first year of the term, Karrath completes his studies and is 
awarded the Kaladash Rose, an award given to the best pupils of 
the Institute. He gains his legal papers and can now call himself 
‘Kyromancer’. Master Thirk is proud of his pupil and allows 
Karrath to go his own way. (Karrath has only undertaken one 
occupation and receives all of the equipment listed). 


Papa Sullasin has decided to take over the Jevin gallery for his 
own uses and his Tavin lieutenants have waged war on the usual 
inhabitants, including Kaled Hann. The danja comes to Karrath 
for help and asks if the Kyromancer will aid him. Chris has al- 
ready sworn to help Kaled if need be and agrees. 


Over the following weeks, the danja strike back at the Sullasin 
Tavin, aided by Karrath. Word soon spreads of the black-clad 
Kyromancer who aids the Gallery folk against organised crime. 
The Narrator decides that he does not have to roll for an out- 
come, for Karrath is being hunted by the Tavin. 


The Narrator finishes the term off by having Papa Sullasin con- 
tact his allies within the Institute of Kyromancy. Karrath receives 


warning from his peers that powerful, unnamed individuals would 
like him removed. The Narrator advises Chris that now is the 
time to leave Jevin, at least until the situation dies down. The 
Sullasin have backed off from the Gallery, and Kaled is grateful. 
Karrath returns to his home town of Rol-Katel, which just hap- 
pens to be the base of the Sanctor’s Temptation Clon-Hall, where 
the Narrator is going to base his campaign... 


Get The Idea ? 

The above terms show that different situations can arise out of a 
few dice rolls. When you are building up the background try not 
to force things too much. If you can’t think of a suitable event 
with the dice rolls, then roll again. Bounce the ideas off of the 
player and accept any good suggestions that he makes. Remem- 
ber that it’s his character too! 


The dice rolls are really just a method of getting you to think of 
possibilities. Don’t feel that you have to stick to any one roll. If 
you have a better idea than that on the table then go with it. If the 
player never gets to see the Tables, then he will never know when 
you are changing things. 


Try to balance the good rolls with the bad. If you roll four bad 
events in a row, then give the player a couple of good rewards to 
make up for it. Experiment with the system and use your own 
events if they fit in. 
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Role-playing 

Try to role-play your character properly. Tough Gin-Ghan play- 
ers will always remain uncouth, and scholarly Doctors don’t tend 
to rush into combat. Your Narrator will reward you well if you 
play your character with some thought. He’s put a lot of work 
into his campaign, so put some work into your character. It makes 
a difference. 


Think about how your character would react in a situation, and 
act from his point of view. You might want to run screaming 
from the angry band of Je’Khan, but your heroic armsman AC 
would bravely stand his ground, and recite his regimental prayer 
to Sandis. 


If you act heroically and in character, chances are that the Narra- 
tor won’t kill you. It’s also a good way to get extra XPs. Calling 
the other players by their AC names is a good way to start, as is 
using your quirks and special sayings during the game. If you are 
a Chiel, then call the other players ‘my son’, and if you are a 
Society man, use phrases such as ‘My good fellow’. Choose an 
archetype and stick to it. Have fun and ham it up! 


Ask your Narrator for more details on important subjects and 
read all the background information that you can (Get your Nar- 
rators permission first). Knowledge can keep you one step ahead 
of the other players and will get you brownie points if you im- 
press your Narrator. 


Better Gaming 


These hints are included to give you some idea of how to get the 
most from your character and how to survive against the most 
cunning Narrator. 


Characteristics and Skills 


Do not just concentrate on one field of expertise. The combat 
oriented character will soon get bored if there is much social 
interaction within the campaign and he has no related skills. Make 
up a character with a wide array of skills and talents and with 
perhaps one specialist area. He will be of much more use in the 
overall party. Cheap and useful skills such as ‘Brawling’, ‘Sight’ 
and ‘Listen’ should be taken to at least level 1. 


Some of the characteristics, such as STE and STR, have few 
skills listed under them but remain very useful during an adven- 
ture. The players should try and make up a balanced party which 
can cover many fields of expertise as this leads to wider scope 
within the campaign. A group of five academics may find great 
difficulty in breaking into a Khostran Lord’s patharr, for exam- 
ple. 


Interaction Between Players 


All the ACs should work together to finish an adventure. Com- 
munication between characters is important as it strengthens the 
party and usually provides several alternative ideas. In combat, 
and other situations, work together and plan what each character 
will do. If the Kyromancer is Phasing into the Physical Sphere 
then make sure that someone is protecting him from danger whilst 
he does so. Don’t allow all the fighters to rush off into combat 
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leaving all the weaker members unprotected from other dangers. 
Work as a group and things will go easier. Your character may be 
a loner, but he has at last found some trustworthy friends in the 
other members of the group. 


Sharing found information will enable more minds to work on 
the solution and will speed play. 


Plan ahead and organise first. Even a bad plan is better than no 
plan at all. Always have faith in the party; a good Narrator will 
not kill off an AC unless he has blundered badly during the game 
session. Often persistence and luck will get the players through 
where a plan has failed. 


Interaction with the Narrator 


Always listen to your Narrator for he is the best source of infor- 
mation available to the party. A good Narrator will spread clues 
and red herrings throughout the game session and only alert play- 
ers will be able to gleam the truth from the data. 


Respect the Narrator and his decisions. Remember that he is play- 
ing a whole host of characters as well as keeping the rabble of 
ACs in line. This is often not an easy job and argumentative play- 
ers will not help the situation. The Narrator can only speak to 
one player at a time so keep quiet until it is your turn. Civilised 
play keeps the game flowing smoothly and will stop the Narrator 
from blowing his top and killing the whole party. 


Hints and Tips 


This section is designed to provide help for the players in de- 
signing their characters as well as advice on how to keep their 
characters alive on Gargentihr. 


Be Careful 


Keeping alive can be difficult at the best of times but acting on 
impulse can shorten an ACs life considerably. Think before you 
act and you may live to tell about it. Be especially aware in alien 
environs such as swamps and forests. Remember that traps can 
be found in the least likely of places, so don’t grab unguarded 
loot without checking the surroundings. 


Research and organisation can save lives and a trip to the local 
libraries can prove rewarding. Do not attack others without good 
reason and planning. Combat often brings unwanted attention 
and is frequently deadly so should be avoided if at all possible. 


Be Sneaky ! 


Often the AC will have to rely on his wits and cunning to sur- 
vive. This can be tricky if the character has no wits or cunning. 
The following suggestions have been used in our own campaigns, 
usually to the groans of the Narrator. 


Bluff and Lie 


Pretending to be someone else is often a good way to get into an 
inaccessible location. This should only be attempted if the AC is 
a good actor and the player can think on his feet. Answering 
‘Um.....’ to a suspicious streetman’s questions is usually a good 
way to blow your cover. 
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Fight dirty 

If this is not against your ACs motives, dirty tricks can give your 
character a handy boost in combat. Missiles and ambushes can 
be used to weaken the enemy and silent knife attacks at night 
don’t wake the other dosing guards. Using sand to blind an op- 
ponent and trips and pushes are tactics which has been adapted 
from the sport of Gin-Ghan. Remember that your opponents are 
not above using such tricks themselves. (Boo, Hiss, Not fair !) 


Hide and Sneak, 


Stealth is such a useful characteristic to the cunning player. Why 
fight that patrol when you can hide in a bush and snigger as they 
walk past unawares? OK, so it’s not heroic but it keeps you alive. 


Good Kyromancy 

The ‘Tales of Gargentihr’ Kyromancy system is designed to al- 
low the clever player to adapt his Kyroware to suit many differ- 
ent tasks. Look beyond the basic uses of the devices and use 
them as methods of distraction, detection and deterrents. The 
Narrator will normally reward cunning use of the equipment. 


A Kyromancer character should never totally rely on his Sa-ma- 
nipulating powers and should have other useful abilities at hand. 
You never know when that passing Sa-storm is going to suck the 
surrounding atmosphere dry of Sa, leaving the Kyromancer pow- 
erless. Use and learn other skills when you can to improve your 
character’s usefulness within his Shevin. 


The Spirit of the Game 
Joining the Clon is an honoured profession for adventurers and 


heroes. Whilst it is important to remember to uphold the Aja, it 
is also important to stay alive whilst doing so. Clondis are not 


unrealistically honourable and just. They are also survivors and 
will adapt to suit the situation at hand. You will not lose HP for 
running from better opposition or refusing to carry out a fool- 
hardy task. Remember this when you are facing several Chinte’ 
assassins of the Black Petal. 


‘Tales of Gargentihr’ is a game of swashbuckling. You should 
attack every problem with panache and bravado. Swing from tall 
balconies, jump onto moving gressh-wagons and accept duels 
behind the old Sanctum. Above all, enjoy yourself. Good luck! 


Combat Notes 


It should be noted that the combat system in ‘Tales of Gargen- 
tihr’ is designed to be both quick and bloody and even the player 
who loves the ‘hack and slash’ style of game should soon realise 
that he cannot jump into every fight and win. Combat is an en- 
joyable part of every RPG but continued mindless use of force 
will soon see even the luckiest character cut down. If there are 
other alternatives, then take them. 


The Law of the Land 


Although there are many wild areas across Agasha, the Karro 
towns and the Ha’esh cuari will not tolerate excessive use of 
violence. A fight, whether it be with fists or davin, is still a com- 
mon occurrence in all towns but the murder of another mortal is 
a different matter. In a large town the murderer will be lucky not 
to be hanged, especially if his victim had any social standing. 
Even in a lawless town such as Jagan a death will not go unno- 
ticed by the authorities. The victims friends and family are an- 
other consideration and they may track down the murderer for 
revenge. 


If the victim was a member of a Society, club or other organisa- 
tion then his colleagues may want a word or two with his killers. 
Killing an important member of a Tavin family or military regi- 
ment can really make things difficult for the characters and they 
should be reminded of this. It is often better to let your opponent 
walk away with his tail between his legs. He’ll think twice be- 
fore confronting you again and you do not have to worry about a 
murder rap. 


Another consideration is the armour and weapons carried by the 
characters around town. Wearing any of the heavier types of ar- 
mour will draw attention to the character and may invite ques- 
tions from the local streetmen. Skichan webs are legal but can 
bring a lot of attention your way. Carrying heavy weapons, other 
than a gentleman’s davin, without good reason will also raise 
suspicions. 


Duelling is a legal form of fighting within most Karro towns 
providing it is correctly undertaken and both participants know 
the risks. The streetmen in some town districts have declared 
duels illegal and the winner may have committed murder. It is 
always smart to find out what the local legal system has to say 
about duelling before the hot-headed members of your Shevin 
get you into a lot of trouble. 


The wilderness is, of course, a vastly different state of affairs 
where only the fittest survive. Most characters should be pre- 
pared for combat in such locations and may wear heavier armour 
freely when out of town. 
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Injuries 

Both the Narrator and his players should remember that although 
their characters have not collapsed after taking several light 
wounds or worse, they are in a bad state and would be advised to 
retreat. Most combatants will not fight to the death and often one 
long term wound effect will end the combat. Even a veteran war- 
rior will not fight on if he receives a Difficult Wound. 


The most dangerous combatants are those who will not back down 
even if injured. Such opponents are thankfully rare; the Brood 
and some of the Je’Khan sister-clan warriors are the most com- 
mon creatures likely to fight to the bitter end. These opponents 
are best avoided if you are planning on a long career within the 
Clondis. 


An Example of Play 


It’s Tuesday night, and Jamie, Rab, Ruth and Chris have arrived 
at Sandy’s for their weekly game session, armed with bags of 
crisps, donuts, drinks and other goodies to bribe the Narrator 
with. Sandy has cleared the dining table, and has placed a square 
gridded mat and a small box of models upon it. A large screen is 
set up at one end for the Narrator to roll dice and keep secret 
charts behind. Let the game commence! 


Sandy sits behind the screen. He has assumed the role of Narra- 
tor, and tries to look important. He has his copy of the rules, 
several maps and charts, and a big pad which holds the adven- 
ture. The others fight over their favourite seats. 


Chris sits beside Sandy, but gets a warning that if he looks over 
the screen this week, then his character will die horribly. He has 
his character and his lucky black dice set with him. 


Ruth brings out her character sheet and complains about the lack 
of experience points being handed out, but a number of thrown 
dice and pencils shut her up. 


Rab mutters to himself as he goes through a huge bag of role- 
playing stuff, and finally pulls out a character sheet. The wrong 
character sheet. He disappears into his bag again. 


Jamie has produced the tattiest piece of paper ever seen, and hides 
it away from Chris’s prying eyes. The players are ready, so Sandy 
begins. 


Narrator (N): Right, lets start with the usual introductions. Chris, 
you first. 


Chris (Picks up a figure from the box): This is Karrath Hess, a 
Karro Kyromancer of no small ability. 


Ruth: And no big ability either. 
N: Now, now, children. Lets not start bickering. Continue, Chris. 


Chris: I’m wearing the black leathers of the Institute of Kyro- 
mancy, and the rain seems to disperse before touching me, for 
my powers of Formweaving are impressive. I’m starting the game 
Phased. 


N: You sure you want to do that? Remember last time. 
Chris: Okay, okay. I’ll begin in the Fade. 
NN: Right Rab. Come out the bag and introduce yourself. 


Rab: Yes. No. Wait. Um... I’m Tymon Harral, MINS; a master 
of the Institute of New Science. I’m wearing my trusty tarran 
coat, on top of my waistcoat, which is packed full of tools and 
devices. Oops! 


N: Whilst he’s mopping that up you can introduce yourself, Jamie. 


Jamie: I’m Palmer Shandane, DM; the great Karro doctor from 
Vespin. I am, of course, wearing my black working clothes and I 
carry my black bag of healing. 


Chris: Yeah, and your other goodies. 
Jamie: Er.. Lets not go into that right now Christopher. 
N: Your turn, Ruth. 


Ruth: Right. I’m Ganna Talantiri, of the Rol-Katel clan Moun. 


I’m an honoured Ha’esh Channi, and the best damn fighter in 
town! 


N: What are you wearing, Ganna? 


Ruth: My ceremonial had’shi and thigh-flaps, my tunic, heavy 
leather trews and slethskin boots. Oh, and don’t forget my fine 
curi helm and mask. 


N: All that armour to walk across town? 
Ruth: Yup. 
The whole Shevin: Nooooo! 


Jamie: Last time you walked ‘round town like that, we had half 
the streetmen on our tail. Take off some of your damn armour. 


N: It’s also a great dishonour to wear your sacred Juth armour 
when it is not required. You will look most cowardly. 


Ruth: But I’ll feel naked without my lovely had’shi. 
The whole Shevin: Tough! 
Ruth: mutter...mutter...grumble...mutter... 


N: Now. Last week we stopped as you were entering a certain 
klai-den in Cobbledock. Anyone care to remind me what it’s 
called? ‘Might get you some brownie points. 


Jamie (smugly): “The Black Dagger’ 

N: No. 

Rab (From bag): It’s the ‘Black Davin’ isn’t it? 
N: Rab gets the brownie points! 

Jamie: mutter...mutter...grumble...mutter... 


N: Okay, let me refresh your memories. It’s a cold and wet evening 
during the Howling, and the narrow streets of Cobbledock glis- 
ten with the rain that’s been coming down for the last week. The 
wind howls, and you’ve overheard a couple of Chinte’ sailors 
mentioning an incoming Sa-storm. 


Chris: Oh joy. 


Ruth: Do not worry, honoured friend. I’1l let you know when it’s 
coming. I can sense these things, y’know. 


N: It took you a while to find the klai-hall that old One-eye, the 
danja, mentioned, and it looks much like any other. The smell of 
warm klai wafts from the doorway, and the welcoming sounds of 
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merriment echo along the cold and dingy lane. A couple of grubby 
Ha’esh watch you from the shelter of an arched doorway across 
the lane. They huddle in long cloaks and eye you suspiciously. 


Ruth: [ll get ‘em! Hack, maim, kill! 
Rab: Calm her down somebody! What do the Ha’esh look like? 


N: You peer across the dimly lit lane. It’s pretty dark remember. 
They disappear into the darkness when you start peering over. 


Rab: I wasn’t going to be that obvious. 


N: You should have said that then. It’s too late now, ‘cos its hap- 
pened. Right. Make me a roll into this. (He produces a box, and 
holds it above eye height). 


Jamie: What are we rolling for? 
N (Looks mysterious): Ah, well. You don’t know, do you? 


All of the Shevin roll the dice. Rab misses the box. Chris rolls a 
1. 


N: Right. Karrath, the sign for the Black Davin looks in some 
way strange. You can’t quite place your finger on why, though. 
The sign is a picture of a finely crafted sword of deep jet metal. 
There are a few symbols underneath which look like this. (Sandy 
produces a prepared picture of the sign.) 


Chris: Hmmm. Have I ever seen such symbols before? 
N: Maybe. Roll a D20 into the box. 


Chris rolls another 1. The Narrator makes a mental note to check 
if his dice are loaded. 


N: The sign looks similar to your Clon-mark. 
Rab: So it does! I wonder if this is another Clon Hall? 
Jamie: What in this kind of area? Get real. 


Chris: Have I seen this exact sign before? It looks kind of famil- 
iar now that you mention it. 


N: Yes, it does, doesn’t it? 


Ruth: Hey. Isn’t that the mark that was left on the wall when 
someone beat us to the Maranian crystals up in Sha-Bro? 


Jamie: Hold on, I made a drawing of that. 
Chris: Way to go Jamie! 


Jamie brings out another tattered piece of paper with an unrecog- 
nisable scribble on it. 


Chris (sarcastically): Oh wow. Way to go Jamie. 


Jamie: Hey, how was I supposed to know it was going to be 
useful? 


Rab: I made a copy too. 
Chris: Great! Where is it? 


Rab: In here. (He picks up his bulging bag stuffed with notes 
and books.) Somewhere. 


Chris: Sandy, help us out. 


Sandy smiles and passes out a copy of the symbol, found on a 
wall long ago. . 


Jamie: Its been well disguised. You can barely see it on the door. 
Maybe your right, Tymon. It is a Clon Hall. 


Ruth: Lets kick ass! Chaarge! 
Rab: Grab her! 


N: Nope, its too late this time. Ganna races over to the door, 
opens it and leaps into the klai-den. 


Ruth: What! I was only joking. I take that back! 


N: Sorry Ruth. What you say goes. You thrust open the door and 
disappear into the den. This is in real time guys. What do you 
do? 


Jamie: Great. So much for a plan. Guess we follow her in. 
Chris: No way! It’s her own fault. I’m waiting here. 


Rab: It’s all right for you; you ain’t getting wet! Come on, we’ve 
got to stick together. It’s in the Aja. 


Chris: Fair enough, I suppose. I’ll go in too. 
Ruth: Hurry up! 


N: You all descend into the smoke-filled depths of the cellar. 
The smell of cadj and lots of sweaty bodies enjoying themselves 
hits you. Man, It’s hot in here. At the base of the stone steps is a 
beaded curtain which leads through to a low ceilinged hall, with 
lots of tables and booths around the candle-lit room. A roaring 
fireplace is in the centre of the wall across from you, which casts 
a low glow on the nearby tables. There are Karro workers, Chinte’ 
sailors and local Ha’esh at the various tables. The bar to your left 
is crowded and small. A couple of booths sit empty on your right. 
Towering beside you, the glowing rocky outline gf a Myrdall 
bouncer approaches. What are you doing? 


(and so it goes on...) 
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Tips For The Narrator 


This section provides hints and tips designed solely for the 
Narrator. If you are going to be a player in the game then do 
not read any further. 


This section is designed to aid you as Narrator in running a series 
of linked adventures, known as a campaign. Running a good role- 
playing game is the hardest job known to mankind, but don’t let 
this tiny fact panic you. The Narrator can have the most fun too. 
Before you start running the game, be sure that you have the 
enthusiasm and time to build a campaign. You need a good deal 
of both of these resources to be a success. 


The Rules 


As a Narrator, it is your job to keep the game flowing. To do this 
correctly you will require a firm grasp of all the important rules 
sections within the game. Read over all the rules a couple of 
times. Don’t worry if you cannot remember them all as this will 
come with time and experience, but make sure you understand 
the basic concepts of skill success rolls, combat and Kyromancy. 
These will be the sections referred to most during play. As the 
Narrator you are the referee, film director and storyteller all rolled 
into one and so the players must have confidence in your abili- 
ties. Take control early on but remember to be fair. This is no 
ego-trip! (Well, not that big an ego-trip). 
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The World of Gargentihr 


As the campaign progresses, you will find that the rules blend 
into the background and the interaction between the players and 
the gaming environment comes more to the fore. The Narrator 
should take time to learn about the world and its inhabitants so 
that he may create a convincing backdrop for his tales. Do not 
attempt to swamp the players with data early on; let them dis- 
cover about the world gradually through their adventures, and 
allow them to read some of the background information. 


Introduce the other races and their customs whilst bringing im- 
portant NCs into the picture. By using these characters in several 
adventures you will create a ‘living’ environment into which the 
ACs can be placed. Try to give the world a distinctive atmos- 
phere. It doesn’t have to be the same Gargentihr that we play on. 
Providing you stick to your guns and keep the backdrop con- 
stant, you will soon have your own version of the world. 


Using the rules in the Honour, Belief, Political and other chap- 
ters will help you to create the atmosphere of Gargentihr. Pay 
attention to the way the different peoples act and use the Digest 
chapter as background information. The Mortals of Gargentihr 
are all very different and will add to your game if played cor- 
rectly. 
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Your Gaming Group 

When you have cornered enough poor saps to play with you, 
each must generate his AC. You should take time to do this indi- 
vidually with each player to get a grasp of the rules involved and 
you should have an idea of the world’s background to advise 
each player as he generates his AC. Do not feel that you have to 
generate a full background right away for the players as this can 
be added as the campaign progresses. 


Find out beforehand what type of character each player would 
like to create and try and build a well-rounded group of ACs. At 
least one of each of the following characters should be included 
in the party, but some characters may be trained in two of the 
fields- 


oy Scholar- A Society man will give the players access to 
the upper classes of Gevuria and a Doctor provides valu- 
able healing powers. The Lysh gives the party a chance 
to see more of the Ha’esh and their culture. 


op Fighter- An Armsman or Streetman can provide the party 
with protection, although many of the other careers in- 
clude at least one weapon skill. Try to prevent ACs from 
spending all their points in combat skills as it is only one 
aspect of the game. Try to ensure that most characters do 
have some way of protecting themselves. Combats are 
fun to play out, but only if the players feel that they have 

at least some chance of winning. 


p Formweaver- A Kyromancer can provide many useful 
powers within the party, including combat and healing. 
Remember that these individuals are a rare breed and usu- 
ally very powerful characters so should be limited to only 

one or two in the party. 


Good STE abilities and survival skills are also useful traits to be 
found within the party, as is a mixture of the two races. The Nar- 
rator is responsible for building his scenarios around the strengths 
and weaknesses of his party so as to. make the game both chal- 
lenging and rewarding for all involved. 


The Events section of Character Generation is the hardest part to 
get to grips with, as you need to know the background well enough 
to ad-lib through 6 terms of encounters for each AC. We think its 
worth the trouble, but what do we know? If you don’t feel com- 
fortable with this section, then just give out 32 SPs per term. You 
can also do this to create quick NCs. 


Gameplay 

To become a good Narrator takes a degree of skill and the fol- 
lowing suggestions will improve the atmosphere created. The 
Narrator is a story-teller and must describe the surroundings and 
NCs met to the players. Think in both large and small scale for 
this. Draw attention to sights, sounds and smells around the ACs 
to create the illusion of ‘being there’. Floor plans, maps and props 
prepared beforehand can often help. 


Use your common sense 

When any rule gives a silly result, change it. Always roll behind 
a screen so that the players do not know when you are changing 
rolls to suit the game. Don’t kill characters off just because of an 


unlucky roll; the rules are meant to aid the game-play and not 
destroy it. Do not let any player become a rules-lawyer. Your 
decision is final, even if the rulebook says otherwise. Just re- 
member to apply any rulings fairly to both ACs and NCs. 


Be Mysterious 


Keep the players on their toes at all times. Have them roll into a 
box so that they cannot see the outcome of their rolls. Get them 
to roll dice even when you already know what is going to hap- 
pen. This will make the players feel more involved, and also 
keep them guessing. Look players in the eye and remain emo- 
tionless when they roll dice. Tutting and shaking your head can 
get them worried. Build tension by speaking softly and then 
SHOUT when the ACs get ambushed. If nothing else, you’ll keep 
the players awake. 


Be Tough but Fair 


Don’t concentrate on the one or two loud players that are bound 
to turn up in the group. Let the quieter players have their say 
also. Give the players every opportunity to succeed in their no- 
ble goals and adventures. This is supposed to be heroic fantasy, 
after all. Do not give the players everything that they want dur- 
ing the campaign. Limiting the items and powers at their dis- 
posal is essential, for it challenges and stimulates the players. 


There are many items in the rules to entice players with, and 
gems, rockpipes, diamond glass, Myrdall lava items and pieces 
of technology should all be rare in the campaign. If you keep the 
players wanting, then they will remain interested. If every Clondis 
has a rockpipe and a bag of gems, then these items become mun- 
dane and boring. Mean is a good trait to have as a Narrator. 


Never kill a character who was simply unlucky with dice rolls. 
Only stupid, greedy or plain nasty actions should terminate a 
character. If you do decide to kill off an AC make sure the player 
knows why and chances are that he will not try the same thing 
twice. As you probably know by now, Character Generation is 
not a fast process and running through it every session with the 
suicidal player of the group may begin to wear a little after the 
third week. Keep the characters alive. (See below). 


Keep it all moving 
Think of the game as an action film. Every scene is important 
and should have relevance to the overall plot. If the players are 
floundering with a clue, either have an NC arrive with a huge 
hint or a group arrive with huge weapons. Either tactic should 
start things moving again! 


Expect the Unexpected 


In almost every game ever played, the players will at some point 
come up with something that you didn’t think of. Many groups 
of adventurers specialise in never coming close to following the 
Narrator’s scenario. Don’t worry! If the players are too blind to 
follow obvious clues, then ad lib. No-one will care providing the 
scenario was fun to play and followed some sort of logical path. 
If the characters go and visit an NC you hadn't even considered 
then the NC might give the players an unsubtle clue as to the real 
plot to follow. ("No, I wasn't there at the time, but I believe Gann 
was. He's a dodgy fellow that Gann. I never did trust him.") 
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There will be times that you have to ad lib huge sections of a 
session just to get the players back on track. This is fine provid- 
ing that you keep things interesting and cohesive. Note down 
any names made up in the heat of a scenario. It can ruin continu- 
ity if names of people and places change because you can’t re- 
member them. Keep notes all the time. 


Keep the Characters Alive 


The problem with adventures are that they are normally pretty 
dangerous things to be involved in. Half the fun of the game is 
not knowing if you are going to survive. The Narrator must find 
the balance between killing the players off and allowing them to 
live to fight another day. It should be remembered that the play- 
ers are heroes and should have a better chance of survival than 
most. Only if they really blunder should they pay with their lives. 
You should rarely have to kill sensible players, but don’t let them 
know this or the tension is lost. 


The Narrator’s Roles 


As ‘film-director’ you are in charge of all Non-playing charac- 
ters met by the players, from the old Ha’esh washer woman to 
the horde of murderous Je’Khan warriors. These individuals can 
be the equivalent of background scenery or can have almost as 
important a part to play in the scenario as the ACs. 


Give your important NCs distinct personalities and role play them 
as best you can. Ham it up! Use silly accents, dance and jump 
around the room and have as much fun as you want, providing 
the scenario is fun to play for the players. Just don't hog the lime- 
light. Remember that you are here to provide the background for 
the players to interact against. 


Bring out racial quirks and biases through the NCs. Each race 
has a personality of its own. Use the Low Chinte’ as rowdy and 
loveable rogues and the Khostra as the evil schemers in your 
campaign, but don’t stereotype them too much. They should be 
as individual as the humans of the game. 


Keep the NCs intelligent. They should react to players in a logi- 
cal manner depending on how the ACs interact with them. Rude 
and obnoxious players should be treated as such and will gain 
little help from NCs in this way. In fights, very few people fight 
to the death. If the players are winning then the NCs will prob- 
ably try to escape or flee. Most smart creatures prepare ambushes 
rather than simply attacking a foe. Don’t treat them as fodder for 
the players. Most members of the mortal races will manage to 
think up a plan of attack which will minimise their chance of 
injury. Missile weapons are also used to this end. 


Create an atmosphere 


The easiest way to do this is to alter the speed of play. After a fast 
chase scene, have the party enter an old, abandoned and dark 
building, filled with strange sounds. Describe this slowly and 
build up the air of menace. Where’s the enemy? What’s that noise? 
Where has the Ha’esh tracker disappeared to? By leaving in un- 
certainties, the players imaginations will run overtime and build 
up better pictures in their minds than your descriptions ever will. 
Use belief magick to do the same. This system was devised to 
keep the players guessing as they can never work out the exact 


rules for its use. 


Always describe the mundane. If the players are ambushed in 
the woods describe the surrounding scenery in more detail. Tell 
them that they are amidst giant gnarled gei-trees on a steep hill- 
side covered in tall ferns beside a bubbling stream. Mention the 
pollen which is thick in the air and the glint of sunlight through 
the green canopy above. Use pictures from magazines and books 
to further the detail. If the players know what the area looks like, 
then they will behave as if they were there. 


Think, Big 

If role-playing is like film-making, then you have one advantage 
on your side; an unlimited special effects budget. All you need is 
a good imagination. We feel that Gargentihr should have a sweep- 
ing, exotic feel like that found in all epic films, so think big. 
Towering windbays, mighty sarakern, sprawling, polluted Karro 
cities, dense swampland and the vast seas of silt all offer epic 
locations for your tales which will add to the flavour of the cam- 


paign. 


The use of technology and Sa will also augment the epic feel of 
your tales. Strange mechanical contraptions such as Tylsian ves- 
sels, signal towers, and the Spinning Dervish should all be used 
to evoke a sense of wonder into the campaign. The Institute of 
Kyromancy and it’s powers should always be used in a fantasti- 
cally over-the-top style. Kyroware should provide amazing py- 
rotechnics and the Kyromancers themselves should be individu- 
alistic and strange. 


Think, Gargentihr 

Gargentihr is an alien world, and this should be remembered 
during play. The game has a dark mixture of rough science fic- 
tion and heroic fantasy, so both should be included in your sce- 
narios. Every adventure should have at least one angle which 
places it into the Gargentihr universe, so here are a few notes to 
point you in the right direction :- 


oe Scenery - The towns should be dark and polluted, al- 
ways bustling, always crowded. The buildings are domed 
and loom overhead. Rain batters off of the cobbled streets. 
Street lanterns, skink-cabs and the non-human races add 
to the alien atmosphere. 


The colonial towns should appear as stone islands sur- 
rounded by hostile swampland. The nearby cuari are semi- 
civilised, but danger lurks off every road. 


The swamps are lush living jungles filled with the exotic. 
Thousands of rare and colourful species cover this dan- 
gerous land. All Karro should feel cut off and isolated as 
soon as they venture into this hostile environment. 


oe Technology - Almost every scenario should use at least 
one piece of technology. Loam rods, PGRs, skichan webs 
and keldin bars are common, but the Narrator should think 
further afield than this. Dalton locks, carsen tubes and Ji 
crystals can be used to change a building to fit into Gar- 
gentihr, whilst mechanical lifts and steam-powered en- 

gines are also common. 


@ Aliens - The mortals of Gargentihr are all very different 
and should be treated as such. Their dress, customs, hab- 
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its and speech should be exaggerated to provide an ex- 
otic flavour. Never treat the other races as mundane. The 
players should always feel uneasy around such cultures. 


Detail - Use unusual floorplans to keep the alien feel. 
Klai-dens, windbays, galleries, society buildings and 
streetman stations should all have their own look and feel. 
Describe small details and add in your own items. Yusp 
makers, PGRs, hexboards, bowls of scrudd and other unu- 
sual items increase the exotic flavour of the game. 


Overall - When you write a scenario, always check to 
see if you can picture each scene and ask whether it fits 
in with the background. Change the mundane to the ex- 
otic and use the language of Gargentihr to increase be- 
lievability. With a little thought you can turn even the 
most ordinary scenario into an original idea. 


Khostran 
warriors often 
use Kouhan 
Night-cloaks to 
advance unseen 
upon their 


quarry. 


The Clondis 


The Clondis organisation is an important part of ‘Tales of Gar- 
gentihr’. It is an integral part of the games construction and has 
several good reasons behind having such an adventuring organi- 
sation: 


f 
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It gives the players a reason to stay together during the 
campaign. Many games never consider that priests, 
thieves and warriors would not normally interact without 
some reason. The Clondis brings the ACs together and 
keeps them in one group. 


It sets down a set of rules which the players must follow. 
All Clondis must obey their Aja or suffer retribution from 
others of their kind. This will aid the Narrator in keeping 
the players on the straight and narrow. 


It moulds the players into a team. By taking the Shevin 
Oath, the players pledge to aid one another, and should 


thus behave more like the heroes of fiction. 


It gives a campaign more reason than ‘kill the monsters, 
grab the gold’. Whilst these types of scenarios are occa- 
sionally fun, the Clondis add to the scope of the game, 
and allow for more varied campaigns. 


ee 
bf 


fp It should stop the players from simply thinking about how 
much money they have and start them concentrating on 
heroics, their Shevin and the Clondis codes. 


As with any other part of the game you are free to ignore the 
Clondis and use other devices to bring the characters together 
(or no reason at all). However, we would strongly advise that 
you use the Clondis, at least to start with, because apart from 
anything else it is a good hook in to scenarios and it gives the 
characters some back-up if things get to tough. 


Finally... 


Some devious players may try to bribe you with food, drink and 
even cold cash to aid them in their adventures. Our advice is take 
them for as much as you can get. It is only a game but why miss 
out on the profits? Feel free to send any excess cash received to 
Sanctuary Games and we might even put you on our prestigious 
mailing list. 
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Scenario Suggestions 


Scenarios are the most important items in role-playing. They are 
the reason for the players being together and the plot behind the 
adventure. Without a definite plan of what is going on, an inex- 
perienced Narrator will soon flounder and his players will be- 
come bored. Think ofa film without a good plot. Generally there’s 
not much fun to be had by anyone in such situations. 


Scenarios, like stories, can be beautifully simple or remarkably 
complex. They need not be highly original affairs either. A sim- 
ple twist to one of the basic suggestions discussed below will 
allow the Narrator to run similar stories without the players even 
knowing. 


The Plot 


The outlined plots below are included to give you as Narrator 
some ideas of what type of story the players can get involved 
with. With some imagination and work, these plot hooks can be 
turned into full blown adventures. Complications are also listed 
to allow you to use the same scenario a few times by twisting the 
plot. 


Bounty Hunt 

The players must hunt down a criminal to bring him to justice. 
This could be a Tavin lieutenant, a cherning Ja’ Hansh murderer, 
or a Therrazha spy. 


Complications : Other Tavin protecting the murderer. 
Manhunt through misty cobbled streets. 
The ‘murderer’ is actually innocent. 
Honour 


The characters must protect their good names or help their clans 
or families. A Clondis may have to work for his society, help a 
contact who is in danger, or hide a friend from the streetmen. 
This scenario is a complication in itself. 


Complications : The ACs dislike the person they are hon- 
our bound to help. 
The Shevin have to break the law. 

The Item 


The players come into contact with one of the stranger pieces of 
Agashan technology, which is either a new invention or a long- 
lost item of the Ancients. The players may have bought the item 
in a tiny stall within the bazaar or have discovered it amongst the 
rewards from a previous adventure. 


Complications : The item is of religious importance. 
A third party desires the item. 
The item is a hoax. 
The item is dangerously unstable. 
Intrigue 


The players get caught up in political dealings and must unravel 
who their friends and enemies are. Representing Gevuria in a 
Khostran lord’s Patharr, having to attend a society ball, or spying 
for a Karro lord in Treth are all examples of this type of scenario. 


Complications : Other spies watch the Shevin. 
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ACs are blackmailed by a third party. 
The Shevin are caught by authorities. 


Messengers 

The players must travel through dangerous terrain with a mes- 
sage. Trips through Vhastor on the Thar-Hei, across the 
Diamondhead mountains on skink-back, or deep into Je’ Khan 
clan territories can be used. 


Complications : The surrounding terrain. 
The local inhabitants and creatures. 
The message is stolen. 

Mystery 


There is an investigation to be carried out and a mystery to be 
solved by the players. Finding an important scroll stolen from a 
Geographical Museum, working out what the strange Myrdall 
lava device does, or what happened to Science Research group 
X-15 are all possible hooks. 


Complications : The surrounding terrain. 
Awkward locals. 
Mysterious third parties. 
Protection 


The players must escort a NC on a journey or will have to protect 
someone or something from another party. Escorting a Ja’Hansh 
jute to maggot breeding grounds, a young Karro noble to his 
lover in the swamplands, or a Khostran emissary back to Khos- 
Tavar are all possible plots. 


Complications : Others who wish to stop the travellers. 
Dangerous terrain. 
Bandits, creatures and other nasties. 
Quest 


The players must search for an object or person which will aid 
them in same way. They may undertake this quest for some NC 
of the Narrators creation. Trying to get a visa for Khos-Tavar, 
persuading Ja’Hansh to let them borrow an ancient gem from the 
libraries of Ne’ Hal, or trying to find the local leader of the Ther- 
razha deep within a gei-slum are all examples of this type of 
scenario. 


Complications : The object or person is hidden. 
Crossing other realms. 
Awkward NCs. 

Rescue 


A victim needs rescuing by the players. This could be a village 
under attack by Je’Khan warriors, a sick Myrdall who needs help 
to return to his caverns, or a Society man’s daughter kidnapped 
by the Therrazha. 
Complications : The victim doesn’t want rescued. 

The ACs get caught and need rescued. 


The victim is murdered and the ACs are 
blamed. 


Research 

A new ruin or area of land has been discovered and the players 
must explore it. Strange ruins long deserted by the Ancients, 
haunted Karro swamp mansions, and crumbling New Scientist 
experimental buildings all hold secrets. 


Complications : New inhabitants. 


Ancient devices and Sa-mutations 
Traps and other devices. 


Society Business 

The players must undertake a job for one of the Gevurian Socie- 
ties. Exploration for the Geographical Society, a trip to a far-off 
consulate for the Chronological Society, and a herb-hunt for the 
Institute of Medicine are all possibilities. 


Complications : Other Societies seeking the same thing. 


Tricky terrain and deadly life forms. 


A traitor in the ranks. 


The Hook, 


Often, the players will need a reason for undertaking a danger- 
ous mission. They may be motivated by greed, pride, honour, 
lust for power, or guilt. The Narrator must link them with the 
story in some way and a good way to do this is through a NC 
known as a patron. Many hooks can be provided via the charac- 
ter’s Clon Hall, with the patron turning up there looking for a 
group worthy of his attention. 


The patron provides the characters with a reason for undertaking 
the scenario. Some examples follow :- 


A Chinte’ F’har trader asks the players to undertake a job 
on his behalf. He offers to pay well. 


A Fellow of one of the Societies requests that the players 
aid him in some way. He offers membership of a prestig- 
ious club in return for this favour. 


A clan or family member reminds one of the players that 
he is duty bound to help his kin. 


An old enemy of one of the characters blackmails the 
group into helping him in a mission. 


The local streetmen request help in a matter that is beyind 
their juristiction. 


A local Ha’esh Kai-cha warns that the players are in dan- 
ger and need the help of the spirits. 


Anyone can be looking for the ACs to ask for their aid. As Clondis, 
the players will often be requested to do jobs outwith the law and 
will thus be hired by anonymous patrons who do not wish their 
identity to be known. 


2 6 6 8 8 8 


Some Twists 

Some scenarios can be made more interesting if there is an unex- 
pected turn in the action. These twists do not need to be complex 
things. Some examples follow :- 


A recently made friend turns out to be an enemy, or vice 
versa. 
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The forces of the Darklands are somehow involved in the 
action. 


One of the other mortal races are somehow involved in 
the plot. 


The players are being framed for a crime, or crimes, they 
did not commit. 


The plot is a small part of a larger story. The players may 
never even discover the effect or scope of their actions. 


f 
f 
f 
f 


The players may never find out about all the twists in a cam- 
paign, but those that are discovered should keep them on their 
toes and make the scenario more enjoyable. 


Complications 

All plots need some obstacles for the players to overcome. The 
amount of these placed by the Nartator should depend on the 
skills of the party. Some complications are :- 


& The Bad Guys - These NCs are trying, in some way, to 
stop the players from completing their task. They may be 
rival Clondis on the same job, wandering brigands who 
would pick on anyone, or highly trained assassins hired 
by a major villain to dispatch our heroes. Whatever the 
reason, the bad guys are going to fight the ACs at some 
time during the adventure. 


& The Awkward Guys - There may be individuals who 
get in the way of the players but are not actual enemies. 
These NCs cannot simply be wiped out by the players 
and must be avoided in some other way. Such NCs would 
include the annoying librarian who refuses the players 
entry into the building, the local streetman who notices 
the suspicious actions of the players, or the young street 
urchin who admires one character so much that he fol- 

lows him around all the time. 


@ Nature - This is one problem that the players cannot avoid. 
Elements such as deadly Sa-storms can cause grief to the 
party, as can the surrounding area. Cliffs to fall off, 
swamplands to get lost in and rivers to sail down are all 
amusing diversions for the Narrator to throw at the play- 

ers. And that’s without even mentioning the seas of silt... 


& Beasties - The creatures of Gargentihr range from the 
beautiful to the deadly, and many of them can be used as 
the target of the story. Hunting and capturing wild ani- 
mals can be used as a whole adventure. 


es Clues - Players often need to gather information to suc- 

ceed in their tasks. Locations such as libraries and muse- 

ums can be used as interesting diversions when the bat- 

tle-hardened members of the party try to follow the eti- 

quette required in such places. NCs can fill the characters 

full of misinformation and red herrings, but the Narrator 

must not go over the top and swamp the players with 

information. Riddles, word-games and the obscure 
rantings of a local beggar can liven things up. 


& Traps - Many scenarios can be filled with traps to catch 
the unwary. Ambushes, pits and mechanical devices can 
all be used to slow up the adventurers’ progress through 
the scenario. 


Scenario Ideas 


The following are several scenario ideas for you to use. These 
are only the barest concepts of a story so you will have to do a lot 
of work in fleshing out the story before you run it. Feel free also, 
to alter the ideas as much as you want; it will help you get the 
hang of writing your own scenarios from scratch. Just bear in 
mind the three important aspects of a good adventure story - plot, 
characters and conflict - and if the players go off at a tangent, ad- 
lib it and keep the game flowing. 


& The AC’s are hired to protect a famed Fellow of the Geo- 
graphical Society who has received death threats. He is 
going into the swamps with a large expedition to search 
for ruins rumoured to have come from the time of the 
Ancients. Their are rumours that a Tavin assassin has been 

hired. 


es A group of gambling friends are being killed one by one. 
They are all dying in supposed accidents or suicides; 
drowning, hanging, etc. so the streetmen do not believe it 

is murder. The AC’s Shevin hired to solve the killings. 


oo A group of Denyists and Witch-hunters from the Church 
of Sanctology are on a hunt for Therrazha in the Ha’esh 
cuari near the town. They have already killed and are 
promising more deaths. The AC’s are hired by some 
Ha’esh to stop the killings. 


ee The AC’s are hired to guard a high class Karro’s private 
library because he has a very valuable book borrowed 
from a local Society library. Unfortunately, whilst they 
are guarding it the book is stolen. They must get it back 

or lose a lot of face in the Clondis. 


ee A Church of Sanctology mission in the west has been out 
of touch for too long. The AC’s must take supplies through 
siltreaver and Je’ Khan country and find out what has hap- 
pened. When they arrive the mission has been raised and 
the survivors have been taken to the Khostran siltreaver 

town of Joss. They must get them back! 


Whilst in the swamplands the ACs stumble on a Ther- 
razha plot to kill the local town Chiel and raise his Sanc- 
tum to the ground. What do they do? 


Rumours have come into town of an ancient burial site 
found in the south Vhastor plains. The local Geographi- 
cal Society has no time to get together a full expedition 
since they must be first there, so they hire the ACs to go 
with a Geographical member. 


$ A group of Je’Khan Eragha clan warriors have raided a 
10th Regiment outpost to the west of Vespin and have 
stolen the important scientific equipment which was 
stored in the Institute of Science’s research station at the 
outpost. A small well-trained group must track down the 
war-band and retrieve the equipment. 


p A noble Channi from a long-dead clan has had his grave 
desecrated by hungry brood and his shade now wanders 
the swamps seeking the correct burial. This haunting ap- 
parition is terrifying local plantation workers and the lo- 

cal Overlord hires the Shevin to investigate. 
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Enter The Clondis 


I ntroductory Scenario 


This adventure has been written both to give an example of how 
to run a “Tales of Gargentihr’ game, as well as to provide an 
introduction to the realm of Gevuria and the smoking sprawl that 
is Rol-Katel. This scenario will also serve the players as an intro- 
duction to the ideals and codes of the Clondis, since the real goal 
is for the characters to show their worth to this organisation. The 
Narrator should read the scenario through fully before running 
it, to thoroughly familiarise himself with the story and the direc- 
tions it should take. 


Adventure Characters 


Many role-playing games supply pre-generated characters to en- 
able the players to start straight in with the game, without having 
to spend precious time generating their characters first. Gargen- 
tihr is a complex and exotic place and the players may soon get 
swamped in this alien land. Character generation was designed 
to give the players some background information before they 
play the game. 


We advise that each player privately makes up his own character 
with the Narrator before play begins. This process can take a 
couple of hours per character, but don’t be put off! A finished 
character will have his own history and motives, which will make 
role-playing easier. Players and the Narrators should read the 
appropriate Hints sections within the rules before generating char- 
acters, to create better characters and a more balanced party. 


If a Narrator does not want to ‘burden’ his players with the time 
consuming process of character generation then he may feel free 
to generate the characters himself. 


Preparation 

Before you start to play, you should be familiar with the basic 
rules of the game and understand the tasks of the Narrator. The 
main rules involve using skills, combat, and Kyromancy. The 
players should never be allowed to read your scenarios; they 
should find out what’s going on as they go through the separate 
Acts of the scenario. 


As Narrator, you should read through the scenario to get an idea 
of what’s going on. Reread it and imagine how each Act is going 
to look and ‘feel’. Once you are comfortable with the plot you 
can arrange a time to play the game. 


You will also need :- 

Several D6, D10 and D20. 

Pencils, pens and paper. 

A screen to hide your notes and scenario behind. 
A cut-out copy of the Player Handouts. 


Small lead figures to mark the position of the ACs and NCs in 
combat can also be useful. 


Running The Scenario 

The Scenario is split into separate scenes called ‘Acts’. Each act 
is a separate part of the story which takes place in a distinct loca- 
tion. It is up to the Narrator how he gets the players from one Act 
to the next, and pointers as to how to achieve this are found at the 
end of each Act. 


Each Act consists of the following information :- 

1) Intro. (How to get here) 

2) Setting. (Looks & atmosphere) 

3) Summary. Motives behind having the scene. 

4) The Plot. What’s to happen (dialogue, action, clues) 
5) Conclusion. (where to go next) 


Obviously the order in which the players tackle the scenario can 
vary depending on what leads they follow up. The Narrator must 
ensure that no matter how far off the beaten track they roam, the 
players find their way back into the scenario, without spending 
too much time floundering. 


The Plot 


A starting scenario should be a relatively simple affair so that the 
players will be able to follow the plot and so that the Narrator 
can concentrate in getting the hang of the rules. There should be 
a mixture of characters to meet and places to go, liberally sprin- 
kled with action and combat. (Trust us. The players like these 
bits). 


So, here’s the story :- The players start in their Clon Hall and get 
to introduce themselves. They meet Lighter, who tells them about 
a job. 


The players go to meet Gart Daltarian, learning a little about 
Rol-Katel and it’s inhabitants on the way. They meet in a small 
noodle bar and are filled in about the task. The arch villain called 
the Cuckoo is introduced. They learn about Lalo and Two Trees, 
and will get a few chances to try out skill rolls. 


The players go to Two Trees. They will spot Lalo and get into a 
fight. The Narrator and the players get to try out combat. 


The players will chase Lalo. They see him meet up with Khakk 
and flee into the night. The players find the Dalton key clue. 


The party learn about Randall and visit the Techler. They learn 
the location of the Cuckoo’s base. 


The players travel to the Windbays and must break into Bay 26. 
They fight the guards and gain the evidence. 


Khakk attacks the players and gives them a run for their money. 
They must then go to Gart and get down to Cobbledock to stop 
the smugglers. 


The party stops the smugglers and gets their reward. The Cuckoo 
disappears and lives to fight another day. 


On top of all this, the players may run into the Cobbledock street- 
men and are being helped behind the scenes by the Clondis named 
Telford. 
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A Note on Characters 


The Narrator should remember that the ACs are an unusual group 
of individuals when they are seen together, and reactions to the 
Shevin may be altered because of this, especially amongst com- 
mon folk. Characters such as Kyromancers and Channi will stand 
out in a crowd and will be remembered by NCs unless some 
form of disguise is used. (A simple cloak will suffice). The play- 
ers’ KAI may not be terribly high, but these characters are still 
unusual. 


Telford 


The Clondis like to look after their new recruits, and also like to 
make sure that they stay on the straight and narrow. They do this 
by sending out a ‘Watchdog’ to keep an eye on new parties. The 
Watchdog is an experienced single Clondis (known as a Soli- 
taire) who remains out of sight as much as he can, whilst staying 
near enough to watch the proceedings. 


In the players’ case, this Watchdog is a small and anonymous 
Ha’esh Clondis who prefers to be called Telford. This remark- 
able individual is a veteran and a long-time friend of Jasper Spry, 
the High Shevin of ‘The Sanctor’s Temptation’. Telford dresses 
as a simple Ha’esh worker, complete with dark lari and rags. He 
has a number of gadgets and weapons secreted on his person and 
can take care of himself. 


Telford will remain anonymous during the adventure, but he will 
always be close at hand if the players get into too much trouble. 
If you don’t feel comfortable keeping track of another NC, then 
ignore Telford. Just remember that he is there if the players re- 
ally need help. He will crop up in a couple of scenes and may 
even provide the players with a clue or two if they are totally 
stuck. 


Act 1. The Sanctor’s Temptation 


Intro. This is where the players start, so there is no need to men- 
tion previous scenes. 


Setting. The scene starts with the players sitting in “The Sanc- 
tor’s Temptation’, a well known klai den (drinking hall) in Cap- 
per Way. The Sanctor’s Temptation is the oldest Clon hall in Rol- 
Katel, and was founded in 1514. The Temptation is a three sto- 
rey, square, ivy-covered building with a central courtyard. It has 
a fine reputation as a klai den and attracts all sorts through its 
heavy wooden doors. The main hall consists of many shadowy 
booths where clients may discuss their business in privacy. The 
Shevin currently inhabit such a booth. 


Summary. This Act introduces the players to their Clon Hall 
and to a useful NC contact within the Temptation. It also starts 
the scenario. 


Plot. Read the following sections out to the players. 


At last a job for the Clondis! You 
spent months seeking for this legen- 
dary organisation. Sometimes you 
were ready to give a es search, 
doubting whether the legends were 
true or not, but your quest for 
honour, fame and adventure kept 
you all going. And now here you 
are, sitting in the Sanctor’s Tempta- 
tion, which is the cover for the local 
Clon-hall, awaiting your first job 
with your Shevin. You have spent 
the last two weeks waiting and 
have got to know your fellow She- 
vin members pretty well by now. 


Go around the players and have each of them introduce their 
characters to the group. They should give their name and a de- 
scription of what they look like. 


When they have all finished, read the next section . 


Just after you've finished introduc- 
ing yourselves, the barman ap- 
roaches with the drinks you or- 

ered a few moments ago. He places 

the drinks on the table and Backes 

round the room, he sits at the end of 
the table. 


The barman is a giant of a man, 
even for a Karro. He smiles and 
runs a meaty hand across his bald 
head. A bushy beard more than 
makes up for the thinning of his top, 
however. As he stares at you, you 
see into this giant’s eyes; they are 
totally white! Even though you have 
seen this man around the place for 
a couple of weeks now, the sight of 
his eyes still spooks you. 


“Welcome to the Sanctors Tempta- 
tion, the best R(ai-den in he. 
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Ghowda.’ 


He lowers his voice slightly as he 


continues, 


‘..And one of the best Clon-halls in 
Rol-Katel, a reputation which Im 
sure you will only improve upon.’ 


He raises his voice to its original 
level and smiles. 


I’m Randis Tredd, but my friends 
call me Lighter. As you've probably 
guessed, seein’ as how you're all so 

observant, I’m the barman here.’ 


Lighter shakes hands with each of 
you in turn. His grip is strong and 
confident. 


Lowering his voice again he says, 


I’m also your contact with the Clon, 
Til tell hs of any jobs that are 
going an bs you want anything just 
ask me, the worst that will happen 
is that I'll say no.’ 


Lighter leans over the table towards 
you, 


‘Now down to business. I've got a 
job for you if you're ready for it? I 
will point out that there is no fee for 
it and you are free to refuse the job, 

but the High Shevin has passed 

down the job so he must think its 

worth looking into. Are you pre- 
pared to take a chance? 


As you read the last line look the players in the eye and wait until 
they all respond in the positive. Then Lighter continues. 


JT can’t tell you much pase only 
that we have been approached by a 
streetman called Gart Daltarian. 
He works in the Cobbledock district 
down by the river and he needs 
some help on the quiet. You can 
meet him here after six o'clock’. 


He hands you a piece of paper with 


an address written on it. 
‘Any questions?’ 
Give the players Handout 1. 


It reads as follows: 


,Gart Daltarian 


Yitu’s noodle bar 
Heckler’s cross 


The Bazaar. 


If there are any questions you will have to ad-lib the answers. 


Play Lighter as an imposing and booming character, who tends 


to shout in conversation. Annoy the players by shouting! You 
may as well get into the habit of hamming it up. Continuously 
rub a hand across your head as you play Lighter. Once the char- 
acters have finished asking questions, or if there were none, 
Lighter continues, 


“Well, I'll see you around then.’ 


Lighter gets to his feet, then seems 
to remember something. 


‘Remember, when you meet with 
Daltarian, you're not Clondis, 
youre just friends who heard that 
he needed help. He'll get the pic- 


ture.’ 


With that he winks an opaque eye, 
leaves the booth and heads back to 
the bar. 


Conclusion. At this time, the players only have the address on 
the handout to follow up, so they shouldn’t stray too far from the 
plot. When they finally decide to approach Gart Daltarian go to 
Act 2. 


Act 2. Capper Way 


Intro. This Act occurs as the players make their way down from 
the Sanctors Temptation to Cobbledock. 


Setting. This wide cobbled street lies in the district of Rol-Katel 
called the Ghowda, a cosmopolitan and arty region filled with 
Chinte’ F’har jazz joints, gambling dens, street danja from the 
nearby Gallery, food vendors and other colourful individuals. 
Capper Way is known as ‘No-sleep Street’ due to the frequent 
all-night parties held there. The street will be filled with partying 
NCs no matter when the players end up here. 


Capper Way is a fine boulevard lined with small trees and street 
lanterns. There are a number of small ornamental fountains and 
paved squares found along the street, adding to the pleasant at- 
mosphere of the Ghowda. Most of the buildings are domed, three 
storey affairs which have a covered walkway of ornate arches 
running down both sides of Capper Way. 


Summary. There will be little action in this Act. It is simply to 
provide the players with some more background and to give the 
Narrator more details of Rol-Katel. You could spice it up with a 
pick-pocket attempt or a confidence trick played on the party. 
Imagine this Act as a sweeping opening scene in a film. It’s there 
to show the players Rol-Katel and to give the adventure some 
flavour. 


Plot. Once the players decide to head over to Cobbledock read 
the following. 


As you walk down Capper Way 
towards Bridge Way and the Katel 
Bridge you huddle inside your 
fongcoats as a chill wind gusts down 
the street. An omen of the job to 
come? A warning wind of the evil 
powers you will have to face? You 
each shrug your shoulders, “What 
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will be will be. No sense in worrying 
about the future.’ 


Even with the cold weather Capper 
Way is as bustling as it always is, 
no matter the time of day or night. 
You are jostled and bumped as you 
make your way through the 
crowded street, your senses almost 
overloaded by the cacophony of 
sights, sounds and smells that come 
from the buzzing crowds. The wide 
paved Way is a swarming sea of 


Lari’ turbans, commonly worn by 
Ha’esh. 


Nearby a corn-stick vendor is 
shouting about the delights of his 
ie-on-a-stick. You can smell the 
elicious, meaty aroma of his wares 
and as your mouth starts to water 
you are almost tempted to go over 
and buy one. That is until you 
remember the stories about what 
they put in them to fill out the small 
meat content. 


Allow the players to ask any questions about the street, or look at 
some stalls and shops. Remember to mention sounds and smells 
as well as sights as this will make the street seem more real. 


Conclusion. This scene leads directly into Act 3. 


Act 3. Encounter With Myrdal. 


Intro. This Act occurs when the players have reached the end of 
Capper Way. 


Setting. The encounter takes place in a busy paved square near 
the end of Capper Way. The square is filled with small Ha’esh 
and Ryamis merchant stalls situated around a well, selling salted 
crusti fish, exotic fruits, and leather goods. 


Summary. This Act will allow the Narrator to get used to mak- 
ing non-combat skill rolls. Rash players may want to start a fight 
during this scene but you should try to keep such actions to a 
minimum. Remember that there are several streetmen in the vi- 
cinity that would not take kindly to the players causing commo- 
tion and injury. 


This encounter has no bearing on the rest of the scenario. It is 
designed to give you an idea of the many random encounters and 
events that can happen around the ACs _ which are not directly 
related to what they are doing. There is a whole world of other 
mortals and creatures all getting on with their own lives regard- 
less of the ACs. 


It also shows one way you can introduce the players to a poten- 
tial friend and ally who has no bearing on this adventure but may 
be used in later scenarios. Hopefully the players will remember 
Graatch, he could easily prove useful in a later adventure. 


Plot. The Act starts with the Narrator reading the following to 
the players. 


Eventually you reach the end of 
Capper Way and turn the corner 
onto Bridge Way, leaving the area 
known as the Ghowda behind you. 
You are trying to jostle your way 
through a small crowded square 
when you suddenly hear an enor- 
mous bellow from a 14 feet tall, 
rock-skinned creature standing 
about 5 yards in front of you, 
quickly ‘fatlrinad by an even louder 
roar from behind. 


Quickly ask each of the players in turn what they are doing. Give 
each of them about 2 seconds to reply before moving on to the 
next. If they didn’t reply in time the player’s character is stand- 
ing still in surprise when the following happens:- 


The Myrdall in front of the characters raises its rocky arms in a 
sign of challenge and, bellowing forth an ear shattering roar, it 
charges straight towards any characters who did not move. At 
the same time they hear a similar roar behind them and the sound 
of very heavy foot steps rushing towards their backs. 


The players are about to be caught in between two charging 
Myrdall from different clans. These inter-clan meetings are rare 
and are controlled by instinct rather than rational thought. Ask 
any players who didn’t do anything last time what they are going 
to do. Again give each one about 2 seconds to reply before mov- 
ing on to the next player. 


Players who have moved out of the way will see the two giant 
Myrdall rushing towards each other with any players who didn’t 
move directly in between them. The two Myrdall each give an- 
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other huge bellow before diving at each other. 


All the players who are out of the way will see the two Myrdall 
collide with a huge crack as they try to get a grip on each other. 
Any unfortunate players still in the middle will be lost from sight 
in the tangle of the two huge creatures. 


If any players are still in the middle, they will have to make skill 
Success Tests to get out of the tangle. A Moderate difficulty Suc- 
cess Test should be made against 'Athletics'. If a player fails the 
roll then have them slip up. Regardless of the players rolls they 
should escape within a couple of rounds, with only the players 
who made the worst rolls perhaps taking an Easy wound in the 
scuffle. 


Read the following to the players. 


As the crack of their initial collision 
rings in your ears you can see each 
Myrdall trying to get a grapple 
filet on the other. As you gaze in 
awe at the struggling creatures you 
notice for the first time that they 
are both different colours; one is 
light red, whilst the other is a dull 
brown. 


If any of the players make a ‘Cultural lore- Myrdall’ skill roll at 
Easy difficulty they will know that these two are from separate 
clans and their colours show that they are from different geologi- 
cal areas, although they will not know the locations. (Light red 
rock originates in the North Diamondheads, whilst dull brown 
indicates the southernmost region of the same mountain range). 


If the player can make a ‘Cultural lore-Myrdall’ skill roll at Mod- 
erate difficulty, they will know that the fight is a form of inter- 
clan challenge to measure each others honour and strength; it 
would not be prudent to get in their way. 


Read the following out, regardless of skill rolls. 


Suddenly the red Myrdall gets a 
ood grip of the other and throws 
im to the ground with a force that 
you can feel through your feet. He 
raises his foot to stamp on the prone 
combatant when just as suddenly 
the brown one kicks out with his 
own feet and catches ‘red full in the 
groin, sending him flying back over 
a silk-vendors stall. 


There is a huge thud as the red 
Myrdalls head connects sharply 
with the ground. The Ryamis mer- 
chant who owns the stall starts 
jumping around and shouting for 
the streetmen as the Myrdall over 
his stall tries to raise its head, fails, 
and stumps back to the ground, 
obviously stunned and probably 
UNCONSCIOUS. 


The brown Myrdall gets to its feet, 
glares at its rival for a few seconds, 
then casually turns its back and 


walks down Bridge Way towards 
the Bazaar ignoring the shouts of 
the Ryamis trader who seems to 

think that the Myrdall should help 


remove its rival. 


The brown Myrdall will ignore all attempts to persuade it to re- 
turn and will quickly disappear into the bazaar crowd. 


As the characters stand there looking shocked, the Ryamis mer- 
chant will start to shout for help to move the giant creature from 
his stall. 


As you watch the brown Myrdall 
disappear into the Bazaar you hear 
a loud screeching voice behind 
shouting 


‘You there, help me move this stone 
brute from my stall.’ 


Glancing around, you notice that 
aiiough the area is still busy, you 
seem to be standing in the middle of 
an empty circle around the Ryamis’ 
stall. All the other bystanders seem 
to have melted into the bustling 
crowd. The Ryamis’ high pitched 


voice pipes up again. 


‘Are you going to stand there look- 
ing stupid or are you going to move 
this thing from my stall? I have 
work to do, I'l have to sell all the 

oods I have here just to make up 
for the damage those monsters have 
done.’ 


Ryamis are renowned as argumentative and poor tempered crea- 
tures, and the trader called Chattatt is no exception. He is a com- 
plaining, bad mannered and nasty individual and this incident 
has ruined an already bad day. Play him as such. 


If the players remove the Myrdall from the stall, which is very 
hard work as the it weighs about 2000 lbs, they will get no thanks 
from Chattatt. In fact he will complain and nag the players con- 
stantly. He will blame them for the mess and claim they are friends 
of the Myrdall. When they are finished he will complain about 
the extra mess and damage they caused as well as the length of 
time it took them to do such a simple job. 


The Myrdall however, will be obviously grateful. He will thank 
the players for their help and introduce himself as Graatch. Just 
then he will glance past the players and then whisper to them in 
a deep and low voice, 


‘You must get me out of this. If they 
take me down to their station I will 
be late for my work and I will lose 
my job.’ 


Wondering what Graatch means 
you look round to see three street- 
men pushing through the crowd and 
steppin into the circle round the 
stall. The front streetman, a short, 


221 


od, o : 


middle aged Karro with a bushy 
moustache, steps in between you 
and the Ryamis whilst telling his 
two companions to check round the 
area. 


‘Right then. What's been going on 
here? And I'll have it one at a time, 
thank you, starting with...’ 


The streetman points to [pick one of 
the players and point at him.] you! 


The characters should be able to persuade the streetmen that it 
was not Graatch’s fault with a few moderate skill rolls. Have 
them use skills such as persuade, hidden tongue or even lie. Of- 
fering to return the favour by promising to tidy the mess or es- 
corting the Myrdall to make sure he stays out of trouble should 
give the characters a bonus to persuading the streetman. 


If the characters get Graatch out of trouble he will be very grate- 
ful. The ACs may also get one or two Honour Points if they dealt 
successfully with the streetmen. (i.e.- they didn’t kill everyone 
in the square). 


‘Thank you. Graatch does not forget 
eipfl feareds like you easily. You 
come by the Dusty Tjhav in the 
bazaar any time and I will make 
you very welcome.’ 


Graatch makes a deep gurgling, 
rumbling sound deep in his throat, 
which strangely reminds you of a 

purring yardi. 


JT must be at work now, but do not 


forget to come by, my friends.’ 


With that he turns and walks to- 
wards the bazaar. 


The Dusty Tjhav is a large underground sports hall which has 
many tjhav pits and a large bar. It is a popular meeting place and 
recreational centre for all sorts of characters. It is the Gargentihr 
equivalent of a bowling alley. Graatch is one of the bouncers, a 
task which he is well suited for. As for the other Myrdall, who 
knows? You may want to have him crop up in a future scenario. 


Conclusion. The players can now continue on their way to meet 
with Gart Daltarian. Go to Act 4. 


Act 4. Meeting Gart Daltarian 


Intro. The players will have received Handout | which details 
this meeting place. It is most likely that they will arrive here 
after Act 3. 


Setting. The meeting point is a small Ha’esh noodle bar on the 
south strip of the Bazaar called Yitu’s. The bar has an open front 
which sits directly off the street. It is covered with a wooden 
canopy which protects customers from Gevuria’s heavy rainfall. 
A long counter looks directly into the steam-filled kitchen where 
pots bubble and froth. The counter is a mass of rice bowls and 
yusp cups, and the patrons sit, their backs to the street, watching 
three old Ha’esh silently hurry between pots and clientele. 


The thick aroma of the noodles wafts out onto the busy streets 
and ensures that Yitu’s remains constantly crowded. Most of the 
customers are Ha’esh, but there are some empty seats beside a 
rough-looking Karro down at the left end. This is, of course, Gart 
Daltarian. He wears a non-descript ragged longcoat and sits read- 
ing an old copy of the Rol-Katel Gazette. 


Summary. This scene introduces the players to Daltarian, who 
wishes to hire their services. Daltarian fills the players in on what 
they are to do. 


Plot. Read the following to the players. 
You pass alongside the area of the 


Bazaar known as the Shuss, which 
is filled with small Techler stalls 
cluttered with tubes, wires, springs 
and other modern pieces of technol- 
ogy. You push past many of these 
drange hooded traders wie try to 
tempt you with their wares. 


Finally you make it to the address 
on the card. Yitu’s has an open 
front which opens directly out onto 
the busy street. The whole span of 
the counter can be seen from across 
the way, and you see that it must be 
a popular place. A thick cloud of 
steam rises from behind the counter 
in the open kitchen where three 
elderly Ha’esh serve a number of 
customers ee on stools along the 

ar. 


As you cross the street to the 
canopy of Yitu’s, you see a lone 
Karro sitting reading a copy of the 
Rol-Katel Gazette. The only free 
stools are to be found beside this 
man. 


Daltarian watches the approach of the players in the mirrored 
reflection of a yusp steam-urn. (Any player with SEN of 6+ will 
notice this). He doesn’t look up and awaits the player’s introduc- 
tion. Remember that the players shouldn’t mention that they are 
Clondis (Deduct 2 HP from any player that does so.) 


Once they have introduced themselves read the following to the 
players. 


The Karro turns to face you. He is a 
broad-shouldered man in his early 
forties, and looks like a well trav- 


elled fellow. He wears a battered 
ae but is well groomed with 
slightly greying long sideburns. 
‘You have the right fellow. Can I get 
you some yusp?’ 
He motions to the nearest Ha’esh 


cook and utters something in Ha’esh 
about several cups of yusp. 


BP 


Gart Daltarian will then tell the players what he knows. Try to ad 
lib the conversation to get the hang of being a Narrator. If you 
feel up to it then speak in a gruff voice when you play the part of 
Gart. It will help to give the NC some character. 


Take as long as you require to get all of the following points 
across. The only thing to watch is that it all keeps moving. You 
may want your players to make notes as you talk. Let them inter- 
rupt if they wish. It’s supposed to be a conversation rather than a 
one-sided narrative. 


Points to make :- 


1) Gart Daltarian is a veteran sergeant streetman who works in 
the Cobbledock Station. (A Moderate ‘Race lore’ Success Test 
will imply that he is a shrewd, streetwise fellow. 


2) Gart knows that there are many of his Cobbledock colleagues 
on Papa Fennris’ pay-roll. He isn’t one of them. 


3) Papa Fennris is the local crime lord and leader of the Fennris 
Tavin who have much control over the criminals in Rol-Katel. 
He is a dangerous man to know. 


3) He was working on the investigation of a smuggler known 
only as the Cuckoo. He was beginning to close in on his quarry 
when he was pulled off the case and the investigation was dropped. 


4) He believes that ‘someone upstairs’ doesn’t want the Cuckoo 
to be investigated. This smuggler is a powerful anonymous indi- 
vidual who obviously has some important friends. 


5) Gart wants the players to follow up his investigation of the 
Cuckoo to see what is really going on. He can’t provide too much 
assistance for fear of alerting Tavin infiltrators within the street- 
men. 


6) He knows that a Ha’esh by the name of Lalo is a contact for 
the Cuckoo. Gart hands over a hazy pictograph image of the 
Ha’esh. He explains that the streetmen are currently experiment- 
ing with the possibilities of a criminal pictorial library. 


7) Lalo frequents a Ha’esh klai-den called ‘Two Trees’ in Cob- 
bledock. This may be a good place to stake out. (Hint, hint). 


Daltarian can be contacted at the Cobbledock Station, but he warns 
the players to keep their wits about them. The spies of Papa Fen- 
nris are everywhere! 


Conclusion. This Act is designed to give the players some clues 
as to what to do next. Their best bet is to proceed to “Two Trees’, 
Act 6. 


Act 5. Cobbledock Street-station 


Intro. This Act can appear in a number of places, and may not 
even be used! The players will end up here if they arouse the 
suspicion of the local Fennris Tavin, or if they look for Daltarian 
at his work. 


If the players act suspiciously around Cobbledock, or if they cause 
a commotion at any time during the scenario, they may be ar- 
rested by the streetmen. When confronted by several streetmen 
brandishing Keldin bars, you should remind the players that in- 
juring or killing one of Rol-Katel’s finest is a serious offence. 
Not all of the streetmen are on the Tavin pay-roll, and they may 
even be friends of Daltarian. 


The players will be surrounded and marched through the streets 
to the Downwind Road Station. They will lose 1 HP for the shame 
of this. (More if they injured anyone during the arrest). 


Setting. The Cobbledock Station is situated on the Downwind 
road, the main thoroughfare through the district. The station is a 
typical Lathmirian-style building; a domed, three storey struc- 
ture with two columns situated in front of the large front door. 


The upper two floors include administration, storage rooms, and 
a mess hall. The ground floor contains the reception area and 
overnight holding cells. Like all stations in Rol-Katel, a carsen 
tube system forms a communications network around the build- 
ing. (See the Digest chapter for more information on this techno- 
logical invention). 


The Station is an old building with a stuffy atmosphere. It has 
wooden panelled walls and tiled floors. A fat desk sergeant works 
behind the front desk and the main office area lies behind him. 


It should be noted that there are few streetman stations that are 
under the pay of the Tavin. Cobbledock is not typical of the hon- 
esty of the Karro law enforcers. 


Summary. This scene can be used to show how the streetmen of 
Gevuria operate. Most streetmen are middle class Karro who will 
be working their way up to Detective status through the ranks. 
Although there are a few Ha’esh on the force the streetmen tend 
to be rather racist and distrusting of all non-Karro. Ha’esh ACs 
will be treated far worse than their Karro friends. 


Plot. The players will be taken into the cells through the back of 
the ground floor office to be questioned by a Detective called 
Mull. This tall and lean Karro is a Tavin Lieutenant and will 
want to pass on any important information to Papa Fennris. 


The players will be kept in the cells overnight and let go in the 
morning after being questioned. Mull will not push the interro- 
gation too far; he plans to have the players followed instead. If 
any player tells of their involvement with Gart Daltarian then 
they will lose 1-4 HP depending on how much they tell. 


From this point on, the players will be followed by a plain clothes 
streetman who will report back to Mull on a regular basis. Occa- 
sionally mention a shadowy figure lurking in the background 
whilst the players are in other Acts. A Difficult ‘Sight’ or ‘Crowd 
manoeuvre’ Success Test will allow the ACs to spot their stalker. 
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The plain clothes man is Cambar Wick. He is a young Karro who 
is eager to please Detective Mull. He isn’t involved with the Tavin 
and has never heard of the Cuckoo. He respects Gart Daltarian. 
Wick will be easy to sneak up on, as he is a bit green around the 
gills. He will plead with the players not to tell Mull that they 
caught him. 


The Narrator needs no statistics for NCs like Cambar Wick. Such 
characters are mere plot devices for the Narrator to use as he sees 
fit. If you think that you have enough on your plate running your 
first scenario, then ignore him. If you wish to add more depth, 
then you can include him in the story. If the players are doing 
well, then they will easily capture Wick. If they are bumbling 
about, then Wick will report back to Detective Mull and the street- 
men may intervene later in the scenario. 


Conclusion. This Act is just a diversion and the players can re- 
turn to their other leads when they are released. Detective Mull 
will keep an eye on the players through Wick and will move in to 
arrest the players if they break the law. If you feel that this sub- 
plot is too complicated to run on your first trip into Gargentihr, 
then leave it out! It’s your scenario, so change it until it suits 
your needs. 


Act 6. ‘Two Trees’ Kfai-den 


Intro. The players are given the lead to go to Two Trees by Gart 
Daltarian. They can easily find out where this is by asking a lo- 
cal Ha’esh. The players will look less suspicious if an AC Ha’esh 
does the talking. If the players are visibly seen asking around, 
then they may draw the attention of the Tavin (See Act 5). 


Setting. It should be evening when the players arrive here and 
the first drops of a rainstorm begin to patter off the cobbled streets 
outside. The Two Trees Klai-den is a small anonymous building 
which lies in the unnamed back lanes of Cobbledock. It is a crum- 
bling three story building which has been squeezed into a nar- 
row gap between two warelofts. Alongside the usual goods-crane 
hanging above the third floor, a dirty picture of two sprawling 


gei trees signifies the entrance to the klai-den. There is no writ- 
ten version of the Ha’esh tongue and simple pictures are used to 
represent buildings such as this. 


Two Trees is a very old and narrow Lathmirian style building, 
with one peculiar feature. Two young gei trees reach 30 feet from 
the ground to the third floor. A spiral wooden staircase has been 
built around the tree nearest the door. There is a small bar on the 
first level which surrounds the other tree. The original ornate 
glass dome still exists, as do the third floor storage doors, com- 
plete with crane and pulley. 


Like most Ha’esh klai-dens, Two Trees has a quiet and sombre 
atmosphere, which puts most non-users of the Silent Way off 
drinking in such an establishment. The air is thick and heady 
with cadj smoke. This is a clan Moun establishment, and so all 
members of that clan speak to one another using the Silent Way. 
This makes outsiders especially uncomfortable. The Moun Rai 
symbol appears around the koul-den, scored into wood and on 
large woven mats behind the bar. 


There are no tables or booths within Two Trees. Ha’esh sit on 
Mhe’ta mats arranged around small raised wooden plinths. A 
few of these plinths have bowls of squirming scrudd maggots on 
them, for use by chapping Ha’esh. Paper lanterns provide the 
dim inner lighting. 


The second floor of Two Trees is another sitting area, but is only 
used by clan Moun. The smell of incense wafts through this level. 
The third floor is storage and can be accessed using the winch 
and crane which hangs out over the lane. 


Summary. This Act will give the players some insight into the 
ways of the mysterious, turbaned Ha’esh and will indicate that 
there are many differences between the Karro and these people. 
AC Ha’esh are more ‘civilised’ than most, and will receive a 
different reaction. They are neither Karro or true Ha’esh; a trait 
which can be both boon and curse. 


The players will stand out in Two Trees and there are some local 
Tavin watching their moves with interest. 
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The players will notice Lalo and will have to act quickly if they 
are to question him. A fight will break out and Lalo will bolt for 
the third floor and the exit there. 


Plot. All eyes will fall on the players when they enter Two Trees, 
unless they are all Ha’esh, which is very unlikely. There is a 
silent and foreboding atmosphere within the place. Low speech 
is only permitted on the first level. It is a great insult to speak 
aloud on the other levels. A Moderate ‘Cultural lore - Ha’esh’ 
Success Test will allow the players to realise this. Remember 
that any conversation which passes between players around the 
table will also occur between their characters in the klai-den. 


If the players ask for Lalo, they will be told coldly by the Ha’esh 
barman that he doesn’t know of him. The Shevin will be free to 
stay in the bar providing that they follow Ha’esh protocol. (i.e.- 
drink on the first floor, don’t speak aloud on the other floors). 
Ha’esh seeking enlightenment (such as AC Ha’esh) will be shown 
more respect and would be less out of place on the upper floors. 
AC Ha’esh from clan Moun will recognise the Rai symbol of 
their old clan, as will anyone making a ‘Cultural lore- Ha’esh’ 
Success Test at Moderate difficulty. 


Any player trying to identify Lalo using the pictograph image 
will have to make a Difficult ‘Sight’ Success Test. They will see 
a familiar Ha’esh sitting cross-legged with three others on the 
ground level. They smoke cadj and play Flatback. The ground 
floor is busy and filled with soft conversation. It is difficult to 
see through the smoky haze without peering. 


Have at least one player spot Lalo in some way, even if 


The Tavin will either notice the ACs themselves or will be in- 
formed of their presence by another Tavin. Either way, this will 
lead to a confrontation as outlined in 3) below. 


3) Confront Lalo and his friends. 


If the players approach Lalo and confront him openly, his Tavin 
friends will quickly scramble to their feet with ghurti drawn, ready 
for a fight. Mentioning the Tavin or the Cuckoo openly will have 
this effect, as will insulting the gamblers. The Tavin will con- 
front the players, looking for trouble, if they see the ACs watch- 
ing them. 


The Tavin are swaggering and bold, and are not used to being 
confronted on their own turf. They will threaten violence but 
will only attack if they feel they can outclass the ACs. When 
they do attack, they may be joined by extra Tavin from around 
the bar to even the numbers. 


To differentiate between the separate Tavin, use the following 
descriptions. This will allow the players to visualise who they 
are fighting and will aid the Narrator in the running of the battle. 


1) ‘Shorty’ - This Tavin is a short Ha’esh, just under 5' tall. He 
has a sly, narrow-eyed expression which makes him look mean. 


2) ‘Beardy’ - The second Tavin has a thin black moustache and a 
wispy beard which is unusual for a Ha’esh. 


all skill rolls are failed. You should get into the habit of 
changing dice rolls as you see fit so that the flow of the 
game is not broken. If you always have the players roll 
into a hidden box then they will never know when you 
alter dice rolls. 


The players have a number of choices at this point :- 
1) Gamble with Lalo. 


If an AC Ha’esh approaches the game and asks to join in, 
Lalo and his Tavin friends will be suspicious but will 
invite the character to join. (Politeness and hospitality 
are two Ha’esh traits). An AC this close to the group will 
notice that the Ha’esh have tattoos of a four-petaled flower 
_onarms or on the back of the hand. This is the sign of the 
Fennris Tavin- a moderate ‘Street lore’ Success Test will 
tell this, and any character who dealt with Tavin during 
their character generation events will also know what the 
sign means. 


Lalo and the Tavin are reasonable gamblers (KAI 3, gam- 
ing- 3). You can use the system listed under the gaming 
skill (see the Skills section) to run the flatback game. 
Each player usually throws 2-3 Cyls in per round. 


If Karro ACs approach the game, they won’t be wel- 
comed. Any Ha’esh ACs seen with Karro will also be 
snubbed. The Tavin will be wary from this point on and 
will be expecting trouble. This will lead to a confronta- 
tion, as outlined in 3) below. 


2) Watch Lalo and the Tavin from a distance. 


Characteristics | Skills D 

STR: 4 Brawling 16 12 8 3 
Endurance 15 11 7 4 

HEA: 5 Gambling 14 10 6 4 

AGL: 4 Ghurti 17 13 9 6 
Listen 13 9 5 3 

COM: 5 Sight 5 3 

SEN: 4 


Weapons 
Brawling 
Ghurti 


First FAT Rating 
(Equals (STR+14) - ENC 


Second FAT Rating 
(-4 to INIT and all skills) 


3) ‘Grubby’ - This Ha’esh has an unwashed and unkempt ap- 
pearance. He smells a bit too. 


4) ‘Petal-head’ - This Tavin has his four-petalled flower tattoo 
etched upon his forehead. 


The Narrator can make up other descriptions if they are needed. 


The Tavin will not fight to the death. If they lose all of their first 
FAT level, then the Tavin will collapse or flee. If questioned, a 
beaten Tavin will not know anything about the Cuckoo. They do 
know that Lalo is a member of the Fennris who works as middle 
man for an important client. 


Other Ha’esh in the bar will not get involved in the fight. They 
will scatter and panic, generally getting in the players way. Street- 
men will arrive on the scene in roughly 5 minutes. If the players 
fumble around then they may find themselves facing several 
streetmen armed with Keldin bars. (Go to Act 5). 


Telford will be sitting quietly on the ground floor watching pro- 
ceedings carefully. He will not interfere unless the players are in 
serious trouble with the Tavin or the streetmen, and even if he 
does aid the Shevin he will disappear quickly and quietly before 
the players can ask too many questions. 


Conclusion. Whilst his Tavin allies confront the players, Lalo 
makes a break for it. Go to Act 7. 


Act 7. Chase Through Two Trees 


Intro. This Act occurs as the players are confronting the Tavin 
in Act 6. If they don’t act right away, then this scene will not 
occur. Have the streetmen pick the players up and go to Act 5. 


Setting. This Act takes place on the upper floors of Two trees. It 
should be a fast moving scene, so do not waste time describing 
every detail. Keep a sense of urgency in this part of the scenario. 
The players should realise that if they are not quick they will lose 
Lalo. Talk quickly and urge a fast response from the players. 


Summary. Lalo will climb up through to level three and use the 
cargo pulley to drop to the ground level. 


'Two 
Trees’ 
Klai-den, 
Top floor. 


Plot. Lalo will let his Tavin allies confront the players whilst he 
slips up the stairs to the upper levels. Have the player with the 
highest ‘Sight’ skill spot Lalo climbing the gei tree steps. 


At least one player should try to break off from combat and fol- 
low Lalo. They will see him disappear around the back of the gei 
tree as he scales the circular stairwell. The second floor is quiet 
with several groups of older Ha’esh sitting in meditation. Lalo 
continues up the stairs. 


Level three is unlit, but moonlight glints in through the glass 
domed roof. It is cluttered with barrels of koul, salted crusti and 
other provisions. Lalo is nowhere to be seen. 


The players can here the rush of blood in their ears and the gentle 
pitter-patter of rain on the roof. The sounds of commotion ring 
out below. In here, all is quiet. Build up a tense atmosphere; lower 
your voice and talk slowly. Ask the players what they are doing. 


Suddenly shout out that they see movement over by the front 
wall as the cargo doors swing open. Lalo grabs a pulley rope and 
swings out over the lane, climbing down to the ground. By the 
time the players reach the pulley they can hear footsteps running 
on the cobbles below. 


Conclusion. The players must hurry to keep up with Lalo. Go to 
Act 8. 


Act 8.Chase Through the Streets 


Intro. This scene can occur at two different times. If the players 
had their wits about them, they will be chasing Lalo from Two 
Trees and follow this scene on from Act 7. 


If the players lost Lalo and were detained by the streetmen then 
they will happen to see Lalo the following evening as he walks 
through Cobbledock. Either way, the chase is on! 


Setting. This Act takes place in the evening, with a light rain 
falling and the mist coming in over the river Katel. The long 
shadows of the surrounding three storey buildings make fast 
movement difficult. The streets are quiet and empty. 


Summary. Lalo will high-tail it through the narrow backstreets 
of Cobbledock. The lanes are dark, slippy and treacherous. After 
a few incidents, the party will see Lalo jump into an unmarked 
skink cab and will catch a glimpse of an inhuman figure at the 
reins. A dropped item will provide a vital clue. 


Plot. Lalo flees down a narrow lane away from the lights and 
bustle of Bridge Way and the docks. His footfalls disappear into 
the darkness. Lalo is sprinting and has no encumbrance. The play- 
ers must continuously make ‘Athletics’ skill Success Tests to 
avoid losing 1 FAT per Round of sprinting. (See the ‘Athletics’ 
skill description in Skills). 


The cobbles are slippery and wet. Have each player make an 
AGL Success Test at Easy level to avoid falling and suffering 
1D6 FAT through bruising. The chase continues through more 
back lanes. 


The players rush by a sailor’s klai-den and must avoid the two 
drunks sprawled by the door. A Moderate ‘Crowd Manoeuvre’ 
Success Test is needed to avoid the bodies. The smell of warm 
ale wafts out onto the cold lane as the players run past. 
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Lalo runs up a dead end and is seen scrambling over an 8' high 
wall onto a lit street. A Moderate ‘Athletics’ Success Test is re- 
quired to quickly scale the wall. 


The first player over the wall will see Lalo reach a black skink- 
drawn cab and leap into the cabin. The sudden glare of the 
streetlights prevent the players from clearly seeing the driver, 
but they could swear that a ghastly crescent-faced creature grinned 
maniacally from behind the reins. One character should realise 
that this was a Khostra if he has had any dealings with this race 
during his character generation events, or if he has ‘Cultural lore- 
Khostran’. 


As the first character jumps to the street he must leap athletically 
to the side to prevent the fast moving cab from running him over. 
The cab thunders past and disappears into the mist. Lalo is gone! 


The cab was parked outside of a small yusp house on the western 
side of the Bazaar, called ‘Tinker’s’. The ‘yusper’ (barman & 
waiter) who runs it is an old and friendly Karro who says he saw 
the tall, hunched coachman wait outside motionless for over an 
hour. He does not know anything else. 


Below the street lantern, dropped where the cab stood, lies a 
strange, thin wooden slate with holes punched into it. This is 
Lalo’s Dalton lock key, which he dropped in the rush to get into 
the cab. A Moderate ‘Science’ Success Test will identify this 
item as such and the user will realise that it is also a windbay key 
card. Any Techler in the Bazaar will be able to give the details of 
the lock and its location for a fee. 


Telford will again be close at hand. He may be used to pass on 
the Dalton key if the players overlook it, by pretending to be a 
tramp. He’ll come up and say, 


“T found this over by the street-lantern, so I did. I think your 
friend in the cab must have dropped it”. 


He asks for a few Cyls (to keep up the disguise) and will wander 
off into the mist whistling. 


Conclusion. The players have to find the Dalton key. It is the 
main clue in the adventure and cannot be overlooked. When the 
players gain the key, they will have to investigate its use. If they 
don’t remember about the Techlers in the Bazaar, then give them 
some hints. Say that the device looks technological and they need 
to contact someone who can deal in such things. This should 
lead to Act 9. 


Act 9. Randall the Techler 


Intro. The players will want to know more about the Dalton key 
and will have to seek the advice of the professional. This man is 
called Randall. There are two ways in which the players can get 
in touch with him. 


If the party has a contact who may know a Techler, or if they ask 
Lighter about such a person, the answer is the same; “Go see 
Randall who works along the Shuss’. 


If the players choose a Techler at random it will be (surprise, 
surprise!) Randall. 


Setting. This Act takes place in Randall’s shop which is found in 
the area of the Bazaar called ‘The Shuss’. This covered mall of 
small shops is littered with Techlers, but Randall’s shop is one of 


the few with a sign; a simple affair which simply says his name. 
Thousands of tubes, wires and springs hang down to form a cur- 
tain around his store and hide the dark interior. 


The store is bristling with technical equipment. There are half 
finished metallic inventions sprawled over every surface, and 
boxes of spare parts clutter the dark corners of the main room. A 
small battered field illuminator hums merrily as it flickers and 
lights the room. Clockwork, crackling generators and crystals 
pulsate and move. The whole scene is animated chaos. 


Summary. This scene will provide the players with a future con- 
tact and will give them the exact whereabouts of the Cuckoo’s 
Windbay. 


Plot. Randall is a thin Karro with a moustache. His shop is clut- 
tered with strange devices and wires some of which hang from 
the roof. He shuffles and tinkers as he talks. Randall will do any- 
thing for a chance to gain new information. He wants 40 Cyls for 
his trouble, but says that he will be able to provide the lock make, 
index number and location. 


Randall keeps a gem of such data and will use a battered PGR to 
scan for the details. This will take ten minutes. He spends a fur- 
ther twenty taking a copy of the Dalton key’s dimensions for 
future reference. 


Randall hands the key back to the players and prints out an ad- 
dress for them using a giant steaming mechanical printer of his 
own invention. Give the players Handout 2. 
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It reads: 
Dalton lock 206 XX. 
Bay 26 
Bay Huth. 


Conclusion. The players now have the location of the Cuckoo’s 
base. They can proceed to Act 10. 


Act 10. The Windbays 


Intro. This scene takes the players to the base of the Cuckoo, 
which is situated within Bay 26 of Bay Huth. 


Setting. The Windbays are situated on the south bank of the river 
Katel. They are three giant, alien structures built of sandstone by 
the Windtraders when they first discovered the young Karro Rol- 
Katel outpost in 1512. The Windbays are remarkable multi-sto- 
rey buildings, the like of which are not to be found in any other 
culture. The Bays have huge landing platforms on the roof to 
allow the sarakern to land with ease. They are now the centre for 
much of Rol-Katel’s external trade and are filled with the exotic 
and unusual. The Windbays are constructed out of a mysterious 
blue stone which is both light and very strong. This stone has the 
same properties as a Talandar Disrupter; all Kyromancers within 
the Bays remain Phased into the Physical Sphere, at no Sa Point 


Karro Guard 


Skills 


Bolt petronel 
Brawling 
Endurance 
Listen 
Military davin 
Sight 


Characteristics 
STR: 6 

HEA: 4 
AGL: 4 
COM: 5 
SEN: 4 


Weapons 
Bolt petronel 
Brawling 
Military davin 


Armour Type : ° 


First FAT Rating 
(Equals (STR+14) - ENC 


13 


Right Arm 


Second FAT Rating 
(-4 to INIT and all skills) 


16 


cost. 


The Cuckoo’s base is situated in Bay Huth, the mid-sized and 
most run-down of the structures. The levels swarm with many 
undesirable characters and Huth has a reputation as a hive for 
illegal activity. Hooded figures lurk in the shadows, illicit deals 
are struck in the smoky klai-dens and streetman presence is low. 


Bay Huth has a central circular atrium which passes from ground 
floor to the fifth (top) floor. Several stairwells and a mechanical 
lift system join the levels. The cargo bays are situated on the top 
three floors and are numbered from the top down in strange glyphs 
(Windtrader numerals). A set of Lathmirian numbers have been 
carved into the arched doorways of the bays for use by other 
mortals. 


Bay 26 is situated on the fourth level, off of the main court. The 
giant arched hall holds four of the bays (24 - 27). The hall is 
quiet, with a few huddled figures squatting in the dark corners. 
The occasional large rat scuttles across the floor in search of food. 
Rubbish and dust blows softly in the breeze. The sounds from 
the atrium can be heard in the distance and the whole hall has the 
smell of exotic spices about it. 


Summary. This Act sets the scene and gives the picture of the 
Windbays to the players. Let them look around and hint that they 
are being watched to add to their unease. The hall is almost de- 
serted and the players should not meet much resistance reaching 
the arched door to Bay 26. 


Plot. The players are being watched, but they will never 
spot their ‘guardian angel’. Telford, again disguised as a 
Ha’esh tramp, sits nearby with a bolt petronel close at hand. 


The hall is quiet, but there is a Karro sitting by the door to 
the bay. He doses lightly but is alert enough to act if the 
players walk up to the door. The Shevin must take this in- 
dividual out quickly and quietly without arousing any sus- 
picion. 


The Karro is one of the Cuckoo’s guards and is a compe- 
tent fighter. As soon as his suspicions are raised, he will 
knock on the door, alerting those inside. He has no key and 
cannot enter without help from within. 


The players can use silent missile weapons to dispatch the 
guard, but will receive added commendation from Telford 
(see conclusion) if they use stealth and skill. An Easy ‘Hide’ 
Success test and a Moderate ‘Sneak’ Success Test will al- 
low an AC to creep up on the guard and get surprise. If 
these rolls are made successfully, then the player should be 
allowed to knockout the guard with little difficulty. 


Conclusion. The players are now at the door and have a 
Dalton key. They can proceed to Act 11. 


Act 11. Inside Bay 26. 


Intro. This scene leads on from Act 10. If the Karro guard 
has knocked on the door, then the guards will be at least 
partially ready for the players and a full scale fight will 
commence. If the players were stealthy, then they have the 
element of surprise on their side. 
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Setting. Bay 26 is a typical cargo hangar in the Windbays. The 
Dalton door opens into the small office building at the front of 
the huge cargo bay. A large winch system crosses the roof to the 
giant back doors where a crane system can transport goods to the 
landing bay or to the ground. 


The bay is an arched dome which is partially filled with wooden 
crates and other boxes and barrels. The bay is cold and dark, 
chains hang from the ceiling and water drips down into pools in 
the corner. There are currently over a dozen workers shifting boxes 
to the crane at the open cargo doors. There are three field illumi- 
nators set up to light the far side of the bay to help them work. 
The workers will not hear any commotion in the closed office 
and will continue to work. 


The Bay Office 


Room 1 - This is the entrance room. It is a bare sandstone struc- 
ture with a table and four chairs. There is a corn oil lantern hang- 
ing on the wall. This is where the other three Karro guards will 
be. 


Room 2 - This is a mess room for the bay workers. A number of 
coats, cloaks and satchels sit on pegs along the walls. The front 
wall has an open window which looks out across the bay to the 
workers and the cargo. 


Room 3 - The office is situated on the second floor. It contains a 
large wooden desk, and several shelves filled with papers and 
books. On a small side table there is a PGR but no gems. A com- 
plex yusp maker sits on another table. A small window looks out 
over the bay. 
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Summary. The players will have to deal with three internal guards 
before they can search the office and the cargo bay. They should 
amass enough evidence to allow the streetmen to move in against 
the Cuckoo’s operation. 


Plot. The players must get past the three internal guards in Room 
1. before they can proceed. If the outer guard alerted those within, 
they will be ready for the intruders. One will be behind the Dalton 
door with his davin drawn, the other two are in the doorway to 
room two with their bolt petronels aimed at the door. The oil 
lamp has been turned down (low visibility, -2 to hit rolls). 


If the players have managed to get to the door quietly, then the 
guards are sitting playing flatback in Room 1. The two bolt pet- 
ronels are on the table and the other guard has his davin sheathed. 
None of them will have their Tarrans on so their torso and arm 
AVs will only be 7. The players will certainly have the advan- 
tage in this situation. 


Run the fight using the Combat rules, using situation modifiers 
and the INIT rules. Take your time and try to get the hang of all 
the rules. The guards will surrender or collapse if they lose their 
first 14 FAT levels. 


The three guards can be described as follows :- 


1) ‘Baldy’ - The first guard is older than the others, and is bald 
with a thin white beard. 


2) ‘Giant’ - The second Karro is over 68" tall and looks big and 
mean. You might even want to give him a +1 DAM bonus due to 
his size. 


Bay 26, 
Rooms 1 and 2 


Doors to main.bay 
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3) ‘Scaredy’ - The third guard is thin, timid and a bit of a wimp. 
He will surrender as soon as his life is in danger. 


The players can now search the office. There is nothing to be 
found in Rooms | and 2; the real clues are up in Room 3. The 
papers cover the legitimate side of the business and hold nothing 
of interest. The manager is a small time Karro trader called Rint 
Tandahan. He works for the Cuckoo but no mention of the smug- 
gler’s identity can be found. A Moderate ‘Value lore’ Success 
Test will tell the characters that there is no mention of the current 
cargo being loaded outside. This information can be freely given 
if any player thinks to ask. 


The Narrator should subtly hint that no gems can be found for 
the PGR. This would seem unusual. The only other item of inter- 
est is the yusp percolator. The table that it sits on has a rather 
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thick top. A successful Difficult ‘Sight’ Success Test will let a 
player realise this. There is a secret side compartment in this 
table which holds a gem, several papers and letters, and 480 Cyls. 
A Difficult ‘Devise’ Success Test will allow a player to open this 
without force. 


The papers include several illicit deals with other smugglers, and 
two letters of note. The first is in a strange language (Khan’ Dha- 
the language of the Khostra) and details the Cuckoo’s agreement 
to smuggle pieces of stolen New Science technology to the Khos- 
tran House Shoth of Khos-Tavar. A fine crest heads the letter. 


The players can use this as evidence. There are several technical 
readouts of current New Science inventions included in the en- 
velope, which are written in Lathmirian but have had hand-writ- 
ten Khan’Dha notations. Anyone with ‘Science’ skill will real- 
ise that these are details of corn engines. 


The gem can be easily tuned (See the Gems section of the rules). 
It has a KAI of 4. It can then be read using the PGR if an Easy 
‘Gem lore’ Success Test is made. The gem includes details of 
shipping times, the amount of scientific devices shipped and the 
agreed price (some 300,000 Cyls!) 


Many more details of the Cuckoo’s operation are included, but 
there is no mention of the smuggier’s real identity. The latest 
shipment goes out tonight (36 Gathering, 1585) and that is what 
the workers are loading at the moment. This is more evidence. 
The players should realise that they must go to Cobbledock to 
prevent the cutter leaving for Khos-Tavar and will have to act 
fast. 


Another letter from the Cuckoo to the Tavin is included. Give 
the players handout 3 if anyone can read Lathmirian at level 4 or 
greater. 
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Papa Fennris, 


Our mutual friend, Lalo, has proved to be most helpful. I 
gppreciate your aid in protecting my affairs, and I hope we cay 


continue to work together. I enclose this season’s payment. 


Your good friend, 
ie 


The players have found all the evidence that they require. They 


player at a time if need be, using ‘Dual Weapon Use’. 


If the players manage to all escape from Khakk, he will follow 
them and attempt to dispatch them one at a time. It would be 
most dishonourable to allow the thieves to escape. 


Conclusion. Khakk will fight to the death and is thus a most 
dangerous enemy. He should be allowed to injure players, but 
not to kill any of them. (The players don’t know this). The survi- 
vors can proceed to Act 13. 


may wish to search the boxes in the bay. They can try to sneak 


over to the boxes (the bay is still dark) or they can bluff their way 
over to the cargo. The workers are all simple Karro and Ha’esh 
underlings. They will not question anyone who acts with confi- 
dence. The boxes do indeed contain parts of technological equip- 
ment which are to be loaded onto a gressh drawn cart bound for 


Cobbledock. 


Conclusion. The players should have found all the evidence that 


Act 13. To The Docks! 


Intro. When the players have managed to avoid Khakk they will 
have to go to Cobbledock. They can find this out from the infor- 
mation on the gem or from talking to one of the bay workers. 
The Narrator should ensure that they contact Daltarian first at 
the Station. 


they will need. They may gain extra HP if they remember to 


leave their Clon Mark within the secret drawer. (No bonus if you 
have to remind them!) As they go to leave the Bay they will 


encounter the Khostran assassin. Go to Act 12. 


Act 12. Death in the Dark, 


The desk sergeant will look at the party suspiciously but will get 
Gart Daltarian, who listens intently to the story. He will say, 


“There’s no time to get more streetmen that I can trust. We’ll 
have to go ourselves!” 


Gart will lead the way to the covered cobbledock. Telford will 
follow behind, as will Khakk if he is still alive. 


Intro. This scene should occur after the players have gathered 


their evidence from the office in Bay 26 (Act 11). They 
should have had time to discuss what they are going to do 
next and are preparing to leave when they encounter the 
Khostran. 


Setting. This scene takes place in the Bay 26 office, as de- 
scribed in Act 11. 


Summary. This is the main fight scene of the Scenario and 
should be a terrifying experience for the players. Khakk is a 
deadly opponent who will use a number of cunning moves 
to whittle down the player’s strength. The players should 
not get to see their enemy until at least half of them have 
been incapacitated. This will add to their fear as they go 
down one by one in the dark... 


Khakk is the Khostra who drove the cab in Act 8. He is a 
House Shoth warrior of great pedigree, on loan to the Cuckoo 
as an act of faith from the House Chee. Khakk carries a 
number of death-needles and two Kala to dispatch his op- 
ponents. Luckily for the players, he is more interested in 
taking them alive so that the Cuckoo may question them. 


Plot. When the players are in the office upstairs, all the other 
lights will go out in the building, plunging the place into 
darkness. Khakk will have extinguished the lights down 
stairs. If any player stayed downstairs as a guard, take him 
aside and tell him that he has been silently knocked out. 
(Pretend to give him a saving roll into a hidden box. He 
fails this roll no matter what the D20 result is). He saw or 
heard nothing and is not allowed to communicate with the 
other players. 


Khakk awaits downstairs in the doorway of Room 2. He 
patiently awaits the players to come down the stairs with 
his Kala drawn. He will use his ‘Unarmed’ skill to knock 
out the players. He is quite prepared to fight more than one 


Khakk of House Shoth 


Characteristics | Skills E M D | 
STR - Dual weapon use 21 Ly 11 8 
Endurance 17 13 9 6 

HEA : Etiquette 18 14 IO - 7% 
Agr: Kala (left & right) 21 wy it 8 
Khunjaa 20 16 10 7 

COM : Listen 14 10 6 4 
Sight 14 10 6 4 


SEN: 


Weapons 
2 Kala 9 
Khunjaa (Sharpened bones) 


Armour Type : Leather harness and thigh-flaps 
Khu-daal (skichan web) - absorption level 40 


First FAT Rating 
(Equals (STR+14) - ENC 


18 


Second FAT Rating 
(-4 to INIT and all skills) 


19 
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Setting. The players must rush to Cobbledock. The shipment is 
leaving as soon as the workers finish loading the cargo from Bay 
26, which will have started being loaded before the players ar- 
rive. 


Cobbledock is a huge quay which sits under a massive and or- 
nate glass frame. The covered dock is a hive of activity and re- 
ceives most of the trade and transport for the north bank. The 
docks are filled with traders, wagons, travellers and workers of 
different races. The whole quay has an air of busy urgency and 
the noise of cranes and workers fills the area. 


Summary. The players must go to Daltarian with their evidence 
and then race to Cobbledock to prevent the smugglers leaving 
for Khos-Tavar. This scene finishes the scenario with the arrest 
of the petty smugglers on board ‘The Talon’. 


Plot. The party will arrive at Cobbledock in a gressh-drawn street- 
man’s wagon driven by Gart. They will have to race along be- 
tween the separate quays whilst Gart goes to the harbourmasters 
to find out the name and location of the smuggler ship. 


The players should frantically search the ships in dock, looking 
for the cargo. They run past loading wagons, haggling merchants, 
net-makers and several ships currently being loaded. Describe a 
nearby cornboat belching black smoke through it’s giant funnel 
as it prepares to leave. 


Large Karro Sailors 


~ Skills 


Boat hooks 
Brawling 
Endurance 
Listen 
Sight 


Characteristics 
STR: 
HEA : 
AGL : 
COM : 
SEN : 


Weapons 
Boat hook 
Brawling 


First FAT Rating 


A Moderate ‘Sight’ Success Test will allow the player to spot 
similar cargo to that seen in Bay 26 being loaded onto a small 
trade cutter called ‘The Talon’. A small crane lifts the crates onto 
the cutter. Several Karro workers move around the ship and it 
appears as if they are preparing to leave. 


The players must stall the ship’s departure until aid arrives. They 
can use threats, bluffs or plain violence, but they must prevent 
the cutter from setting sail. No matter what the players attempt, 
the captain will soon get nervous and several large Karro sailors 
will begin to bear down on the players. 


Let the players fight for a couple of combat rounds, until they get 
into serious trouble. Just as things are looking bleak have Gart 
rush up in the street wagon with several grey-clad streetmen who 
race onto the cutter and apprehend the criminals. 


Conclusion. As the streetmen round up the smugglers, Gart comes 
up and thanks the players for their help. He adds, 


“Anytime you need help in my 
district, you know where to come. 
Thank you my friends.” 


The streetmen take the smugglers 
away and Gart asks the Sg lols to 


hand over their evidence. He says, 


“We've still no idea who the Cuckoo 
is, but he’s suffered a major blow 
tonight. Hopefully it’s one that he’ 
not recover from.” 


The players can now return to The Sanctor’s Temptation. 


Scenario Conclusion 


Read the following to the players. 


You meet up with Lighter in the bar 
of the Temptation. He says, 


‘I hear you did well on your first 
time out”. 


He’ll go into details of certain scenes that he couldn’t have 
known without being there. When the players look surprised 
Lighter will add, 


“We like to keep an eye on our new 
members. I'd like to introduce a 
friend of mine. You may have seen 
him around.” 


(Equals (STR+14) - ENC 


Telford will come in and greet the players. At least one 
player will think that he is familiar even if he did not make 
his presence known to the players. 


A short and seemingly harmless 
Ha’esh introduces himseff. 


Second FAT Rating 
(-4 to INIT and all skills) 


16 


“My name’s Telford. I’ve been keep- 
ing a close eye on your exploits, just 
to Reep you on the straight and 
narrow.” Telford says, almost apolo- 
getically. “I’m pleased to say that 
you did fine.” 
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Lighter brings out a bag of short 
lack rods; these are ‘Blackies’ 
worth 100 Cyls each! He throws 
them to you. 


“These are from a friend. It’s the 


reward money for the smugglers. 
Apparently the I.N.S. (Institute of 
New Science) are most grateful’. 


There are two Blackies for each player, sent on by Gart Daltarian. 
This wraps up the scenario. As for the Cuckoo, who knows? You 
can bet that he won’t be happy with the interfering Clondis. Per- 
haps he will make a comeback in a future scenario. 


The Rewards of the Game 
The players receive the following XP. 


Danger Level 1 XP each. 
Thoughts 0 - 2 XP each. 
Actions 0 - 2 XP each. 
Role-play 0 - 2 XP each. 
Per clue found without help 1 XP each. 
If players killed Khakk 1 XP each. 


HP modifiers are detailed where they are most likely to occur 
during the scenario. A further 2 HP is gained if the players fin- 
ished the scenario without Telford’s aid. (Remember that HP gains 
are also added or subtracted to XPs). 


Player Hand-outs 


The following are the hand-outs mentioned in various acts. If you photocopy this page you can cut out the hand-outs and give them 


to the players at the suitable moment. 


Player Hand-out 1. Note from Gart. 
Gart Daltarian 
Yitu’s noodle bar 
Meeller’s cross 
She Bazaar. 


Player Handout 3. Letter from the Cuckoo. 


Papa fennrts, 


Player Handout 2. Randalls Printout. 


Our mutual friend, |alo, has proved to be 


most helpfull. I appreciate 
pigecct Me my af rains. an 


k e sar J , S this 


our aid in 
T hop e we can 
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Entangling attacks 126 
Equipment 149 
Eragha Sister-clan 209 
Huntress 211 
Je’dahk 23 
Essa tracing 93, 181, 291 
Etiquette 95 
Events 
Event rules 49 
Examples 303 
FullEvents 61 
Outcome 61 
Example of play 308 
Exertion 
Tiring 133 
Exhaustion 132 
Exorcism 182 
Experience points 108 
Exploration 75, 253 
Exploration, Dept of 76, 251 
Exposure 140 


a 


Fade 153, 154 
Flies 172 

Fai 206 
Witches 211 

Falling 139 


Families Force Beacon 168 
Roquan 223 Foreign Affairs, Dept. of 76, 251 
Family Background 46 Forests 18 
Family Location 48 Survival 94 
Fatigue 116 Forgery 102 


Forgiin 288 
Formweaver 153 
Formweaving 263 
Role-playing 307 
Fortunes 88, 90, 112, 117 
Kyromancy 165 
Four-petaled flower 85 
Friends 302 
Frontier longcoat 286 
Frontiersmen 82 
Fynning 203 


Blood loss 119 
Creatures 236 
Energy bar 52, 132 
Gaining 133 
Modifiers 132 
NCs 124 
Reducing 134 
Starting level 133 
Fatigue modifiers 
Wound effects 120 
Favours 144, 148 
Fear 150 Gg 
Fellow of Geography 75 
Fellow of History 76 
Fellow of Science 77 
Female Dress 284, 286 
Fennris 85 
Festival of the Cat 224 
Fichleaf 185 
Field Illuminator 275, 293 
Fighter 41, 311 
Find-stones 276, 293 
Fire Damage 140 
Firing into melee 129 
First aid 100, 136 
Fitness 132 
Flantu white-fly 249 
Flatback 263 
Gaming 95 
Cards 293 
Flathead trigger 293 
Floating Maps 275 
Floorplans 114 


Gallery 73, 263 
Gambling 
Flatback cards 293 
Game time 131 
Movement 132 
Gaming 95 
Gantirr, Lann 156 
Gargentihr 13 
Role-playing 310, 312 
Gart Daltarian 322 
Gates 180 
Kyromancy 172 
Gei slums 263 
Geldir 85 
Gem lore 96 
Gems 109, 279 
General 255 
Gentleman Danja 73 
Gentleman Rogue 69 
Gentleman’s davin 291 
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Geographical Society 15, 253 
Atmosometer 273 
Chronological Society 75 
Fellow of Geography 75 
History 32 
School of lore 65 
Vespin 23 

Geography 75, 253 

Geva 23 
Chronological Society 76 
Gin-Ghan training halls 78 
New Gevurian Bank 283 
Province 258 

Geva Herald 261 

Geva Nationals, the 78 

Geva Rangers, the 63 

Gevuria 17 
Culture lore 98 
Locations of 23, 25 

Gevurian 103 

Gevurian boots 285 

Gharrana Lo’Teh 71, 80, 81 

Ghent 18 

Gho’ja-Keehan 18, 23 

Ghowda 319 

Ghurti 291 

Giirdi Rings 263 

Gin-Ghan 63, 264 
Player 78 
Teams 78 
Strip 288 

Glass 274 
Chinte’ 197 
Diamond dust 263 

Glass craft 101 

Glowbush 185 

Glowstones 281 

Goals 302 


God-Queen Isha Drytongue 212 
Golden serpent 85 
Good-dream 185 
Governor of Jagan 25, 67, 83 
Governor of Public Affairs 254 
Graatch 321 
Grab-gun 293 
Gre-keyrn 296 
Great Wheel. See Chon’dra Harek 
Greater Cyatim 179 
Gressh 92, 296 
Combat 127 
Grey Fist, the 66, 70 
Grey mindlock 140 
Greyhorn 186 
Greys 84 
Gu-tai 81, 187 
Guards 
Gin-Ghan 78 
Gudj 81, 188 
Aspects 187 
Gun’ha 185 
Gutt 186 


H 


Had’shi 285 
Ha’esh 14, 20, 45, 103, 200 
AC 45 
Ashu 95 
Clans 268 
Culture lore 98 
Family background 46 
Gharrana Lo’Teh 45 
History 26 
Names 265 
Rites 99 
Swampgas 139 
Town Belief 180 
Haichen Geevaar 228 
Haitos 63, 78, 264, 291 
Haj 71 
Halla, walled valley 20 
History 30 
Hansom cabs 298 
Hantoth 291 
Harriss 83 
Hassic Translator 168 
Hayyr Sister-clan 
Kobash 23 
Healing 135 
Belief 176 
Clondis favours 149 
Loam rods 293 
Meditation 96 
Natural 138 
Other forms 138 
Other races 138 
Rushing 137 
Tools 138 
Health 42 
Health skills 94 
Health Success Test 113 
Creatures 236 
Ranged combat 129 
Wound effects 120 
Heavy Drinking 94 
Henchman 125 
Herb lore 98 
Herb-farm 
Ronth 74 


Herbalist 
Mujo 81 
Herbs 140, 185 
Hesedi Petals 185 
Hesk 195, 198 
Hetch 186 
Hexboard 264 
Gaming 95 
Hidden Tongue 96, 203 
Hideworking 101 
Hiding 105 
High Chamber of Lords 259 
High Chinte’ 21, 196 
Lord 199 
High class clothing 289 
High Navigators 199, 272 
Floating Maps 275 
High Sanctor 252 
Junter Keel 32 
Rauin III 32 
CaspinllI 156 
High Surgeons 156 
History 14 
Ho-keyrn 19, 214, 290 
Holy armour. See Juth 
Holy book. See Augury 
Holy Energies, treaty of 156 
Holy warriors. See Channi 
Honour 146 
Association 146 
Gaining 147 
Honour points 143, 146 
XP 108 
Horse 92, 296 
Combat 127 
Horth 203 
Hound-keepers 219 
House Chee 218 
House Engineers 219 
House Warrior 219 
Houses 
Khostra 217 
Hukt 288 
Human 138 
Medical lore 99 
Hunger 140 
Hypnotism 96 
Exorcism 182 


mf 


Impossible wounds 136 

Improvised weapon 126 

Inanimate resistance 89 

Incense Way 101, 187 

Influence 144 

Initiative 112, 115 
Attribute 54 
Creatures 236 
Energy bar 52, 133 
Kyroware 163 
Ranged combat 128 

Insanity 151 

Instigator 88 

Institute of Kyromancy 156 

Institute of Law 254 
Streetmen 84 

Institute of Martial Studies 
Spinning Dervish 279 

Institute of Medicine 255 
Doctor 74 


Ronth 25 
Institute of New Science 256 
Academy of Science 77 
Acquisition 77 
Cormboats 272 
Fellow of Science 77 
Geldir 85 
History 33 
School of new science 66 
Science 99 
Tools 298 
Institute of Kyromancy 257, 289 
Jevin 25 
Kyromancer 79 
Tools 298 
Interaction 114, 306 
Intuition 145 
Iraja 186 
Isha Drytongue 212 
Isha-Kabar 19, 212 
History 29 
I’tan 186 
Ivory 276 


J 


Jaan 70 
Jackets 285 
Jagan 25 
Clan Caloni 68 
Siltreavers 67, 83 
Sullasin 85 
Ja’Hall 18 
Locations of 23 
Ja’Hansh 205 
History 26 
Je’Khan 208 
Years of Exile 28 
Jai Blade 291 
JanRai 202 
Jask 291 
Jasper 185 
Javelin 292 
Je’dahk 23 
Je’Khan 18, 103, 208 
History 26 
Horse-traders 296 
Ja’Hansh 206 
Jerrick 103, 138 
Medical lore 99 
Jet 275 
Jet-beaters 288 
Jevin 25 
Geldir 85 
Institute of Technomancy 257 
Province 258 
Technomancer 79 
Travel path 57 
Jhanni 186 
Jhuttu Pipe 102, 293 
Ji-crystals 281 
Signal Towers 278 
Joss 23 
History 28 
Jouk 19, 212 
History 28 
Isha Drytongue 29 
Tell 28 
Journals 261 
Jova 23 
Judicial lore 98 
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Juggling 92 
Jul-berries 185 
Junn 204, 268 
Jute 206 

Guard 207 
Juth 71, 284 


K 


Kai-Balor Slaver 214 

Ka’Jee 198 

Kala 292 

Kallach 210 

Kamarru 209 

Kamee 210 

Kan-gee 179 

Kan’din bow 290 

Karn-shell 232 

Karro 14, 44, 215 
Belief 181 
Family background 47 
History 30 
Names 265 
Racial characteristics 44 

Kass 285 

Katel 
Province 258 

Kavash Gems 280 

Keldin bar 292 
Streetmen 84 

Kellick 292 

Kerry Flyers 228 

Kerry thorn 186 

Khakk 125, 331 

Khan’Dha 103 

Khobash 23 

Khos-Tavar 21 

Khostra 21, 217 
History 27 
Rhejja He’ak 28 
Roulette 264 
Tentardha 27 

Kimono 284 

Klai-dens 264 

Klangar Neesh 98 

Knee trews 284 

Knife 292 

Knocked back 121 

Knot tongue 101 

Knowledge 42 

Knowledge skills 98 

Ko-han Sister-clan 209 
Gho’ja-Keehan 23 
Horse-mistress 211 

Kol 81, 187 

Koul 200 

Koul-halls 264 

Kra-stones 281 

Kreel Harbour Station 274 

Kroth 185 

Kull 178, 243 
Possession 181 

Ku’mahn 186 

Kust 210 

Kuth 83 

Ky 42, 143 
Fear 150 
Insanity 150 
Society 144 

Ky skills 95 

Ky success tests 145 


Ky-cha 175, 201, 265 
Kyashi 178 
Cyatim 238 
Lysh 80 
Rites 99 
Shrines 264 
Kyroblade 168 
Kyrobox 275 
Kyromancers 15, 79, 153 
Acceptance 157 
Kyromancy 
Institute of 156 
Weather 172 
Kyros Adelti 159 
Kyros Ebon 158 
Kyros Instructus 79, 156, 257 
Jevin 25 
Kyros Modare 159 
Kyroscope 168 
Kyrosuit 
153, 154, 157, 169, 289 
Kyroware 153, 155 
Fixing 173 
Gaining 173 
Using 163 


L 


Laboratories 298 
Kyromancers 157 
Lalo 325 
Land 
Movement 132 
Navigation 99 
Tactics 100 
Land-healer 222 
Lann Ossifier 169 
Lanto 284 
Lari 284 
Lathmir 15 
Lathmirian 103 
Lathmirian Guard, the 63, 70 
Lathmirian Rovers, the 78 
Law 259 
Learning 109 
Leggings 284 
Libraries 109, 265 
Library Readers 280 
Library use 98 
Lie 96 
Lieutenant 255 
Light Dreampaths 179 
Lighter 125, 319 
Lightstones 281 
Linguistics, Dept. of 76, 251 
Listen 102 
Literacy 98 
Lo-rin 285 
Loam rods 293 
Local winds 270 
Locale 
Herbs 185 
Location 120 
Long bow 291 
Long spear 292 
Wound Effects 
Healing 136 
Longcoats 286 
Longknife 292 
Low Chinte’ 103, 196 
Low class clothing 289 


L’rusht 185 
Lysh 80, 175 


M 


Magick 175 
Magistrates 254 
Maharran 103, 138 
Medical lore 99 
Major 255 
Malla 185 
Manata 186 
Mancha 64 
Manifestation 246 
Manipulation 42 
Manipulation skills 100 
Manoeuvres 118 
Mansions 267 
Manual Enhancer 169 
Marl-hounds 219 
Marshal 255 
Master NC 125 
Master of Green Ways. See Mujo 
Mathematics 99 
Maulo 202 
Mechin 275 
Medical lore 98, 136 
Meditation 96 
Membership benefits 148 
Menhis-Var 85 
Mental Characteristics 42 
Metal craft 101 
Metals 275 
Mhe’ta mats 261 
Microtists 77 
Middle class clothing 289 
Military davin 291 
Military Spy 69 
Mimaceous 95 
Mime-dancing 95 
Moderate wounds 136 
Moon-jet 276, 287 
Moon-metal 275 
Kyroware 155 
Moon-myr 275, 287 
Moonweed 186 
Mortal Shade 247 
Mountain Ha’esh 103 
Mountains 
Ranges 18 
Survival 94 
Movement 115, 132 
Creatures 236 
Mujo 81, 187 
Belief 180 
Mull, Detective 323 
Mumbelty peg 
Gaming 95 
Mur 227 
Muscha 185 
Muscle mould 140 
Museum of Archaeology 76 
Myr 103, 275 
Caves 221 
Myrador 25 
Myrdall 13, 220, 320 
Dreampaths 179 
History 26 
Mystic 41 


Names 265 
Naratti 95 
Narrator 9, 11, 12, 41, 310 
Combat 111 
National Geographic, the 78 
Natural Belief 175 
Natural skills 90 
Nature 
Belief 176 
Navigation 99 
NCs 
Belief 175 
Combat statistics 124 
Fatigue 124 
Fighting 124 
Kyromancers 173 
Recording 125 
Role-playing 312 
Ne’Hal 21, 206 
History 29 
Neluht 186 
New Gevurian Bank 283 
New Science Digest 77 
Nightsilver 276 
Nightsky 276 
Non-corporeal shade 246 


O 


Occupations 49 
Off-hand 127 

Oil Lighter 295 
Oman-sha 219 

Oppala 186 

Opposed Success Test 88 
Optical Filter 169 
Optical Illuminator 170 
Oratory 97 

Orbs 276 

Order of the Star 159 
Originists 72, 252 
Outback longcoat 287 
Overlords 259 


P 


Pala 232 

Pantch 186 

Papas 85 

Parra ral 197 
Path-eater. See Kan-gee 
Patharr 218 

Pathasha 25 

Pathsilker 64, 82, 204 
Pattern 153, 164 

Paut 210 
Persuade 97 
PGR 280, 295 
Phasing 
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153, 155, 162 
Phonetic Link 170 
Physical Characteristics 42 
Physics 99 
Pictograph 276, 295 
Pink Lotus 185 
Pipe maintenance 99 
Plains 

Survival 94 
Plant lore 99 
Plantations 266 
Play Instrument 102 
Players 11, 73, 301 
Plug craft 101 
Point-stones 276 
Poison Lords 219 
Poisons 140 
Politics 257, 266 
Pollmen 259 
Pond-kitchens 210 
PortTown Events 58 
Possession 181 
Potions 176 
Potions Way 101, 187 
Powders Way 101, 187 
Power Plate 173 
Practice 109 
Precise attack 118 
Preparation 

Herbs 185 
Priest of Khajeem 228 
Print Engines 277 
Professional Titles 259 
Prone 121 
Provinces 258, 266 

Councils 259 
Pulse Box 170 


Q 


Quatis Lon 224 
Quelin 186 
Quella 224 
Quick Strike 93 
Quirks 302 
Quoli 224 


R 


Raan 207 

Raaq 103 

Race lore 97 

Rai 202, 266 

Raintime 270 

Ran Bayah See Ranchlords 
Ranchlords 213 

Randall the Techler 327 
Randis Tredd 319 


Ranged combat 128 
Rani 284 
Ransom 148 
Rarity 
Herbs 185 
Re-cha 80, 201 
Re-Hall 68 
Read lips 102 
Reading Lenses 295 
Rebel Flyers 228 
Recharging 
Skichan webs 122 
Red Crows, the 63, 70 
Red wheel 85 
Reformists 72, 252 
Regiments 63, 66, 70, 254 
Religion 15, 266 
Render limb useless 121 
Reoni Pipes 102, 295 
Reputation 145 
Resh 218 
Responsibilities 145 
Resting 134 
Rhaja 290 
Rhosha 197 
Riding 92, 127 
Rint Tandahan 330 
Rites 99 
Exorcism 182 
Ritual Belief 177 
Rituals 
Mujo 187 
River Halla 20 
River Trade Cutter 272 
Roads 266 
Robes 284 
Rock Ships 14, 271 
Rockflows 25 
Rockpipes 102, 277, 292 
Institute of New Science 77 
Pipe maintenance 99 
Plug craft 101 
Rogue 41 
Rogue Mage 214 
Rol Katel 25 
Fennris 85 
History 31 
Institute of New Science 77 
Rol Katel Engines, the 7& 


Rol Katel Gazette 261 
Role-playing 9, 306 
Rollusk 185 
Ronth 25 
Clan Jhin 68 
Doctor 74 
Geographical Society 75 
Institute of Medicine 255 
Mujo 81 
Province 258 
Rope mastery 101 
Roquan 18, 223 
History 26 
Lerrupe 27 
Roulette 
Khostran 264 
Rounds 111, 131 
Rouss 284 
Rowing 105 
Ruassh Sister-clan 209 
Jova 23 
Ruby-grip 141 
Running 92 
Ryamis 226, 321 
History 27 
Kree 242 
Ryand 103 
Ryato’s voice 196 


S 


Sa 13, 153 
Brood 237 
Darklands 178 
Sa Point Pool 161 
Determining 162 
Sa-catchers 196, 197, 199 
Giirdi Rings 263 
Sa-conductor 270 
Sa-crystals 281 
Sa-storms 172, 270 
Sa-winds 270 
Damarn Scanner 167 
Saataa 186 
Sailing 101 
Sailor 
Chinte’ 198 
Salt Crust 271 
Salves Way 101, 187 
San-day 215 


Sanctors 72, 252 
Sanctor’s Temptation 318 
Sanctums 72, 252 
Sandals 284 
Sandis 72, 181, 215 
Augury 261 
Church of Sanctology 252 
Ha’esh 180 
Sarach fly 141 
Sarakern 298 
Kyrosuit 157 
Windbays 269 
Windtraders 231 
Sarra Lon 18, 224 
Satcha 185, 285 
Scach 186 
Scale-chain 295 
Scaling 101 
Scenario 
Complications 316 
Hooks 315 
Ideas 316 
Plots 314 
Twists 315 
Scholar 41, 311 
Ja’Hansh 207 
School of Lore 65 
School Of Martial Studies 66 
School of New Science 66 
School Of Sanctology 67 
School of Technomancy 65 
School of the Arts 64 
Science 99 
Scientists Knife 296 
Scouts 
Frontiersmen 82 
Screeleaf 185 
Scrudd 203 
Sea Chinte’ 196 
Sea Clutches 228 
Seas 13, 271 
Navigation 99 
Sa 178 
Tactics 100 
Seasons 131 
Seaworms 267 
Selirk, Captain Augiss 32 
Sense sho’ta 97, 203 
Senses 42 
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Senses skills 102 
Services 144 
Set-backs 89, 112, 117, 165 
Kyromancy 165 
Sha-Bro 25 
Clan Marro 68 
History 33 
Province 258 
School of Sanctology 67 
Sha-shen 21, 229 
History 27 
Sha-tools 229 
Shade 177, 246 
Shan 209 
Shandu 209 
Shar Go-jeh 196 
Sharheel forest 21 
Sha-shen 229 
Sharra Cultist 225 
Sha’viish Sister-clan 
Sha’viish, city 23 
Shee-Tev’aa 233 
Shee’va Fire Lake 23 
Sherraq 224, 225 
Shevin 36, 41 
Healing 135 
Oath 36 
Shipwright 100 
Shirts 285 
Shoes 285 
Short bow 291] 
Short spear 292 
Shoth 218 
Shree-Khunjaa 217 
Sight 102 
Sight-scope 296 
Sigils 176 
Signal Towers 278 
Institute of New Science 77 
Signaleers 77, 256, 103 
Signal Towers 278 
Silent Way 102, 200, 203 
Silent-slaves 229 
Silk 
Pathsilkers 82 
Seaworms 267 
Silt 271 
Cutters 272 
Movement 132 
Rowing 105 
Storms 271 
Swimming 105 
Siltcoat 287 
Siltreavers 67, 83 
Jagan 25 
Silver 276 
Silver fish 85 
Singing 103 
Singiestick 292 
Sister warrior 211 
Situation Modifiers 114 
Ranged combat 129 
Size 236 
Skall 206 
Skeed 185 
Skichan webs 122, 287 
Absorption level 122 
Khu-daal 219 
Skill level limitations 91 
Skill list 106 


Skill points 51 
Characteristics 51 
Skill level 51 
Skills 51 
Wealth 51 

Skills 
Character sheet 91 
Healing 136 
Role-playing 306 
Tiring 133 
XP 108 

Skink 92, 297 
Combat 127 

Skycutter Mountains 18 

Slaats 288 

Slap boats 272 
Rowing 105 

Slaves 213 

Sleep 134 

Sleeve-rings 288 

Sleight of hand 101 

Sleth 64, 92, 297 
Combat 127 

Sleth horn 102, 296 

Sleth-skin boots 285 

Smell 103 

Sneaking 105 

Social Ideals 267 

Social Status 47 

Societies 44, 215, 251 

Society Spy 69 

Sonic Receiver 170 

Sound-catcher 179 

Speak 103 

Spinning Dervish 279 

Spirit blade. See Chantin Va 

Spiritual Belief 177 

Sprint 115 

Spry, Jasper 125 

Spy-creepers 229 

Stealth 42 

Stealth skills 105 

Sterrarra 185 

Stitching 138 

‘Stonecraft 101 

Stonesmash 25 

Stormcoat 287 

Storytellers 80 

Street Informer 69 

Street longcoat 286 

Street lore 97 

Street Urchin 68 

Street-lanterns 279 

Streetmen 84, 216, 254 

Strength 42 
Blood loss 119 

Strength ratings 89 

Strength requirement 290 

Strength skills 105 

Strikers 
Gin-Ghan 78 

Stunned 121 

Subvocaliser 171 

Success test 87 
Combat 112 
Creatures 236 
Ranged combat 129 

Su’cho 284 

Sull 185 

Sullasin 83, 85 


Surprise 116 
Survival 94 
Swamp Barge 272 
Swamp Events 58 
Swamp mask 296 
Swampgas 139 
Swamplands 18, 267 
Pathsilkers 82 
Survival 94 
Swamprats, the 66 
SwampTown Events 59 
Swimming 105 
Swordcane 292 


T 


Ta-hun 292 
Tabla Rasa 153, 156, 157, 158 
Tactics 100 
Talandar Disrupters 156 
Tandin 292 
Tarran 286 
Tarson’s Sword 63, 70 
Taste 104 
Tavin 85 
Siltreavers 83 
Street urchin 68 
Tattoo 85 
Taxes 259 
Teaching 100, 109 
Technicals 281 
Technological Tools 298 
Technology 173, 273 
Myrdall 276 
Sha 229 
Telford 318 
Tell 212 
Tellah 19, 213 
Gressh 296 
Tellahn 103 
Tellahn Blade 292 
Terms 48 
Term Length 49 
T’Halla 20, 213 
Thar-Hei 25, 268, 298 
Thermic Element 171 
Therrazha 268 
History 31 
Thigh-flaps 285 
Thirst 140 
Thought Eggs 229 
Throwing 104 
Ti-Hond Fire Ridge 18, 19 
Time 131 
Tiring 133 
Titles 
Hereditary 264 
Tjhav 104, 292 
Gin-Ghan 264 
Toolboxes 298 
Tools 
Healing 138 
Touch 104 
Trackers 
Frontiersmen 82 
Tracking 105 
Trade winds 270 
Trained skills 90 
Training 149 
Trancers 171 
Trapping 101 


Trassha Bay 21 
Travel 298 
Travel desk 296 
Travel path 
Rules 48 
Traveller longcoat 286 
Treaty of the Holy Energies 158 
Treth 17, 25 
Academy of Martial Studies 
255 
Bank of Lathmir 283 
Canobine Casino 148 
Geographical Society 253 
History 30 
Province 258 
School of lore 65 
School of martial studies 66 
Treth Chronicle 261 
Trews 285 
Tu’chak 186 
Tunics 284 
Tuuq 224 
Two Trees Klai-den 324 
Tylsian Vessels 279 
Tyme 83 
Tyo 186 
Tyo leaves 138 
Tyson Warp 171 


U 


Unarmed 126 
Unconscious 121 
Unskilled attempts 90 


YV 


Vaal 226 
Value lore 100 
Vann 186 
Varr’ahr 186 
Vaulting 92 
Vespin 23 
Province 258 
School of lore 65 
Vespin Times 261 
Vhannis 179 
Vhantra Khajeem 227 
Vhastor 20 
Locations of 25 
Vhlash Ko-han 209 
Vho’jha 185 
Vhuul 186 
Vortex 178 
Vyarr Sister-clan 209 
Antrossa 23 


W 


Waistcoats 284, 285 
Walkers 84 
Warding 183 
Warp-holes 178, 180 
Warpholes 

Kyromancy 172 
Warraji 68 

Channi 71 

Lysh 80 

Mujo 81 
Wasps, the 66, 70 
Wassaranna bug 249 
Water 

Movement 132 
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Rowing 105 
Swimming 105 
Ways 187, 203 
Hidden tongue 96 
Incense way 101 
Potions way 101 
- Powders way 101 
Salves way 101 
Sense sho’ta 97 
Silent way 102 
Wealth Points 47 
Weapons 
Blood loss 119 
Improvised 126 
Preparing 116 
Projectile 128 
Similar 127 
Thrown 128 
Weather 
Sa 172 
Weather lore 104 
Weeks 131 
Whenn 185 
Wilbee 98 
history 26 
Wind Warrior 228 
Wind-lodges 227 
Windbays 269, 328 
Bay Huth 328 
Windtraders 231, 298 
History 26 
Sarakern 246 
Witch-hunters 79, 158, 269 
Woodcraft 101 
World time 131 
Wormfarms 267 
Wound effect 113, 120 
Wounds 
Tiring 133 
Untreated 137 
Wurri 185 
Wy 186 


x 


XP 108 
Scenario 333 


Y 


Yall 185 
Yaskal 21 

Skink 297 
Yinta harp 102, 296 
Yitu’s noodle bar 322 
Yusp 207 


Ze 


Zansaar 186 

Zetadan Chambers 156 
Zhahn 185 

Zoology 75, 253 
Zoppo 295 
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Family and Upbringing 
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Gart Dartanian scanned the shadowed archways and nervously fingered the switch 
on his skichan web. The streets were a sea of white turbans as silent Ha esh swarmed 
around the Bazaar, oblivious to the wanes te pushed his way through to the 
steaming Techler stalls, Gart pulled (ineniter around his soaking frame and 
lit his last damp cadj stick. Citsing ane and ROl-‘Katel, Gart wished he had 
never crossed davin with Papa Fennrs; me was in over his head now. Perhaps it was 
time to call in his Clondis friends from The Sanctor’s Temptation. It was said that 
they could turn their hand to any task... 


Real Fantasy 


In 1492 two continents met and the 
humans known as Karro first sighted the 
New World. In the villages there they met 
a simple and peaceful people who 
greeted them as gods. From these bases 
the Karro explored and claimed their New 
Republic of Gevuria. 


It is now 1585 and the Ha’esh villages 
have grown into pollution filled Karro 
towns; the Ha’esh relagated to second 
class citizens in their own land. The new 
Institutes of the Karro collide head on 
with the old guard of the Church, whilst 
the bordering realms of Khos-Tavar and 
Ja’Hall look Om with growing 
apprehension at thelr swiftly expanding 
neighbour. 


Into this turmoil Game the Clondis, a 
secret society Of aaventurers from all 
walks of life; grizgigmestreetmen from the 
back alleyS Of mmgiematel, educated 
society men frommame mighty capital of 
Treth and noble Giigmmi ine holy warriors 
of the Ha’esh. Tiemerendgis accept any 
who are bold 6n@ugmanto its ranks, and 
turn away no taSK@ieris worthy. 


Tales of Gargenmar 

Gargentihr is a wend far different from 
our own. The continents drift upon 
endless seas of Silt whilst Sa-energy 
crackles overhead in the blackened 
skies. The continent of Agasha lies 
before you, awaiting discovery. 


Gargentihr is a world both ancient and 
new. The Institute of New Science 
explores the frontiers of technology, 
whilst the secret powers of the Ancients 
reign within the dark corners of Agasha. 
Man stands on the brink of a glorious 
new age of knowledge, but many would 
block his progress. 


This strange world is finely detailed 
throughout the rules and plunges the 
players into an alien landscape ripe for 
exploration. 
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